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Introduction 
@reel in~-s, nnd welcome 10 The Seeker's Guide 

to Twis1cd T.wcrn.s! This book is a collcc.1ion of 
funrascical locations that c::in be used in an~• 5th 

Edition setting. Each ravcm features its own story, case of 
characters, a collection of side qucsi:s, unique areas, and a 
number of secrets. You may use any or all of the comcms to 
provide players a pl.lee to rest and recoup from their grand 
advcnn1rcs, or explore the tavcms as 1heir own adventures! 

The wral of 17 taverns range from levels 1-20. in no 
particular order, and have suggt>stions as to where they 
might be located. They arc intended to serve as Starting 
poinis, rcs1 stops, or anomaliC5 to use at t imes when 
writer's block or schedule conflicts arc ever-present. 

Running the Taverns 
'To run these ravcms, you need 1hcSe System Ri:fere11ce 
Doc11me11t or similar ma1crial, as many of 1he mons1ers 
and items comaincd lherein arc referenced throughout 
1his book.There arc also several n,emions of creatures 
found in the first ci Eldcnnancy's boob, Sribbles Code,t of 
Companions . All other necessary Stal blocks arc indudt-d 
at the end of each rnvem's emry. 

When a creature's name or type appears in bold, it implies 
th.'lt you may find their abilities in the related sun block 
section, Slibbles Codex or the Sys1em Reference Document. 
The rest of the mentioned i1ems. including spells, magic 
items and equipment may be found in the in the System 
Reference Documenl or similar nuucrial as well." 
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World Travelers 
In addition ro 1he taverns, lhis book also comains a 
group of enigmatic NPCs called ··world Trave ler$." 
11,ese figures can appc,ir at any of the taverns, be 
met on the road, or be played as charncters in some of 
the more challenging ta\•erns. For further direction 
on role-playing as the world travelers, read their 
descriptions in Chapter 18. 

Consider the following notes when using 
the contents o f this book: 
• These caverns arc designed 10 be added to any world 

and any cosmos, which lc~s 10 a 101 ci optio nal 
divcrsily. Bcc.-nisc of this, 1he book accounts for 1he 
GM's authority when deciding cenain evem ou1comes, 
loca1ions, and options for involvemcm in ,he existing 
adventure. 11,e contents of this book arc me::int 10 be 
crca1 ivcly inspiring, and are built with the intent of 
lelling players and creator-s mix their own ideas with 
the stories. 

• h is highly recommended that the GM read through the 
tavern 1hey wish to include before invoh•ing it in 1heir 
game, as certain rooms feature secrets and mechanics in 
their dcscrip1ions. 

• Due to 1he site of the book, numcro.1s items and characters 
invo lve srar blocks thar arc available in rhe Sc Sysrcms 
Reference Document. 
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The Wizard's 
Watering Hole 

S
randing lhrcc stories rail and surrounckxl b}' dancing lights and illu.sor}' 5Pcctaclcs, The Wizard's Watering Hole 
bcc.kons any and all outsiders to \•is it. 1l1is widely renowned tavern has established a reputation for excitement 
and arcane strangeness. ll1c tavern seemingly runs itself, conjuring all its goods and services from powerful and 
permanent magics. 

Player chnr::ictcrs of any level c..-1n visit the tavern, bu1 it is optimised for players level 5r l0. This tavcn works best in a high 
magic setting, and is best placed either in a large town, in a cit y, or at a (rcqucntlyuSi.-d crossroads. The Wizard's Watering 
Hole should be presented co the characters as a place of unrealistic cnjoymcm, suspiciously low prices, and visual spectacle. 

AREAS OF THE T AVERN 

This tavern has four stories, three of which arc above 
grCM.md. The ground level ml<I basement arc designated for 
guests to enjoy the atmosphere. The second above-ground 
story is for housing guests, and the uppem1ost story is 
scaled off. 

Al. The Main H all 
When the players enter, they will notice several key fcarurC!i: 

• There arc tables and booths scattered around 1hc main 
h.111, :\II of \vhith arc :"u\ii'Mlc-d. Any t rC:\lm'~ sitting 
in a chair can use their action to direct the ch,1ir's 
movement, with a flying speed of 20 feet. T he chairs 
and tables are unable 10 leave the tavern, a nd will lose 
their magic if forcibly taken. 

• Sin ing at various tables arc the other patron:;. listed in 
the Tavcm's Guests section. 
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• The bar against 1hc back wall is swckcd wirh an array 
of mange bonlcs, keg fuces, and other bar"''.lrc. Looking 
across 9lelves and tables, the pla)'Crs wil I quick.I)' notice 
dozens of awakened mugs dashing arou1-x:l, helping 
serve guests a1,d mix drinks. When the pb\,ers enter, 
sever.'tl mugs will approach th('m and attempt to lead 
1hem 10 the bar. 

• The bar is nm by a modified suit of armor called "The 
Tender." h has two additional am1s that protn1de from 
its back, :and it wears a top hat (animated headwcar) 
that nllows it to speak, an ability i1 uses 10 rnkc orders 
and conduct small talk. The Tender operates the bar, 
mixes drinks, and will leave briefly co gather ingredi• 
ems in order to create meals at rhe coumcr. II' works 
bcsr as a listener, nnd is capable of answering follow-up 
questions on a topic, but mhcrwisc has \ 'Cr y liule infor• 
1nation tO offer outside of the menu. h has an intctli• 
gencc of 10 and can attack four times on its tum, but it 
otherwise has the same statistics as animated armor. 

• A 1hin layer of fog looms overhead, seeming to ebb and 
flow at random intervals. This fog is acn1ally sentient, 
and "~rks to keep 1he peace within the tavern. It will 
intervene "'hen a figlu threatens to become lethal, or 
when it noriccs pcuy crimes being com mined, h docs so 
by formir1g a lar&,~. featureless humanoid from the fog.or 
by using telepathy to dcfll$C sil'uat ions. When manifest• 
ing the fog, use the Ethereal Guardian stat block.. 

• Dancing lighu and minor il/11sions drift through the fog, 
illuminating sections of it with d ifferent colors. The 
lights appear as colorful glowing orbs. occ~ionally 
crossing over each other 10 briefly 
form dancing humanoid figures. 
The minor iff145ions constantly re• 
shape tO rake the form of various 
small creatures., c;irtoonish faces 
that resemble &,•ucsts, and 
arc.inc symbols. 

A2. The Showroom 
ll\is room is auachcd 10 the main hall by an open 
doorway. Inside is more scaring, and a large segmcnte<I 
srage. The 1n.1in platform is dcsigna1ed for gucs1 
perfom1ances, and a circular section of the stage is full of 
sclf•playing instnunems. Among them .ire drums, a flmc, 
a lure, a horn, and a \1iol. 

If anyone plays alongside ,hem, their song changes as 
the instruments ,mcmp1 to c.rcarc a shar<.·d melody with 
the peifom1cr. Trying to steal the self-playing insmunents 
risks invoking the attention of the ethereal guardian, 
as the instruments will create loud noises in panic. If a 
cre:uure man:lges co successfully steal one, the insrrumem 
can be attun<.-<l to. Each of the instruments is secretly 
imbued with the soul of a dead bard, whose pcr:sonality 
and helpfulness arc determined by the GM. 

A3. Potion Room 
The Potion Room is open 10 all guests for both study and 
n.-crcational purposes, but can only be operated by up to 
four creatures at a time. This room is heavily stocked with 
potion ingrediems, a ll placed in v.irious containers on the 
shelves 1hat line the walls. Below 1heshclvcs arc tables 
covered wirh empty botdes, vials, burners, arid o rher t0ols 
for potion creation. A creature who i.s proficient with 
bYetvers supplies ma)' use these tools with a cauldron. 

Potion Grab Bag. Potions made in this room can be 
consumed on the property, but arc confiscated by the 
Ethereal Guardian by gucst:S leaving the tavern. As a 
variant rule, players can purchase their own concocrions 
for half the normal price of the potion. 

Cauldrons. 11,ere is a stream flowing into this l'(X)lll from 
the garden, ending in a pool of water in the cc1ner of 1he 
room. A circle of four cauldrons surrom'Kls this pool, and a 
lx>ok lies on a pedestal facing the doorway. Cues.ts can use 
buckets found around the room to fill the c.iuldrons, which 
will m.1gically begin co boil. 11,e book is an enchanted 
caralogue of the in1,,>redic111s in this room, ar,d when the 
name of an ingredient is reOO from 1hc bo:>k. the ingrcdien1 
is magically summon<.-d from the shelves. 

The T(ndcr 



The Tavern Operalors 
---- -------

Admindium 
This alien c reature resembles a spindly purple humanoid 
with six boncy appendages that protmdc from its back. 
These appendages resemble the limbs of a spider, and 
end i1~ poi1ucd tips. Its head is featureless, s:we for a large 
grinning mouth. It wears a white 1hrec-piecc suil, a1,d 
carries noth ing other than a wand of uooders. 

It will greet the party as if they were old friends, and 
welcome d11cm to what it calls ';the iavcm's greatest 
secret, iu hidden adminisumor." Admindium tells 1hc 
pany that it is a unique creature th,•u feeds on cn)()tions 
which come from revelry and enjoyment. This sratemcnt 
is actually true, but the rest of the crcarnreS story is a 
clever lie. It claims t hat The Wizard's Watering Hole 
is not entirely indcpcndcm, but is an extension of 
Admindiurn itsdf. After congrntulating the adventurers. 
it will offer a trade: if they leave the tavern and never 
mention their discovery, they will be given 1,000 !,'Old 
pieces and an awakened mug as a companion. 

If the party has d isoovercd the wizards in 03 prior to 
their mec1ing. and questions Admindium about them, 
the creature will fim1ly suggest they leave 1he tavern and 
summon th.e Ethereal Guardian to escon them out. If 
the pany asks about 1hc contraption in 05, Adm indium 
will try 16 explain 1hat tl\t'.' 1MChiM p(>wctS 11\c: tih't'rl'l'S 
operations, in spite of it being donnant. Unless 1he 
wizards arc set free, Admindimn has very little interest 
in fighting. It will instead try IO defuse arguments, or 
make fraudulent threats 1hat make it appear unkillablc. 
However, if fon:ed into oombat, i1 will summon all of the 
tavern's constructs to help i1 fight . 

The Dealers 
The Dealers arc detailed in the Casino (C2) section. 
Similarly to The Tender, if they arc destroyed, new 
constn1cts will replace them ld4 hours later. 

Ethereal Guardian 
The Ethereal Guardian was created by Admindium solely 
to keep the peace inside the ta\lcrn. It prefers 10 sray on 
du! main floor, but will occ.isionally visit rhe Parlor (Cl) 
or the Casin o (CZ) 1o chcc.k on guests. When settling 
disputes, it will communicate telepathically with a calm 
and soothing voice, urging guests to deal with their is.sues 
outside. If forct-xl imo combat, it will only act to remove 
hostile creatures from the tavern. 

The spiri1 that governs the fog's actions is tied to the 
Ethereal Pkmc. If a crearnrc cmcrs the ethereal plane, 
they will clearly sec the spirit as a large, pale man with 

a muscular boild and a forlorn 
expression. Communicating with 
the spirit will re\•cal that it loathes 
violence and petty disputes, and it 
expresses great pain when dealing 
with aggressive gucsts. h has llO 

imentio n of leaving the tavern or its 
responsibilities, rc~~udlcss of i ts pain. 

The Wizards 
Rc~ting eternally in their chambers (DJ) arc six 
humanoid fi,rt1rcs, four of which arc female and two of 
which arc male. All of the wizards lie donnant inside 
the ir crystal prisons., d imly lit by the magical glow that 
the crystals emit. 1l1cy each wear robes of 1he an:hmagi and 
have 1heir faces obscured by magical darkness. 

They will only speak once 1hey have all bet,, freed, 
and any threats have been dealt with. One of 1hem will 
then ask the party about the time, location, and current 
chapter of reality they arc in. The rest of them will spread 
through rhe t:ivcrn and clean our the ch.1nges brought 
on by Admindium. Once this is accomplished, they will 
escort the pany out of the tavern before \!anish ing in the 
blink of an eye. 

If the pany is respectful and informative, the wizard 
will offer them additional robes of the arch magi as th.'lnks. 
If asked about their history, 1hcy will explain the true 
purpose of lhc tavern as mitcd in the Tavern liiswri' 
section. If asked what they mean by "chapter," they wil l 
describe reality as a series of books tha1 are separate but 
intenwincd. The tavern is a vessel meant 10 1mverse 
these "chapters" of reality and uncover the truth aboot 
their existence. 

The Tender 
The Te oder was created b)• Adm indium to deal with 
the tavern's day-to-day operations. It is equipped with 
refined culinary skills, a caralo'-'lLC of cocktail recipes, 
and the ability to recall anything a guest 1ells it. This 

construct's personality was meticulously designed to be 
£ approachable and respectful, as not to insult 

~ an)•;;:~·~:,;j! ~~~:\~~1:~Yt:i~~fc~fi~hc 
' · the Q.1est Board section. 

If a guest orders a meal that includes 
ingredients nor readily available at 
the bar, The Te1"Klcr will lca\'C for ld6 
rounds to quickly collect whar it needs 

from other rooms. If The Tender 
is dcstrO\'ed, a new construct 
emerges from the top floor ld4 
hours later ro rei,lai:c it. 
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Creatures can c.reme po1ions using 1he 
materials found in this room. To do !iO. 

they must spend 10 minutes and expend 
a spell slot of the required level. They 
mu.st also succeed on an Intelligence 
(Arcana) chock whose d ifficulty is 12 + the 
level of 1he desired spell. On a succc5$. the 
creature creates one potion of a kno"'n spell that 
thqchoosc. O n a fuilure, the GM may cause one 
of the following effects 10 occur: 

ldl O Result 

The contents of the cauldron suddenly explode. dealing 
ld6 fire damage and burning away the eyebrows of any 
cruture withm 5 feet of it. 

The contCflts of the cauldron suddenly tum into $nQ'W'. 

The contmts of the cauldron become th!Ct like cement. 
After IO seconds. tht mixture btcomtS a irey ooze. 
The cauldron erupts in a nash of light. Ew:rycreature inside 
the room becomes blinded and deafened for I minute. 

ld8 cats pour oul of the cauldron and race afOllnd tht 
room for I minute. frantically knocking ow:r gl;iss contain• 
ers. The ms then explode into small puHs of smoke. 

The contefts of the caiJdron rapidly ev;ipo13le until only 6 
ounces of huid are left. If a creature consut1es this. their mc:M:· 
ment spttd and ilJl'lll distance are doubled hr 10 minuies. 

The. contmts of the cauldron explode into a foamy m1Xlure. 
sending a cloud of bt.bbles into the air. If a crea1ure pops 
one of the.st bubbles. they become invisible lor I round. 

TM conttt1ts of the cauldron thicken. and chunks of what 
looks like fish ~t begin to appear in tht mixtu1e. If con­
sumed by a creature. lhissoupy potion causes p31ches of 
fish-like SC3les to appear on the creature·s body. This effect 
grants them +I to their N3tural AC. and lasts for I hour. 

The conttt1ts of the C3uldron becomes a mtAticolored 
fluid. II consumed by 3 creature. the creature's speech and 
actions are enhanced by minor illusions. for e>c.10l)le. gold 
coins circle the head of a creature l3lking about gold. or 3 
creature thrQ'W'ing a punch is accomp,1nied by a cartoomsh 
WW HAM!- sound. This effect lasts for I hour 

10 The contents of the cauldron pour out a thick fog thatcovttS 
the noor. before tu ming bright red. If a oe.ature consumes 
the red liquid. it gains ld8 temporary hit points rors ha.lrs. 

A4. Garden 
The Garden provides guests a peaceful location to lounge, 
enjoy the f~h greenery, and gather herbal ingrediems for 
personal endeavors. 11\iS room contains a never-ending 
watcrfull, which wa1.crs a lar&>e garden of herbs. fruits, and 
vegetables. The "'3tcr comes from several spouts on the wall 
in the boc.k. which function asderumers <! endless «mer. The 
plants in this garden are unn.,turally healthy, aod arc used to 
creare 1he dishes offered by 11\C Wizard's Watering Hole. 

Outleu. The water from this room flows into several 
other rooms in the tavern, through grate-covered magical 
portals in the corners of 1he garden. Players can remO\'C 
1he gra1cs with a DC 14 Strength (A1hle1ics) or Dexteri1y 
(Sleight of Hand) check. ThCSe outlets lead 10 1he Potion 
Room (AJ) , Storage (A7), the C'ISino (CZ), and the 
Restroom (A6). 

Ulnch 
\bgncs 

AS. Private Parlor 
11,is room is designated for private con\'ersations, 
but because of its cnigmai ic naiurc it can be u'>t.--d 
for a v,1.riery of activities. 11\e door h,mdle has a d ial 
surrounding it, marked with the numbers I through 8. 
When turned, the dial summons a pocket <limcnsion 
behind 1he door, using the number as a pO\ver word 
tied 10 it. If 1he room is occupied, 1he handle glows 

red and acts as an immovable rod k eeping tbe door 
shut. Otherwise, the door can be opened m reveal a 

JO-square-foot room obscured by magical darkn ess. \Vhile 
inside the room, creatures cannot be located or spied 
upon by d ivination magic, and they cnn conununicate 
with each other telepathically. 

A6. Restroom 
This Restroom consiscs of a washroom and seven scalls. 
11\c toilets arc flushed by pressurized water from the 
garden, which sends waste inio a I-foot-wide portal 
conn<..-ctcd to the elemental chaos. 

A7. Stor:1gc 
This bad:room lies behind the bar, and is kept behind a 
locked metal door. The Tender has the key on i t's waist, 
but the door can be unlocked with a succcssfu I DC 15 
Dexterity (Thieves Tools) check. If b.ruem are caught 
trcSfX\SSing by any of the qJCrntors, the Ethereal G uardian 
will be alert(.-d to remove 1hem from the tavern for the 
evening, accompanied "'ith a strongly worded warning. 
Repeated cmry can lead to banishment from the tavern. 

Crrm:s and Barrels. ll\e main storage room is piled 
high with var ious crates and barrels. These con taincrs 
each house an extradimensional space capable. of holding 
up co 100 gallons per barrel, and 5 c ubic feet per cubic 
foot of each crate. They comain various goods l ike flour, 
pornmes. oil, nnd other ini::n.xlicms. 

Coop. 11,ere is a small room on the left side of the 
storage room labeled "Fibbon.1." ll\e room is roughly 
10 feet by 10 feet, with a 15-foot-high ceiling. Inside is 
a red-feathered, rv:o-hcadcd crearnrc that resembles a 
giant chicken , and a rcccmly laid egg. The creature is a 
Fibbona C hicken , which creates infin ite eggs through 
the following process; 

l. The Fib bona a, icken lays an egg. 
la. The egg can b<: broken and eaten normally 
at 1his smge. 

2. 11,e egg grows 10 1hn..-c times its original size over the 
course of an hour. 
Za. 11,e large egg can be broken; it contains 2 new eggs. 

3. The egg grows wings and legs, becoming a fib b. 
3a. If the fibb is killed, it cmcks ~ n and releases 2 
ncw~~~-

4- The ftbb slowly b>ro..vs feathers and skin over the course of 
a week, becoming an adult fibbona chicken. 
4o. If the fibbom chicken is k illed, 4 new eggs fall out 
of its chest. 

The Fibbona Chicken lays one new egg every \\-·eek. 
If a creature a1tcmpts to s1ea\ an egg, and is una"'-arc of 





10 

this process, they risk int«xluc ing an impOS.$ibly invasi\•c 
sr;:cies into Lhc local environment. Their reproduction 
can only be stopped by destroying every egg from e\•ery 
Fibbona Chicken within the hour that it is laid. 

Me,1t Locker. A larger room in the 00.ck of the storage 
is bbeled "Meat Locker." In.side thi.s room is a \vater 
trough, a bin filled with grain, and "The Cow." The 
Cow is cursed with immonalicy, and has been alive 
for for longer than it can remember. It is incapable of 
feeling physical pain, and regenerates from it:S wounds 
moments after bcin_g cut. The W izard's Watcri,,g Hole 
gets most of its meat from various parts of The Cow. The 
cow has de\'eloped intelligence over time, and can be 
communicated with using magical means. 

If a creature successfully communicates with The Cow, 
they will leam that it has named itself Bcafy. It is tired of 
being eaten, and simply wishes for a change of pace. The 
players ha,·c several options for changing the cow's life. 
It can be carried out inside of a crate, given to another 
patron, 1.:illt.-d using fire, etc. 

The Cow "iasorigin.'llly a foarso1nc troll named Buef~ 
who was captured by wizards during their oclvcnturing days. 
As punishn,eru for the destruction it caused, Bucfo was 
transfOfmcd imo a cow through rrue IX)l)marph. If the players 
dispel this effect using dispel ffllWc, it wil\ either an::ick them 
or exit the ravcm peacefully, depending on whether or not 
the players communicated with The Cow fin;t. 

Bl. Hallway 
This l.,,shapcd Hallway leads from the Main Hall into 
the guest rooms. Tl1CI\' is an additional spiral stairway 
that !cads 10 the top floor. T11e Hallway is lit by illusory 
candles and ribbons of light that float through the air. 

Portal Mirror. At the end of the Hallway is a magical 
mirror. While staring into the mirror, a creature can speak 
1he name of a room they have previously visited in the 
tavern. The mirror will show a reflection of lhc n.'lmc<l 
room. telcponing the creature imo Lhe ref1ec1ion before 
appearing to "shatter" in from of them. This effect should 
be describe<! as jarring. 

Animated Paintings. Lining the Hallway's walls nre 
a series of animated paintin&-s that tdl repeating shon 
stories. So1nc of them arc comic, oihcrs tragic, and a few 
adapt to show rccem historic events. 

B2. G uest Rooms 
These &•ucst rooms vaiy in size, with larger rooms accom­
mod.ating up to four additi01\al guests. The rooms' purple 
w(X)(lcn dc:x>n> om only be opened with a command word 
chosen by the guest. Inside each room is an empty desk, 
two chairs, a chest, and a Srasis Chamber in place o£ a bed. 
Most rooms have one or two windows that allo\v guests 10 

enjoy the OUlsidc view, or shut them with leathery drapes. 
StasL'J Chamber. This floating, O\'<ll-shapcd object appears 

to be made o£ a light blue gelatin. Each stasis chamber can fit 
up to one large creature, two medium creatures, OT four sm.1.1\ 
creatures. Cn.-aturcs that enter the stasis chamber feel a f;CJ"ISC 

of peace and rcs1fulncs.s. Sleeping inside of the chamber 
:1llows crl..--aturcs to sh.1.pc their drt.-ams, and awaken folly 
rested at the time they choose. 

Chesr. 11,e chest's mouth is 3 feet wide and 2 feet long. 
Inside the chest is an cxtradimcnsional space capable 
of holding 20 cubic feet of material no hc:wier than 
800 pounds. A magical, invisible barrier pre\·ents other 
dimensions from disrupting the cxtradimcnsion al space. 

B3. "Empty .. Guest Room 
This guest room appears identical mother guest rooms 
(82) upon entry. However, there is an invisible hum.·w,oid 
living in this room. il is ham1less: it has 10 AC, 5 hit 
points, and immunity to force damage and damage done 
by nonmagical weapon attacks. A creature that tries 
10 sleep in the stasis chamber here will su<klcnly be 
embraced by the invisible humanoid. 

King'.s Clothe.s. The only belongings the invisible 
humanoid has arc a set of invisible clothing at t he 
bottom of the room's chest. A creature- th.'lt steals them 
can c~ 10 wear the clothes. Wearing these clothes 
grants un.'lnnored creatures + I 10 1hcir Ann0r C lass, and 
resistance to cold environments. 

B4. Olin's Room 
This guest room is occupied by Olin Wiscard, a hum3n 
commoner. Its doors command word is ,;open." ll'IC walls 
arc covered "ith papers and string. Player charactCTS 
can make a OC 12 lmdligcnce (lnwstigarion) check 10 



The Tavern Guests 

The Wi2ard's Watering Hole is a brgt"! rovcm, ~nd should 
be popular in rhc area that you place it. The number of 
guests can fluctuate at the GM's discretion, but listed 

below arc a number of sample NPCs that can be included 
during the player's visit. 

Olin WiscaYd 
A male human commoner, Olin is an aspiring wizard. He is 
a n.'gubr at TI1c Wimrd's Watering Hole, and spends most 
of his t i1nc researching the inner workings of the tavern. 
He carries a cluster of loose papers with unreadable notes 
scribbled on them. and constantly mumbles to himself 

When imcrac1ing with the players, Olin heavily implies 
thai he's on the verge of a breakthrough, but is unable to 
folly explain what he's after. Olin expresses a strong inrcr­
cst in the top floor. but will only mention it in a hushed 
tone. If the players accept his quest to explore upstairs, he 
will join them until they unlock the door. Once the area 
is open, he will head toward the Cosmovect (D5} and 
spend the rest of his time inside that chamber. 

UlYich Magnes 
A female half,elf cult fanatic, Ulrich can be found several 
drinks under in the Main Hall (A I). Ulrich made a pact 
wid1 an ounidcr in her youth, but has long since given 
up on fulfilling her end of the deal. TI1c terms of the pact 
dcm.'lnd(...(I that Ulrich sacrifice her first child, Torrel, or 
lose her own wealth and soul. Unable to face her child, 
Ulrich spends her mortal days in a dnmkcn srup:,r. 

interpret the notC'i, which imply the tavern isn't actually a 
cavern, bu1 instead some sort of''vcssel." The chest in this 
room contai1u 2d8 i,'Old coins a1xl Olin's spare clothes. 

Desk. Olin's desk is covered in loose papers and notes. 
Searching through them. players will find several denied 
applications to various wizard colleges. The only thing of 
,,alue is a scroll of id.entif:, buried under the papers. 

BS. Ulrich's Room 
This guest room is occupied b~• Ulrich Magncs, a half. 
elf woman. lrs command word is lidamn." The room is a 
wn..--ck, with 1he floor covered in bottles and unfinished 
meals. The chest has been 1ncwcd under the desk, and the 
cwo chairs appear w have been thrown at the back wall. 

Shrine. The desk is the only pan o( the room that 
appears intact, decorated with used candles and a large 
20-sidcd die. In pL,ce of the die's "20" face is a glass 
panel. If the die is rolled and lands on a 20, a fortune 
appears behind the glass. The specifics of the fonunc 
arc up to 1he GM, but what it describes will eventually 
come to pass. 

J 
Thrng the DevouYeY j 

A male half-ore berserker, 
Th rag the Dc\'ourer can be 
found eating in either 1hc ~ 
Showroom (A2) or 1he Parlor 
(Cl). Throg is passion ate about 
well-made meals, and has an 
incredibly keen sense of taste. 
Thrag visits The Wizard's 
Watering Hole because he loves 
the meat they serve, bur is happy to 
discuss his life with anyone who buys 
him food. An otherwise simple-minded 
man, he camt.-d his title in a meat pie caring contest. 

Hrngay Spellgut 
A male dwarf traveler (use the bandit captain s.rn1 block}, 
Hrogar can be found gambling in the Casino (C2). 
Hrof:,r.:U is a large-bellied, jovial man who believes luck 
is always on his side. He will challenge player characters 
co win a gamble three times in a row. rewarding them 25 
gold pieces if they succeed. 

Cothadius BaYethamule 
A flesh golem, Cothadius believes irself to be a grcai wiz.. 
ard. 11 wears long blue robes and a large hat, both of which 
arc coven..'<1 with &tar patterns. TI,is dclusion,i.l construe! 
spends irs time smoking in 1he Parlor (CI), deepening its 
con(uscd slate. Discussion.i wi1h Colhadius arc difficult to 
follow, as it will stop abniptly before changing the mpic at 
r.tndom. In its pockets: are a s1ecl key that rcsembk-s a liny 
wi?ard, and a wooden stick that ii believes is a wand. I( 
Cothadius becomes sober, it will l(v,we the area and stand 
guard at the Locked Vestibule (DI ). 

Chest. Under the desk is Ulrich's chest, which 
contains the terms of her contract and a painring of her 
son. Torre!. Pinned 10 1hc back of 1he painting is a scroll 
of .sending. 

B6. Bathr oom 
This sect ioned room features a 
pair of toilets, a sink, and a large 
bath. The water thllt fills the 
bath is prepared with a mixture 
of herbs and salts, :uxl is 
enchanted ro constantly 
emi1 illusory bubbles. 

B7. Balcony 
This simple balcony 
provides gucstS a place 10 

watch the surroundings 
and have discu~ions \\'ith 
other visitors. 

11 
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Cl. Parlor 
This underground Parlor offers ~•uests a place to lounge in 
peace, wi1h "'ide round rnbles accompanied by C-shaped 
boo1h sca1ing. The floor is covered by a red velvet rug, 
and 1hc walls arc dccor.ucd with various replicas of magic 
i1cms, dimly lit by C\'Cr-burning torches. 

\Viu,rd's Smoke. A number of 1he tables have a cluster 
of magic pipes displayed in circular cases. A creature can 
use tl'¾.--se pipes t0 cause mind-altering cffocu. Drawing 
wizard's smoke from a pipe forces the subject 10 make a OC 
14 Constilution saving 1hrow. On a failure, the creature 
gains 2d8 + 4 temporary h it points. but is unable to focus 
on concentration spells and loses any skill proficiencies. 
T~sc effects last for 10 minutes. 

C2. Casino 
T~ area just beyond the Parlor is better lit, with glowing 
orbs tha1 accompany the wall-mounted torches. Herc, 
guests can gamble a&,rainst constructs called "Dealers." 
There arc 6 dealers that run different rabies, all stocked 
with various dice sets and card games.. 

Dealers. The dealers resemble men in tailored suits, 
with oversi:.ed dice in place of rheir heads. They use 
the sratistics of animated a rmo r with the following 
changes; they have 12 AC. 7 (2d4 + 2) hit points, a 
prusivc perception of 14, and a CR of l/2. If a Dealer 
catches a cre:uurc cheating at one of the games, it will 
a lert the Ethereal G uardian to move a portion of itself 
downstairs and dea l with the cheater. The Dealers arc 
unable m speak consciously, but will respond to inquiries 
with predefined explanations using magic similar IO magic 
mowh. These responses incllKle game rules. commcms on 
outcomes, a nd warnings. 

Dice Duel. One t,>nmc the Dealers nm is called Dice 
Duel. To play the game. have a player bet any amoum of 
gold. The player chooses one d ie 10 roll, from the table 
below. The Dealer will then add 10 the pol, with an 
amount correspond ing 10 the plarer$ choice, as detailed 
in the Dice Duel Table. After the player rolls their chosen 

d ie, the Dealer will roll a d20. If 1he Dealer's ou1co1ne is 
less than the plarer's, 1hc player "'ins the po1. 

A player can auemp1 10 increase 1heir odds of winning 
by maldng a Dcxteri1y (Sleight of Hand) check: ~,ainst 
the Dealer's passive perception. On a success, the player 
rolls their die with a,h,amage. 

DICE DUEL TABLE 

DieTypt d20 dl2 dlO d8 d6 d4 

Payout 1:1 1: 1.5 1:2 1:2.5 1:4 1:6 

Variant Game. In addition to standard games and Dice 
Duel, the p.iny can also gamble by playing Trail Secker, a 
card game detailed at the end of this book. 

C3. Cellar 
This s1one cellar is srockc<l with scver.11 small kegs 
and a wide variety of different Utps. Each of the ke&,'S 
is enchanted, and convens any liquid placed il'\Side ro 
a varicly of ales. A set of six circular vats rest on e foot 
above the floor on one-foot radius wooden rin gs. These 
vats appear to be filled with wine, but arc actually open 
portals I.ha, lead 10 a dimension comix>scd entirely of 
fcnnemed fluids. 

Ladle. Sticking ou1 of one of these vats is an oversized 
steel ladle. A creature wielding rhe ladle can use i1 as a 
magical improvised weapon that deals ld6 bludgeoning 
damage plus ld4 acid damai;.,c. In addition, usin.g the ladle 
to stir up to 5 gallons of a liquid causes the liquid to boil 
(if possible). 

C4. The Rifting 
TI\e tavern's surplus of intcrdimensional magic has made 
it unstable. As a result, a dan&,~rous tear in rcah ty has 
opened below the tavern's location. This room's cnuance 
has a 50% chance of being replac(.-d wi1h a wall at a ny 
given time. The wizaf(ls bui\1 this rOOm to contain any 
monsters that leak through, arid $tationcd foor paradox 
guardians here to deal with them. These guardians use the 
staris1iC$ of a shield guardian, wi1h the following changes: 
• 111c guardians are bcund to the rifting instead of an amulet. 
• Instead of spell storing, the guardians can cas.t 

banishment once per day. 
At irregular intervals, one or more monsters leak into 

the room to fight. TI1esc monsters arc most often ccles1ia\, 
fey, fiends. or undcad, but it is ultim.,tely up ro the GM co 
dercrminc what is assailing che tavern. If players cmcr and 
help 1he guardians. there is a 50% chnnce that one of the 
1,•uardians will become bound to a random player insread 
of the rift. AftN ld6 days, the guardian S!X)ntancously 
ceases tocxis1. 

True Paradox. As a variant rule, the GM can roll 
pcreentagt d ie ix-fore pla)•ers enter the room. On a 50 
or below, the gtt.:'lrdians have been killed by a currendy 
present 1non.ster. If 1he players exit the room and enier 
again, rcroll to potentially change 1hc outcome. 



01. Locked Vestibule 
The stairway leading up to the top floor ends at a large, 
wrought iron door. The door is c~rraved with images of 
six wizards, all connected by threads th.it lead to a large 
orb in the center of the engraving. The door is protec1Cd 
by the arcane lock spell, as well as a steel lock. The steel 
lock can be, opened with a successful OC 20 Dexterity 
(Thieves' Tools) check, or a key c.1rricd b~• C0thadius. 

The Vestib1de. Beyond the locked door is a completely 
emp1y room with another steel door on the ocher side. 
The walls of this room arc covered in an immaculate 
mural, depicting the six wi2ards building a ni.'\.SSi\'c tower. 
Further along the mural, the same wizards arc seen 
opening a portal that resembles the open pages of a book. 
Finally, around the door on the far side, the wizards are 
depicted fighting a giant creature \\'hose mmc is wrlltcn 
in Celestial as ''D.lrene Wreth, Angel of Lies." 

D2. Upper Hallway 
Beyond the second door is a wide hallway, with 
symmetrical doors on both sides (D3). At the end of the 
hallway is an ornate wooden door (D4) that stands ou1 
among the otherwise metallic features in this chamber. 
The entirety of this floor seems much more advanced and 
alien than che rest of the tavern. 

Player characters who enter this hallway will be greeted 
by the wooc:lcn door ai the end of t he hallwa)' flying open. 
and n deep voice from beyond the door saying, "Welcome, 
dear S,'\1CSts. C.Ome speak with me for a moment ." 

D3. The Wiza .. d's Chambers 
The:,c t"'O 1xin1llcl rooms are the bcs1 kq;>t secre1 by the 
tavem. Inside each of them arc three giant crystals, each 
crystal housing an ancient wizard kept in stasis by the 
imprisonment spell. 11,e I wo rooms contain six imprisoned 
wizards in all. Their combined arcane power act.S asa 
batter,• for the rest of the rovem's functions. The wi?anls 
have the stat blocks of archmagi, with the spells dispel magic 
and plane shi/1 added 10 their prepared spell list. 
If one wizard is set free, 1he following events ().:Cur. 

• Admindium will notice and enter the chamber to fight. 
• After being set free, each wizard will take their first 

ac1ion to se1 another one free before fighting. 
• 1l"1C Ethereal Guardian will arrive 10 help Admindium 

fight in ld4 rQl.mds.. If all the wizards ,ire freed, the 
Ethereal Guardian dissipates. 

I( the pl.ayer characters man~,c to free all o( the wizards, refer 
to the text under the Tavern's Opera.tors s<.-ction. If more 
than half of the wizards are slain, the surviving wizards will 
tclcport the party out of the tavern and relocate it. I( all the 
wizards arcsk'\in, cvcr,·oi,e inside takes 4d8 force dam..'lge and 
the ravcm loses its ties to the material world, launching into 
the Astral Plane along with e,·ct)-one inside it. I( the pany 
is inside, they can use The Co.movcct (D5) to return to the 
Material Plm"\C. If tilCy canno1 undersmnd 1hc conno\s, Olin 
can operate them after studying the controls for 8 hours. 

D4. The Administrative Chamber 
This chamber resembles a luxurious office space, with a 
large, C-shaped desk ,igainsr 1he bock wait Siu ing in a 
large chair behind the desk is Admindium, the currem 
owner of the rn,,ern. It will greet the ch.arac1ers kindly, 
and may discuss wha1cvcr they wish with them. Refer to 
the Tavern's Operators scctio1,. 

The Desk . The desk has scvt..-n drawers, all of them 
locked with unique locks that Adm indium has the keys to 
on it S keyring. Each drawer can be opened with a successful 
OC IS Dexterity (Thieves' Tools) check, or with the 
keyring. Inside them are thousands of papers 1hat describe 
every gues1 th,'"11· has ever \tisi1ed 1he 1avem, including 
what they cnjoytXI most about the visit. The party can find 
their own nmncs among the papers, including renl..'"lrkably 
accurate details about their visit. Aside from 1hcsc papcrS, 
rhe following items c,in be found: 

• 6 !,'Olden figurines depicting robed figures, with moon-
stones in rhe place o( their heads ( wonh 250 b'P each) 

• Id IO potions of greater healing 
• An amulet of tyroof again5t dc1ection and location 
• A steel box containing: a large, glowing sphere. 

Sec 11,c Cosmovcct for its use. 

D5. The Cosmovect 
The door directly across from the player characters when 
1he}•emer bears a label wrim:1l in Celestial, wh ich reads 
"Extra Storage." Inside the room is a ni.'\ssive contraption 
that defies logic. It resembles a giant combustion engine 
with hundreds of chambers laced throughout its \\'Ori.ings. 
It currently lies dom~ant, but there is an empty slot for a 
large sphere near what appears t0 be a control panel. The 
missing sphere is kept by Adm indium. 

The Cont,-ol Panel. This ornate control panel 
confounds even the brightest of individuals. Player 
characters can make a OC 25 Intelligence (Investigation) 
check to understand The Cosmovect's function and how 
to operare it. A creature that understands how to operate 
this cmuml panel can spend I hour m input a specific 
location on an)' plane of existence. If The Cos,novcct 
is powered, the entire tavern, along with an}'0nc inside, 
instant!\' rclepons to the designated loca1ion as if affected 
by 1hegacespcll. 
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F-~~*~~~~ I The Wizard's 
ri Wale ring Hole 

MENU 
Eo.nrrrt:;:r $¢t:;,M- - 4- sp 

This crowd favorite dish features a bottomless steak entree, grilled to your preference, and a side 
of hearty seasoned poratoes. 

$ do C/2.t:;t:;.St:! 0.mt:;,k(("t:; - ,3 sp 
This cowering 01nelette stack comes with enough eg&JS to feed a young hill giant. 11,is deliciou:s 

meal is packed with a magical cheese that changes flavor every few seconds! 

ltvtl:rflJ'tltln Sa.lad - ,3 sp 
This meal is served as a bowl of dirt, which quickly grows into a number of crunchy greens, 

hearry rubcrs and fmiting vines. Server will provide a sauce fille<f.lx,:u enchanted with flavor 
chan~~ng through. prestidigitation. 

This sandwich isn't for the faint of heart. Its massive ginh is prepared with 40differem cuts o 
monster meat, 10 rypes of secret sauces, a medley of rhe fabled rwo dozen master herbs, and 20 

different vegetables. 

This breaded and grilled meat is served under a blanket of sofr#boiled eggs. Topped with various 
spices, each bite will be a confusing mix of a flavor you've never taned, and just chicken. 

/4.llynuit; ftfedJt;y - ,3 sp 
TI1is deep bowl of ~•gared and candied fruits rests 

unimaginably sweet insides to coot the 

I 

• !i:::§.: ;en 0:::§. /4:'.'.7.!, 
nr:&11 ili·Sr-Jil ,,,.,,, ,,,.,,, f 1 iii·Eil ,,,.,,, i~■·fii IIM0a 



~urdlcd 
'"'!1" lag 

W,$ards Wmct - 2 ,sp 
This sparkling red wine is mixed with wann milk, cocoa shavings, sugar cane, and finally a hint of 
mint. You'll flnd the rich flavor, sparkling fizz, and cold biting mint battling co dominate each sip. 

Cu:nl/ctd Mg".h( &17 - 1 ,sp 
To say this cocktail's texture is an "acquired taste" might be an understatement to some. layering 

blue liquor under a layer of lime juice, and copping the mixture with a creamy liquor leads to a rather 
off putting appearance. Fin ish off with an inject ion of cherry synip and take with closed eyes. Be sure 

nor to let it sit too lo,'lg .. 

Instead of blue liquor use green liquor, and pour in the cream using 
the cap for more stringy curdles. 

lis cocktail begins with sweet green liquor, layered under strong clear spirits and chilled tea, 
1p, finally disrurbed by frozen cu hes of grope juice. As the drink sits, the scasocis slowly change 

c smoking citrus is a mixture of spiced n.im, pineapple juice, orange juice, lemon, and Ii 
shed with smoking ice co bubble Avoid actually eating the ice, but enJOY everything el 

Oark Spi.rit; Ca.11.ia17 - 4 ,sp 
Co1nbuung a call stout with a dose of dark red wine and dark molassesspmt.s leads t 

ovenvhelming richness. 11,at or a blackout. 
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The Ou_est Board 
Nex1 to the c m ranee of the tavern in the Main t-lall (Al) 

is a quest board made of purple wood. There are several 
listings th:u stand out to the p.iny. 

A MYSTERIOUS REQUEST 

Quest Giver: !?? 

Description: Take this message off the OOard, and wait 
outside for 5 minutes. I 1'1Ced help with something that 
may be dangerous. 

If the pany follows the in.stnictions, Olin \Viscard will 
cxi1 the tavern IO meet them. He explains that he has 
been doing research on the secret nature of 11,c Wizard's 
Watering Hole. Having stayed here for over a week, 
he has noticed that the locked door upstairs has gone 
completely unvisited. He believes th.it the magic in the 
tavern is unexplainable, and the answer has to be behind 
the door. He offers the party 25 gold up front, and a small 
crysml worth 75 gold once he has his an~wcrs. 

" MEAT T oo Gooo" 

Quest Giver: 17Hag the Devourer 

Description: Thrag want to know how ravem keep meat 
fresh always. Sec T hrag for dcrnils. 

If his quest is taken, Thrag will explain that he's eaten 
here every few days for the past year. He always gets the 
same cut of beef, and is confused by how consistently 
delicious it is. If the pGnydemands ?wmenr up front, 
Thrag will offer a filthy sack thm contains 15 copper, 8 
silver, and 20 gold coins. 

Chamctcrs who im•estigatc will cvcntuall}' find The 
Cow in Storage (A7). lfThrag is given 17,e Cow, he will 
give the party 1heir reward and offer to help 1hcm in their 
next fight. If The C.Ow i.s killed orfrt."Cd, Thrag will attack 
the pany once rhey lea\'e 1hc tavern. J-lc will fight them 
to the de,uh, believing he cannot live without the meals 
they cook from him. 

Quest G iver: A temporal rift 
Description: Head downstairs quickly, while the door can 
still be opened. 

1l1e guardians in TilC Rifti"1; (C4) arc currcndy 
fighting two ghosts that appear idcntic.,l to two of the 
party members (or two of the tavern's other g\lcsts). 
Anyone possessed bi• the ghosts during the fight will 
continue to :mack, but will frantically ask how they died. 
O nce the fight i.s over, one of 1hc guardians wil I offer the 
living fonn of 1heir foe a lotus flower before becoming 
bound to them (as described in C4). 



THE TENDER'S RIDDLES 

Quest Giver: The Tender 

Description: The Tender has a few riddles for new guests. 
See if yc,u can win so1nc drinks! 

The part)' can mention this listing to The Tender, who 
will give them dlC following three riddles. If 1hcy aJ'\S',11cr 
incorrectly three times overall, The Tender will give them a 
sl,01 gl'\S.S wi1h the words "Clc\'cr I am nor" etched imo i1. 

'What lives for but a moment, 
From birth knows how to fly? 

By breath it's given life, 
By earth it SO(>n shall die. 
The answer: A bubble 

I come from cloven parent, 
Then worked for ages yet. 

I'm known by brick and wheel, 
My seem you shan't forge 1. 

The answer: Cheese 

The best among me is not known by you. 
I choose a lifo of frct.'(lom, my digirs out of view. 

• The answer: A thief 

After 1he third riddle is answered correc.r ly, all four 
of the; Tender's anns clap in approval. It will 1hcn 
give the party a free round of drinks, and a potion of 

healing ro whoc\•er answered 1hc last riddle. 

TAVERN HISTORY 

The Wizard's Watering t-lole was originally designed as a 
travel ,,cs.sci for a team of scholars to visit other cha.pre rs of 
reality. 11,c vessel was fhrcd with self-sustaining magic, so 
th.1t the teflm "'01.11<1 be :-ible to survive any complic:ltions 
during travel, and the spacious compamncnrs were meant 
to .store information and treaJillrcs. 

11,e main aspect of the project, and the most powerful 
de,•ice in the vessel, was 1nc Cosmovcct. It was designed 
to be capable of sinking and rising through ch.'lptcrs like 
a bubble in an ocean, g-uidcd by a gravity,lil:c fo .. cc that it 
could manipulate. Eventually, the project failed :and rhc 
wizards were captured by Adm indium. Floating in a state 
of entropy, The Secker was eventually drawn 10 the hi~h 
conccnnation of magic, and mc1 wi1h Admindimn. TilC 
Secker coaxed Admindium into repurposing the stn1cture 
and creating a tavern for adventurers to enjoy. Admindium 
agreed, reforming itself to become the Administrator, and 
harnessing the wizard's magic to reshape the tavern. 

If 1he Administrator is ashxl about the hist0ry of the 
tavern he will lie, simply saying it was created to provide 
everyone with a good time. lfhc is killed or banished, 
rhe tavern will tclcport into the Astral Plane along with 
eveI)·one inside. If The Secker is asked about rhc history 
of the ta\'em, they will act as though they never though, 
abot.n it. If the Administrator i.s killed while TilC Seeker i.s 
inside, 1nc &-..cl,:er will offer to a..<.sist the party in finding a 
way back, and pretend ro srumblc upon The Cosmovcct. 
The Seeker will only use the device to return to the 
nwcm's original locarion, mongly bclie\'ing that The , ••-•"<"*•-•-~d~•-• 

t2 -. ~ 
-~ ( 
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Stat Blocks 
ADMINOIUM 
This alien creature resembles a spindly purple 
humanoid with six boncy appendages tha1 

protmdc from its back. These appendages 
resemble the limbs of a spider, :md end in poimcd 
tips. Its head is featureless, save for a large grinning 
mouth. h wears a white three-piece suit, and 
carries nor.hing mhcr than a wand of u.'Olldas. 

ADMINDIUM 
large aberration. lawful euil 
Armor Class: 18 (natural armo1) 
Hit Points: 228 (24d IO+ 96) 
Speed: 30 rt .. climb 60 ft. 

STR DEX CON INT WIS CHA 
16(+3) 17(+3) 18(«!) 19(«!) 14(+2) 23(+6) 

Skills : Deception +11. Perception +7. Persuasion +I I 
Damagt Resistances: bludgeoning. necrotic: piercing and 
slashing rrom nonmagical attacks 
Damage Immunities: psychic 
Condition Immunities: charmed, frightened 
Senses: dartcvision 60 ft.. passive Perception 17 
Languages: Common. Deep Speech. telepathy 60 ft. 
Challenge: 14 (1 1,500 XP) 
L.egtndory RtsLSton« (3/Doy). If Admind1um fails a saving 
throw. it can choose to succeed instead. 
Sptciol fqw'pmmt. Admindium carries a wand of wondm. 
which it uses in combat. 
Magic Resistoncc. Admindium has advantage on saving 
throws against spens and other magical eUects. 

ACTIONS 

Multiottoclc. Admindium uses its Frightful Presence. expends 
one charge of its wand of wonders. then makes three attlcks 
w,th its lmp:aling Arms. 
Impaling Jinns. Mtlee Weapon Alfack: +9 to hit. reach 15 ft.. 
one target. Hit 24 (4d8 + 3) pieicing damage and the target is 
grappled (escape DC I~). Until this g1apple ends. the creature 
is restrained. Adm1ndi001 ca;n use a bonus action to move an 
impaled creature up to 30 feet to another location within range. 
Fri6htful Pr~ n«. Each creature or Admindium·s choice that 
is within 120 feet of Admindium and aware of it must succeed 
on a DC 15 Wisdom saving throw or become frightened fm I 
minute. A creature can repeat the saving throw at the end of 
each of its turns. ending the effect on itself on a success. If a 
creature's savnlg throw is successful or the effect ends for it. 
the creature is immune to Admindium's Frightful P1esence for 
the next 24 hours. 

Rtad Thoughts. Admindium magically reads the surface 
thoughts of one creature within 60 feet of it. The effect can 
penetrate barriers. but 3 feet of wood or dirt. 2 feet of stone. 
2 inches of metal. or a thin sheet of lead blocks it, Wh,le 
the target is in range, Admindium can continue reading its 
thoughts as long as Admindium's concentration isn't broken 
(as if concentrating on a spell). Whi!e reading 1he target's 
mind. Admindium has advantage on Wisdom (Insight) and 
Charisma (Deception, Intimidation. and Persuasior,) checks 
against the target 

L EGENDARY ACTIONS 

Admindium can take 3 legendary actions. choosing from 
the options below. Only one legendary action option can 
be used at a time and only at the end or another creature's 
tum. Admindium regains spent legendary actions at the 
start of its turn. 
Climb. Admindium mo"'s up to half its climbing speed. 
Fling. Admind1um targets one creature it has grappled. and 
flings them up to 20 feet away from itself. If the tirget hits an 
object. it takes 9 (2d8) bludgeoning damage. 
Impale. AdmindilATI makes one attack with its Impaling Arms. 



ETI-IEREAL GUARDIAN 
Huge elemental, lawful neulral 

Armor Class: 10 
Hit Points: 85 (10dl2+20) 
Speed: Oft •. fly 60 ft. (hover) 

STR DEX CON INT WIS CHA. 
17(+3) IO(+o) 14(+2) 6(-2) 10(+0) IO(+o) 

Skills: Perception +3 
Damage Resistances: acid: bludgeoning and slashing from 
nonmagical attacks 
Damage Immunities: cold. lightning. piercing. psychic 
Condition Immunities: charmed. exhaustion. frightened, 
grappled, paralyzed, petrified. poisoned. prone. restrained 
Damage Vulnuabilities: fire. thunder 
Senses: passive Perception 13 
Languages: Telepathy 120 ft. 
Challenge: 6 (2,300 XP) 

Ethtreal Sight. The ethe,eal guardian can see 60 ft. into the 
Ethereal Plane. 
Jncorportal Mootmmt. The Ethereal C.Wrdi~ can move 
through other creatures and ob;ects as if they were difficult terrain 

ACTIONS 

Multiattadc.. The Ethereal Guardian makes t'Ml crush attacks 
Crush. Mel~ Weapon Attack: +6 to hit. reach 15 ft .. one target. 
Hit 9 (Id 12 + 3) force damage and the target is grappled (escape 
DC 16). Until this grapple ends. the creature is restrained. The 
Ethereal Guan:lian can have up to 8 creatLies grappled at a time. 

FJBBONA CHICKEN 
Large monstrosity. unaligned 
Armor Cla55: 9 
Hit Points: 42 (.SdlO + IS) 
Speed: 30 rt .. ny IS ft. 

STR DEX CON INT WIS CHA 
IO(+o) 8(-1) 16(+3) 2(-5) 12(+1) 7(·2) 

Skills: Perception +3 
Damage Vulnerabilities: bludgeoning 
Senses: passive Perception 13 
Languages: •· 
Challe nge: I (200 XP) 

ACTIONS 

Multiattaelt.. The Fibbona Chicken makes t\lJO attacks: one 
with its beak and one with its talons. 
Bt ak. Melee Weapon Auack: +2 to hit. reach 5 rt, one target. 
Hit: 4 ( ld8) pie,cing damage. 
Talon. Melee Weapon Attack: +I to hit. reach 5 ft. one 
target. Hit 2 (ld4) slashing damage. 

FIBB 
Small monstrosity. unaligned 

Armor dass: 10 
Hit Points: 13 (2d8 + 4) 
Speed : 30 rt .. ny Is ft. 

STR DEX CON INT WIS CHA 
7(-2) ll(+o) 12(+ 1) 2(-5) 12(+1) 8(-1) 

Damage Vulnerabilities: bludgeoning 
Senses: blindsight 40 ft. (blind beyond this radius) passive 
Percept10n 11 
Languages: --
Challenge: 118 (25 XP) 

Acno_ N_ s'--------------­
To:lon. Melee Weapon Attack: +2 to hit. reach 5 ft.. one 
target. Hit: 2 ( ld4) slashing damage. 

THE Cow 
large beast neu1ra/ 

Armor Oass: 10 
Hit Point,; ll1(16d l0t64) 
Speed: 30 ft. 

STR DEX CON INT WIS CHA 
14(+2) IO(+o) 18(+4) IO(+o) 8 (- 1) 8(-1) 

Damage Immunities: poison 
Damage Resistances: bludgeoning. piercing, and slashing 
from nonmagical attacks 
Condition Immunities: exhaustion. rrightened. petrified, 
poisoned 
Damage Vulnerabilities: fire, radiant 
Senses: passive Pe1tept1on 9 
Languages: understands Common and Giant but can't speak 
Challenge: 3 (700 XP) 

Magic Resistanct. The Cow has advantage on saving throws 
against spells and other magical efrects. 
kgeneration. The Cow regains 15 hit points at the start of its 
turn. If The Cow takes acid or fire damage, it regains only 5 hit 
points at the start of its next turn. The: Cow dies onty if it is hit 
by an attack that deals 10 or more acid or fire damage 'Mlile The 
Cow has O hit points. 

ACTIONS 

Sitt. Mel.et Weapon Allatk: +4 to hit. reach 5 ft. one target. 
Hit: 6 {ld8 + 2) piercing damage. 
Hooues. Melee Weapon Al!ack: +4 to hit. reach 5 ft.. one 
target Hit: 4 ( ld4 + 2) bludgeoning damage. 
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RAIL-AWAY 
Is it the dcstinmion or 1hc journey ,hat's more important! O n rhc Rail-Away, the industrial crew have decided w offer 

both! Th is traveling tavern':, tracks can run 1hr01.1gh any number of locations to suit your campaign-3-bovc ground .ind 
below, between cities and towns, through the countryside, over the mountains, or along the coast. The track can be 

circular for an i1,ftni1c loop to bring you back to where you srnncd, or an cod-to-end joumcy with adventure along the way. 
As a varian1 way 10 pkl}' using this book, the Rail•A\\'a}' can SCT\'C as a cruise vessel that vi.sits all the other mvcn'.'IS in order. 

The adventures found on the Rail-Away are imcndcd for characters lc,•cl 5 10 JO. The tavern can be played as a temporary 
location, se:n•ing as a respite from dangerOl.lS adventures. Altc.-nari\·ely, you can play through its combination of quests and 
a murder mystery event using the NPCs prm•ided. 

\Vhile how frequently the Rail-Away stops at statiom is at t11e GM's discretion, some qucm require at least a day of 
travel t ime between stops to allow player charncters time to adventure. Stops can also be instigated by refueling, passenger 
transitions, or the addition of cargo carts. 

AREAS OF THE TAVERN 

The Rail-Away carriat-es arc connected in the order 
listed, but additional cars can be added as necessary at 
the GM's discretion. Unless otherwise noted, each crain 
carria4re has a small platform on either end to facilitate 
moving between the cars while the train is in motion, as 
well as a ladder to provide access to the tOp of the train . 

111e party can board the Rail-Away from their departing 
station onto any sleeper or amenities car, with or without 
a t ic.kct, as Prim the lkkctmastcr will be moving through 
the cars after departure. Anyone who has trn"clc<l the 
train before knows not to be caught 01.u wit horn buying 
a ticket. If the pany anempts todo so, they will quickly 
learn Prim's nickname (sec the Tavern's Operators), and 
be kicked off the train, 

Note. squares are acwaUy 1.5' nm 5'. OMs using minis 
are recommended ro rreai ihc sqiltlres as if they «.>ere 5', and 
ignore a»)' c0ll1001 restriciions 1his she tUOtdd impose. 

1. The Steam En gine 

[L 
The Ra il-Away$ e ngine is a te<:hnological m,'l.r.•el for rhe 
ages, with two towering smokestacks that never seem 
to stop puffing :rnra)'· Both the interior and exterior arc 
a mixture of gleaming black iron, sih•cr pipes, and bmss 
fixtures with some painted accents c,f red and t,old. A 
cow-catcher grille on 1he front has saved the tr:ain more 
than onc.c from derailing, though only once wa.s d1e 
creature it pushed CM.it of the way an actual cow. 

Only the OOck half of the ec,gii,c room is accessible by 
normal humanoids. The round hatch inset in tl,e middle 
leads to the engine itself, which is powered by a fire 
clcmcmal and a number of steam mcphits, al l controlled 
by 1hc engineer, Brandr Finran. 
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2. Cargo-/ Livestock Car 

[ij : I : I 9 ] 
This multi-purpose carriage is one of the smaller o( rhe 
Rail-Away's cars but serves three purposes: an area for 
livcs1ock such as guest's mounts, a cargo bay for supplies 
and larger i;.rucst items that woi,'t fit imo their room, 
and a small bedroom with a private wash room for t he 
e ngineer. While the outside of the carriage is of the 
same struxlard as the rest of the trnin, the inside is bare 
bones and undecorated. 11,c floors arc all plain wood, 
and some areas are noticeably damaged by the livcst<xk's 
"proceedings." 1l1cre arc no windows, except on the door 
to the engineer's room that leads to 1hc engine. There are 
working lights in the li\'cstock area, but the cargo bay has 
no built- in lighting. 

The engineer's room issparrnn, containing on ly a 
double b«I, a locked chest, a wardrobe, and a writing 
desk. A small stack of lx>ok.s a nd ledgers are piled on the 
desk, but they are covered in a fine layer of dust. The only 
concession m comfon is that the barhroom includes a 
claw foot bathtub an d an cxrcnsive collection 
of scented soaps, quick-foaming bubble 
bath, and essential oils. 

If Lord Gammon is aboard, a large 
locked chesr bd onging to him will be 
located in che cargo ba}'· It contains 
2,000 gold, five diamonds ( worth 
75 gold each), a supply of fine 
clothing, a nd a coded ledger that 
demi ls Lord Gammo1,'s illegal 

busin ess dealings. his a simple "Caesar Shi ft" code 
util ising Un dercommon and Tll ievcs' Cant, a nd can 
be cracked with a DC 16 Intell igence (I nvestigation) 
check. Anyone with knowledge of Thieves' C,m has 
advanmgc 0 1, the check. 11,c most repeated code in the 
l(,dgcrs is "Bpm Svqnm." 

3. Staff Sleeper Car 

[Fl 11 Fl] 
The Staff Sleeper Car ootwardly appears the same as 
the rest of the Rail-Away's carriages, but the interior 
hassignifican1ly simple r (1hough stil l comfonablc) 
decorations and furnishings. Rather than kccpi ng with 
the opulent tones of the other interiors, the colors here 
are more muted and eanhy to save on upkeep cxpc~ 

11,ere are two bathrooms on either end of the carriage, 
with a toilet, sink, and sho wer for sroff use. There are five 
bedrooms, e;;ach containing four twin-size beds (srncked 
like bunk beds), a chair, a chest, and rn-o small closets to 
hang uniforms so they don'1 get wrinkled. A storage close, 
is loc:ued near rhc cem cr of the carriage and is where 
staff know to go looking for Prim the Tickcrmaster if she's 
had a hard day, as that is where she kee~ her h.anging 
punching ba.g. Hidden inside of this wom-01.11 sandbag is a 
broken pickaxe arid a pair of shackles. 

4. The Saphirc, Emerald, and Ruby 

There arc three standard sleeper cars, which e,;1ch contain: 

• Foor shared bathroo,ns wi1h toi let, sink, aod shower: 1wo 
on one end and two in the middle of the carri:agc 

• Two large rooms wi1h a d0\1ble bed, a chest, small 



am-w::hair, and a small wooden desk wirh a srraiglu­
backed chair 

• Fi\'e small rooms with a twin bed, a chest, and a chair 
• Two large rooms with a double bed, chest, small 

annchair, and a small wooden desk with a straight­
backed chair, plus a private wa~hroom with toile1, sink, 
and shower 

While nm spacious, the rooms arc all comfonablc 
and more than generous for a train. TI1e Rail-Away 
prides itself on being more accommodaring than many 
srntionary inns, a title 1hm in many ways has been 
righrfully earned. The o nly way 10 tell 1he sleeper cars 
apan is by color and name, with each being decorated in 
a different color: royal blue (The S.1pphire), deep green 
(The Emerald), and dark !°\.-xi (The Ruby). 

5. The Silver Piece 

D 

The dining car, also known as The Sil\'er Piece, is a 
comfortable space full of inviting smells and sights, with 
the grand n_-xl velvet window curtains always pulled back 
so '-'1.ICsts can enjoy thl' passing scenery as ,hey dine . The 
~,a lley-like k itchen is located within the car, allowing the 
guests to enjoy watchingSomcn Gilrona, the halfling 
c hef, prepare ,heir food. Somen's fast-paced proficiency 
with her knives (and her cute little stool) arc a means of 
cn1ertainmcn1 in their own right. 

Meals arc scr"ed rhrougho ut the day and can also 
be ordered directly to a room o r a table in the other 
cntcrtainmcnr cars. There arc seven tables that scar 
up 10 four. and four tables that sea, two. The far righ1 
corner holds amble for condimentS and uten sils as well as 
pitchers of waler and juice. Each rable holds a small brass 
bell that can be nmg for service. The cables a re a lways 
set wi1h crisp linen rnblcclmhs, fine sih•erwa~. and a lit 
candle for a rmospherc. 

6. The Gold Coin 
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The gaming car is called The Gold Coin, and aptly so; 
many a coin is lost and won here on an y given day o n b(xh 
the card and dice rabies. However, gaincs of chance arc nor 
the only ones on offer here. You can also f,nd guests playing 
games of O1ess, Trail Seeker, Go, Nine Men's Morris, 
Knucklcbon es, O,cckers, and Fox and Geese. 

The em ire carriage has an open plan, wirh rabies of 
various sizes scattered around. Plush carpets !;ayer the 
floor. Like it.s name , the color scheme is garishly gold and 
practically g litters when the sun comes in 1he windows 
in the la1c aftcmoon. A cupboard holds a supply of 
games atld cards, ,hough guesrs can also bring their own. 
However, any playing cards used for gambling tables 

where coin is on 1he line must be scnff-pro,,idcd due t0 

chearing issues in the pasr. 
TI1e Gambler is known 10 frequent this tavern 1he 

most, either lounging here o r in the Copper Penny. He'll 
always be somewhere near a boule of whiskey, and takes 
to smoking o ut of a small pipe when ,he room's less 
populaicd. He'll be unusually in1cres1ed in rhc party's 
imenrio ns, and give them advice regarding ho w 10 play 
the btames. 

7. The Copper Penny 

rn D DD LI 

The bar car, kno wn as The Copper Penny, is the hcari of 
the Rail-Away. h features a lon g ",xxlen bar with a rich, 
smooth patina that comes only with age and the constant 
mopping up of spilled drinks. Comfonable leather bar 
stools line the counter, which is where roost regular 
gucs1.s prefer 10 sit, as 1hcy arc the bcsi scat s if }'Ou wanr 
to talk Ra ivo the bartender into free o r special drinks. 
Raivo behind the bar is, in fact, what immediately d raws 
anyone's eye the first time rhcy cm er The Copper Penny, 
as his flaming hair is impossible 10 ignore. 

TI1is car is by far 1he 1nos1 popular carriage on the 
Rail-Away and a b'OOCI place to meet any of the ravem's 
gi.1csts. TI1crc arc 1hrce four-seater rnbles and four two­
seater rabies, one being located in the comer for privacy. 
Alongside the same s ide of the carriage as 1he bar is 
an open area used for entertainmcm or dancing. For 
boarding purposes, and to accommodate the loading and 
unlooding of supplies, an additiona l door is located acroos 
from 1he stage area. 
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8. The Platinum and t he Mithril 

[R 1.1.1 H] 
There are two lux\1ry accommochtion sleeper cars for 
wealthy passengers to take advantage of: The Platinum 
and TI1c M ichril. l11crc arc two suites in each carriage, 
which each include a private washroom (toilet, sink, 
and shower with brftSS fi ttin&,s), a large bedroom (king 
size bed, wardrobe, desk and chair, two armchairs, and a 
small table), and an acklitional small bedroom {double 
bed and a chest). TI'IC small bc<lroom is most often used 
by children, re miners, or scrvanrs. Many wca\1hy visitors 
fO the R;:iil-Away will rent an cn1irc carriage so 1hcir 
important staff are near chem, while others have their 
underlings srny in one of the nonnal sleeper cars. 

In keeping with the guests, these cars arc sumptuously 
appointed with comforrnblc fumishings and many small 
touches that showcase the Rail-Away'.s attention to deta il: 
fresh flowers, a rumdown service, and complimentary 
chocolates. Upon fir:sr check-in, i•ucsts are m'°ated to a 
complimentary beverage. 

9. The Mercury Observatory 

The Mercury Observatory car is one of the highlights of 
the Rail-A"'a\'· A raised open-air oval platform takes up 
the entire back end of the carriage, surrounded by iron 
rail ings with six-ar.shape<.I finials. A hu4,c brass telescope 
is affixed to the platform, providing: g:ueslS with an 
opportunity to sec the stars-or simply take a closer look 
at any towns or scenery the train is passing. A numlxr 
of comfortable deck chairs and small tables are scanercd 
around. Drinks can be ordered directly from any passing: 
staff, o r through a communication pipe in the wall. 

The Of.her half of the carriag<: is encl06Cd, but it 
still offers excellent visibility as it resembles a glass 
greenhouse \\'ith a tri-p('.aked roof. l11is 
way, guests can enjoy the view even 
in inclement weather. Couches and 
chairs with plump cushions arc 
available, as well as some poncd 
plants, which adds to the 
greenhouse atmosphere and 
lends a sense of priva:cy for 
late-night assignations. 

Prnn 
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THE TAVERN OPERATORS 

---------------
The staff of the Rail-Away come from across the land but 

have manag:cd to form the dose-knit bonds of a found fumily. 

Tarmo Warberry 
T.·umo is a m,1\c high elf, and serves as the Rail-Away's 
conductor. Tarmo very much enjoys his job, though C\'Cry­

onc knows t hat Prim is the one chat really gets things done 
on the Rail.Away. Tanno is more of a scholarly figurehead, 
opting to spend his time chauing :uniabl}' with the tav• 
em's guests or studying history and lant,.•trngcs. He is always 
p.:'trticularly excited when someone speaks a rare l::mguat,.-c, 
and enjoys learning new words and phrases. (He endeav­
ors to know how to say "hello" and "thank you" in every 
known language, and has a large collec1ion of swear words 
\\'fit1cn down in a lca1her-bound journal.) He wears spoc­
rnclcs and has never been seen dressed in anything other 
th.'1.n his conductor's suit: a buttoned-up formal waistcoat 
with stiff lapels and gold braiding on the shoulders. 

Tanno uses the mage statistics but also knows th~ spells 
alann and unseen serumt. As nn el(, he d0esn·1 require 
sl~p and often chooses to spend his time in trance in a 
quiet comer o( the bor car. though he has a room of his own 
in the staff slccpcr car. A student o( languages. he can com• 
(orrably speak Common, Elvish, Dwarvcn. Giant. Halfling, 
Gnomish, and even a smancring o( Infernal. He has a wand 
of m~ missiles lxn will only me it as a la.st reson. 

Seeretr: He knows Venty·s !Jue form but has kept 1t secret, partly 
because she is the best tnlertamer the Ra,l•Away has ever had. He 
also trusts her to use he, hidden abilities as crowd•control in U1ruly 
sttuations. Sh~ ,s teachmg him h<7N to speak Sylvan. btJ only the 
more vulgar terms. 

BGruncfer ln.scftts: Tanno kn<>NS !hat RaNO hatts bats due to an un­
fortuoatt 1ncidtn1 where one fltw into his ha11 and burned to a cnsp. He 
has also learned !hat the bartender 10'-'tS cinnamon-based sugar sweets 

Prim, a.k.a. "Knuckles" 
Prim isa young goblin woman whosicrvcsboth as the author­
ity figure on the Rail-Away and as its ticketnta5ter. An}\)l'\e 
who unckrt'Stim,"l.tes "Knuckles" does so ro their detriment. 
Prim ison the smaller side, and coupled with thl" Rail-Away's 
sta1-.dard star<:hcd and p~ unifonn, she somewhat resem­
bles a child's doll One would buy from the t:'l.\'em's giftshq>. 
Howe\'Cr, besides her iron will, slle carries with her a set o( 
magic brass knuckles tha1 she likes 10 rcfor toas''One,Two 
Punch." Prim can be found on any carri."lgc d thl" Rail-Away, 
as slu:- n'l.lkcscominuous rounds. Her sudden appcaroncc may 
smprisc son~ guests due to her remarkably silent stride. 

Secrds: Long before she was kncwn as Koucklts. Pnm was a slave 
in a goblin rr.neowned by lord Gammon \Vhile digging one day. 
she uncovered a small ue.asvre box comaimnga set of magieal brass 
knuckles and a small bag of pis. an of which she carries to this day. 
They enabltd her to escape and ha...e se:rvtd her well. 

The items hidden in he! PlJld'lmg bag help fuel the force behind hef 
punches. If questioned abo\l. them. she may cave and explain a small 
port.on or he, history 

BGruncfer ln.scftts: Pnm knows that Ra1vo finds pt:eplt: trymg to touch 
his ~ir annoying, but he falls victim to almost any form of flal!tfy 

Brandr l'intan 
Brandr Fiman is a human male nearing the end of his 
middle age, and is 1he engineer for the Rail-Awa}'· A large, 
solid man, Brandr has a full beard and a wild ma1le of 
redhair. He "'cars thick, protective gear even in 1hc swel­
tering heat o ( the engine room and does not appc.ir to be 
affected by tile temperature at all. A man of few words. he 
spends most o(his time in 1hc engine room or the lxu car. 
He has a hearty laugh and a ccrrain magnetism nbou1 him 
1ha1 seems to auract women of all races and lypes. Once a 
proud soldier of fortune, he found work on the Rail-Away 
afrer he grew tired o( mercenary "'Ork. Brandr ~cs the 
veteran statistics, but has a flame tongue sword. 

Secrets: Braf\dr has a ring of fi.rt tltmtnlal rommand which allows him 
tocortrol the fiieelementaltNt ~thecogme lnadd1b0ll.htcan 
speak lgnan while wearirc the ling. In the most dangerous sitJJaooos. he 
will use this in combal 

He has a weak~s for fancy bath products and his room has the 
onty tt.i:, on the train. 

8Gmncfer lns'Chtr: Brandr knows that Ra11AJ 1s an~ by bor.ng 
con...ersation abou. the weather. but ht toJCl'tS talking about Verity·s 
lovely singing voice. 

Kogan Hamjlst 
Kogan Hamfts1 is M o1d hill dwarf who works as both the 
head porter and lca.:I attendant. KOb,an is an unusual dwarf 
"''\O keeps a clean face (requiring shaving twice a day to 
keep up with his beard growth) and has unusually high 
charisma. Approaching old age, he is wise even beyond 
h is yea~ and knows how to keep his own counsel, an ideal 
trait for his job. He is in charge o( all the standard sleeper 
cars and also manages the Copper Penny bar car and the 
Golden OJin gaming carria~,c. 

I( questioned about his pride as a dwarf, he will calmly 
say,"1 am myself, nOI what you expect me 10 be." He only 
ever acts courteously, even in tense situations. and is quick 
10 provide any service he and the other porters arc capable 
of He uses 1hc commoner star block. 

Barttndtr ln.sichb: K0&an knows !hat Rarvo hates 1t when someone 
insinuates he looks sloppy. bLA. !hat he has a so~ spot for drinking songs 
and will gJVt frte dnnlcs to those who smg well or sing new songs. 

Porters 
A poncr is assigned to each sleeper car. They arc responsible 
for making sure everything is in order, keeping 1h<= an.-a 
clean, and seeing to the nl-eds of the guests. They generally 
endeavor to kcq, out ri sight but will converse with the 
guests in a friendly fashion if engaged. TilC poncrs afl" a mix 
o(halflings, gnomes. and humans. Any int era tions with 
them should be sh0r1 and unC\'entful. 



Verity Billett 
Verity is a gorgeous elven musk:ian, and is lhc stalionary bard 
(or the Rail-Away. Tall and shape!}', with long block hair all 
the way down her back. Verity commonly wears form-fitting 
dresses that can bes, be dcscrilx!d as evening wear (c\'cn to 
drink her rooming coffee). She ha,$ been the Rail-Away'.s 
resident performer for a number of years, rc51.1lting in many 
repeat guests who stay simply to appreciate her singing .. . and 
perhaps her foarurcs. She has a low, husky \·oice even 1\•hcn 
conversing normally, and pt."QPIC flnd rhcm.sclvcs leaning in 
10 catch every ",:,rd she sa}'S. Verity srays in one r:i the double 
rooms ill the Ruby sleeper car rather than rhc staff car. 

St~,tU: Verity is actuany a chaotic neutral night hag in disguise. 
Venty worked for Lord Gammon many ye.rs ago. during his openly 
cnminal dealings. She reveled m uptivatmg crowds en masse. 
while Tav and his subordina!es rob~d them blmd. While m1tially 
happy to earn her coin in this way, she was completely discarded 
by Gammon once he purchased h1s way mto false nobility 

Verity has all the normal skills and proficitncies of a night hag. m 
add1t10n to tile ro11owmg ability: 

fnchantirtC Son.,, As an action. Venty can begin singing a 
haunting melody. Every humanoid within 300 feet that can hear the 
song must succeed on a OC 18 Wisdom saving throw or be channed 
until the song ends. 

While charmed this way. targets ait: entuely entranced by the 
performance. gaming the Blmd and Deafened conditions. Venty can 
continue this song on each of her tumsas a bonus action. Tht song 
ends either alter I minute or 1f she takes more than 10 damage from a 
single attack. she cannot use th1sab1l1tylnt1I the next nightfan. 

Bartmd.-, lns~hts: Verity knCtNS that Ra1-.o doon't like pipe. smoke. I 
but he g,eatly appreciates a generous ttp ____J 

Raivo Sevara 
Raivo isa ha1'1Clsomc young half-df with outStaoding features, 
and is the Rail-Away's bart'cndcr. A particularly hot-headed 
)'Outh "ith an anger problem, Raivo was cursed by an ancient 
and p:>wcrful cfrccri during an argument (one that he has for• 
gotten 1he cause of, so frequent and incon.seq.1cmial were his 
di.sagrccmems). The mctit prevalent effect of this curse is Rai­
vo's hair, which acrs like opoctuc fire. When his mooo is i;pcxl, 
lhe "llmnes" arc low lying, barely flickering, but as his anger 
gro"-slhcfl.an"ICSgrowstrongcrand~in real heat. To1.1chinghis 
hair when he is noticeably angry deals ld8 fire damage. 

As an auracrivc and confidcm bar host, the flaming hair 
has don{' n.othing ro curtail his popularity (and, in fact, has 
likely increased it among a ccnain crowd). Still, those who 
know him well rak{' cover if he's looking partio.1\arly fiery. 

Raivo uses the gladiator statistics, with a few additional 
abilities. He uses empty bottles and glas.res in 1he place of 
spears, and a steel serving tray instead of a shield. Raivo 
also knows the camriJ)6 mage hand and minor illusion, which 
he learned from his elven moiher. He has proficiency in 
Hcrb,Jism, Brewing, and Alchemy, all of which assist him 
in creating his sometimes ma.gical cQC:krdils. 

The curse placed on him by the efreet i is so powerful that 
it cannot be removed by a normal remot.\: curse spell. Cast• 
ing remove curs<: on him will instead have a rebound effect 
where Raivoand the caster both feel .sweltering heat for the 
next 24 hours, suffcri1'8 from a level of exhaustion that can• 
not be removed by magical mean.s. lbere arc rumors that a 
greater restoration spell would work, but Raivo-oonccmcd 
about ~ible counter-curse effects-has not rried it. 

Depending on his anger level, Raivo can create different 
spcci.i.l cocktails (:-,cc the Cocktail Menu). However, there 
is a dMgcr that, if provoked eno1.1gh, he will Val1 lt over the 
bar and attack. He avoids outright killing people, but some 
lxu~gocrs need to be taught a lesson. 

S.-crm: RalVO and Venty ait: romantically 1nvohled. He k.nows her 
sttttts and he, past. but doesn't cait:. They met at a tavern a fie, 
Vtnty saved him from a ZO·t0-1 brawt by charming the crowd with her 
Enchanting Song He's the one thit got her theJQb on the Rail-Away. 

Alen Trismys 
Alen Trismys is a pretentious high elf who serves as a 
butler for the n\OM estcc1mxl guests.. Alen is in cNl'l,..oc of the 
luxury carriages, and rarely leaves them 1.1nlcss by request. 
Coruidcring his job to be "above" the ~t of the employees 
of the Rail-Away (other than Tanno as the conductor), he 
choo5cs not to associate with anyone he considers bcm.'3th 
him. He embodies the epitome of the ''high elf" with a long, 
aquiline nose, high cheekbones, and piercing eyes. He looks 
down upon t•uests who Sta}' in the standard sleeper cars 
and isn't. all that fond of non-elves in general, regardless 
of stature. Alen uses the noble stat block, lxit lacks a 
breastplate and instead has an AC of 11. 

Sttrm: Alen is actually not a puieb!ooded high elf, as his father was 
half human. lord Almano, knowsthi5 tidbit of potential blad:ma~. 
and uses 1t to stay for free 1n the luxury carnage whenevei he travels 
on the Rail•Away Alen would very much hke to be nd of this 
troublesome guest. bu has never made a move on his Cl'Ml. 

Bcuundtr ~: Alen k~ that Ra111(11S anf"'IO'/td W'hen someone 
doesn"t finish a 0-mk, bot lo,.,es ,t W'hen someone orders a full round 

Somen Gilrona 
SonlCn Gilron.a is a mi(klle•agcd lightfoot halfling, and is 
the lead chef on the Rail#Away. She has brown hair, a mun• 
bcr of fnxkles, and is de<cnlly plump ("Never trust a sl:inny 
cook," she likes to say). While Somen is a"erage height for 
a halfling, it makes cooking in a standard kitchen a bit of 
a challenb'C- She uses a stool on a track operated by a lever 
to move back 31'KI fonh along the cou111cr, and somehow 
manages to keep everything fully operation.ii. Soinen is an 
expert with knives and carries 1hcm with her at :all times 
on a special belt she had made for the purpose. She uses the 
thug Stm block, but insrcad arracks wirh daggers (dCllli,'8 
ld4 + 2 damage each). 

Srf!1'ets: Somen. h3V1ng no children of her own, feels pro1tt11w: of 
an of tht staff of the Ra-il•Away. btA. vtJy mo1htrty towards Prim in 
particular, as she knOW5 the little goblin's enlire history. If Prim is 
threatened or accused, Somen will be the first. to defend her. 

Restaurant and Bar Staff 
There are two kitchen assistants, one of whom doubles as 
a backup bartender. An additional six staff arc engaged as 
servers and work in all of the entertainment cars of the 
Rail-Away, including the gambling car. 11,e}' all wear a 
standard uniform with white button-up shins, brocade 
,,csts, and tailored trousers. 



THE TAVERN GUESTS 
---------------

No1 everyone is wha1 they seem on the Rail-Away, in 1norc 
ways than one. The number o( gucStS on 1he Rail-Away 
cm fluctuate after every slop and at the GM's discretion, 
bur listed below are a number of sample NPCs lhat can be 

included during the player's visit. many with accompanying 
quests. A number of guests and ravcm operators arc also an 
imcgrnl pan of the murder mystery c,,cnr: Accusations Fl\'· 
GMs who indudc 1.hat evcn1 should make ~ire everyone 
lis1cd under the event ison board once t he event begins. 

Hammond Axman 
Hammond Axman is a cunning human man, who spends 
his time gambling and cheating other guests. Hammond 
has \iglu, sandy blonde hair and wmcry blue eyes. His most 
pronounced foarure i.s a scar 1..hm n1ns across his fon..--hcru:I. TI,c 
unfortunate angle of the au gi\'es Hamm01xl a comic:i.l look 
of surprise, instead of granting a rakish chann. A habitual 
liar and cheat, only his silver tongue has allowed him to 
Sur\'ive this long. His games d choice arc Knucldebones and 
Poker. Heh~ asione <f good luck (luckstme). Hammond is a 
commoner, with a base Charisma score of 17. 
~ ercts: Hammond has v.Qrked m the past for lord Almanor. bot~ 
not seen him m some years. Aher he skipped out on his last fQb. he is 
not keen on bringing attenhon to himself. !hough he is pnmed to cam 
bad: what he has lost on the tables before he leaves the Ra1l•Away. 

If Lord Al manor 1s on lhe Ir.Im and lhe events of Accusal>ons rty are 
underway. 1t 1s important to note that Hammond knows very little about 
the stuatoo. He 1s. ho'wtvtf. fUly a-..vare thal Looi Almana 1s OIX a 
~an Jf presstd for inbrmaboo. he will try to talk tn w~ ru: o{ the 
s1tuat100 by mal<.ing ~ hes and tryi"I to sound lil<e he knows more than 
he does Unless persuaded through magical means. hew,U ethers~ he 
does not krlOY,/ lord Alma nor or blt.ritty state that he's a ~well-respected 
nobleman• If his lies are"'-"' r~ealed. Hammood wil beg the party for 
t~r silence on the matter. 

Dretin Dalmura 
Drctin Dalmura is a female drow, an avid black 1narket 
fence. Ore1in wears a hooded clook, JX,l6Sibly to conceal her 
herirog:e from prying eyes, or to protect herself from the sun. 
Her build is slim and wiry, accented by leather ar1nor dyed 
black underneath her cloak. Her hair fulls in two braids. 
She has a small scarar the comcrofhcr mourh, but smiles 
pleasantly i f spoken 10. She mos1!~, stays in her room in the 
Ruby S leeper C-ir and rakes her meals there as well. 

I( Drctin is brought out (or questioning. she is sure to 
keep her room locked. Her answers arc brief but honest , 
and i1 should be clear t ha.t she wams nothi1'1g wdo with 
the ordeal. Her business relation~hip with Gammon is 
so distant du1t she isn't aware of his identity. The exact 
comencs of her room arc determined by the GM, but 
should not exceed a value of ISO gold. 

Lord Tavarious Gammon 
Lorri Tavarious Gammon is an obese hunmn noble, whose 
form hides experienced muscles. Lord Gammon dresses cx-
1ravagamly even by noble standards: silks, S..'ltins, brocades, 
and the like. He wears his hair slicked back and tucked 

behind his mrs., giving him a slightly oily appearance. 
\Vhilc his expression is haughty, there is .something rough 
around the edges about him, notable due to a fe,v scars on 
his hands and face. He fancies himself a ladies man and, if 
the players' pany includes a woman, he will likely flirt with 
her if his wife a1-.d miStrcs.s nre not around. He spends most 
of his time in the bar car, or in h is luxury room. 

SttrdJ: Loo:I Gammon was not bom a noble and purchased patents 
o{ nob~1ty from Lord Darus Almanor some: years back. Before: then. he 
was a masSIYCly succ~ful cnrrinal. runrnng a nurrt>et- of s.cams and 
utdizing blad.mail to manipulate vict,ms. Oler tht course of his career. 
he exp,lnded from theft 10 greater gambits. He was known asTav MThe 
Knife· Gammon in those:: e:arty days. 

Aller purchasing his tide he: "v,,e:nt straight". which 1s to say he only 
operates lucrabve and dij;iant schemes. some of which 1odude: black 
market dealings. bootlegging, seeding sfavt markets. and financ,ng 
crooked merchants. He has amassed himself a dragon's fortune 

lm,portant Now. Lord Gammon dots not board tht trrurt u111d a 
point a/ltr !ht pa,ly has boardtd. unltss Ult GM aoo,ds lht tutnrs of 
ACCUSallQIIS fly 

Lady Ulume Gammon 
L-idy Ulume is a half-elf noble woman, and Lord 
Gammon's wife. She dr('SSC.S conservatively but richly, 
preferring dark colored gowns. She always wears a wrap, 
even when it is warm, and keeps her arms covered. Her 
hair is silver-blonde and she wears it in an elegant up-do. 
For a r1oblcmrm's wife, she docs n0t wear a 101 o( obvious 
jewelry, though anyone paying attention might hear a 
distinct jingle: of coins when she walks by. Lady Gammon 
boards the Rail~Away at the same time as Lord Gammon. 
Stcrtts: Lady Gammon met Lord Gammon only after he had taken 
on hts tide:. Howeve-. ,t wasn·t long belo1e she discCPICl'td the exltnt 
of his depravity. wealth ... and cruelty. They have been married for 
seven years. blA. he's stayed p1omiscuous. She rtce:mly overhe:ud 
him mention he was ready 10 "rid himself of the has.sle~ so he could 
prope,ly en1oy his tendencies. Determined to survive and escape: 
with some wtalth. she contacted her half-Sister Esthene ( who Lord 
Gammon had never met) and deviSed a plan to get rid or him. 

Uneasy about her husband. lady Gammon always carries a good 
deal of wealth on her pe:tSOn: 2d6 bags of gold and assorted gems 
v.Qrth 1.500 gold, indudtng a diamond worth 300 gold 



Esthene Moonshadow 
&:thcnc is quite the beautiful half-elf, alwa}'S dressed in 
shimmering, form-fitting clothes. She giggles cxccssivcl)' 
and seems to be unaware of personal space, often putting 
her hand on her conversation partner's ann or shoulder. 
She has silvery-blonde hair thar she wears loose. Her 
fearurcs are delicate and her skin is the color of ashy 
porccfain. She wears a fine silver chain wirh a black gem 
about her neck. 

Esthcnc can board the train either before, during, or 
soon af1cr Lord Gammon. Anyone seeing 1hcm together 
should quickly assume that 1hcy arc well acquainted 
friends (&.-e Events: Accusations Ay for more). 

.kerds: Esthe.ne is Uluir.!'s younger half-sister and quid:.ly became: 
Lord Gimmon's mistress, though she does not IO¥e Lord Garrrnon 1n 
any senst. She and her s.ste, aft manipulating Gammon·s habits With 
a plan 10 b ll h,m uS.ngpoison. btfore Gammon can i::111 Ulumt. for 
the specific details. refer to the event Accusat10ns Fly. 

The necklace she wears is a ptriap( of proof against poison. which 
can be d1si:overed with an idtnhfy speU. Dttt<:I magic will only reveal 
an .aura or Dr,,,nal1on 

Lord Darus Al manor 
If the idea of peacocking were to become personified, it would 
be Lord Almanor. While only (l\'Cmgl,! height, this human 
noble mana~s to appear taller, perhaps because cl the long, 
flowing, fuMrimmed silk capes that he wears. He wears a 
number d ornate gloves, and has a pair to match every outfit. 
Lord Almanor's rn.-ck is wreathed in muhiplc bejeweled 
golden chains and his cars arc studded with gerns. His manner 
is high-handed and there is a cruel an to his face, even when 
he is smiling, as his smile never reaches his eyes. 

The gn.-at Lord Almanor is always looking for ways to 
Reece hi.s follow man, and openly 1nakcs grandiose offers to 
guests aboard the Rail-Away. In most contracts., he requests 
suspiciously personal information ... almost as if he's 
searching for means to blackmail everyone he deals with. 

s«ttts: Daruslllmano, is ~ally a raklhau 1n O$1,i:st. Darusorwnally 
sold loll:! Ganvnon theforgtd patenlS of nobility. (HisCNll'I bfdship1salso 
fake. as is e:Yel)'thlng about him other than his haugt-ty attitude.) He has 
made" ':lrtlne through lorgeiy. 6shonest cont13cts. ;md ~lcmett. 

Trackle 
Trac.klc is a no1iccably ui,forrun:ne goblin girl who serves 
Lord .ind l."ldyGammon. Tracklc walks with a limp, at'l<I 
docs not speak unless .spoken to. She carries her dark wispy 
hair in a ponytail and \\'ears a simple but clean linen shift in 
the Gammon's livery colors. Her face generally bctr:l)'S no 
emmion, though a Wisdom (Insight) check of 14 or higher 
reveal s glim1ncrs of resentment and despair in her c~•cs. 

Seerd: Trackle 1s cousin to Pr,m . ......tlo tseaped thelr ore mine after Lady 
Ganvnon had requesttd a StMnt While Lady G.tmmon·s ueatmtnt is 
much better th.tn what she e,rperienced 'M'.>lking in tht mine. she holds 
no lovt f0fe1tht1of t1tr·~1oytrs." T13ekle harbors a strongtynegativt 
opinion of lady Gammon's lflttllect. As Lady Gammon often speaks 
fredy in front of her. Trackle: knows vague details aboutthewomen·s 
plan to escape Lord Gammon's ITTtentions. Sht chooses to st3Y silent. 
kncMmg that 1f lady Gilmmon f.tlls all three of them will suffer 

She is astounded to Md that Pnm 1s aboard, believing Pnm 10 haw: 
penshed ma mine oolbpsc that occurred shortly after he, escape. 

Bishel Voss 
Bishel Voss is an unrcmarkably bland woman (human 
commoner), and the direct underling of lord A \manor. 
Where Lord Almanor always wears colotful and exuberant 
clod1cs, his closest servant fades inro the background in 
comparison. Bishcl's wardrobe consists emircly of muted 
gray and brown clothing, with no jewelry Or adornment 
save for a simple leather choker. Characters with a Passive 
Perception of 17 or higher will notice there is a strange 
symbol bumOO imo the leather. \ 

She has the kind of fuce th.'11 you forget the momcnr 
she's turned away, accented b}' her habit of keeping her 
eyes downcast. Those who pay any attention to her will 
notice that she docs not speak, but seems to know wha1 
her employer wants without him even a.sking 
Xcrd: The choker shf: wtars a,ound he, ned 1s. 1n rac:L a collar of 
dominatt0n (Very Rare Wondrous Item. rtt1u1res auunement When 
1MJm by .t humanoid of CR I or less. 1t octs as a permanent casting 
of dominatt ptrson. In addition, it grants a telep,a,thic communication 
between the ta,get and the auuned creature). Bishel 1s a former street 
un::hin who was lodnapped by lord Almanor CNtS fiftttn ytars ago 
after a failed pockt1:-swipe. Bishel knows eva~h1ng about hisbus1ne:s.s J 
deahngs. as he does not hesitate to speak tn front of someone: who 
can·1obJect. 

If a pbyerchal3Cter uses a detect magic spell 1n her\'i<;in1tyor notices 
11Ssymbol. they will become aware of 11. However, it \VIII take the 
casting of idtnJ.ifyoran lntelli&enee (An::ana) check (OC 18) to puzzle: 
out 1ts propataes. 

If the player characters f1tt her from the collar by casting rtmove 
curse. destroying 1t. or killing Lord Almanor. she w11I declare herstH 
eternally gratdul. telling the player ch3rocters ~h1ng she know-s 
about Lord Almanor (andfor his dealings with Lord Gammon), and 
offer to serve them .ts repayment. 

Ryman Thorn 
Ryman is a f1eetf00t haltling gentleman (commoner). 
Rynlan lives life with a jaunty smile on his face. Older than 
he looks, poople tend to underestimate him. He keeps his 
dark, curly hair shon al\d his face clean shaven. He has 
been mistaken on more than one occasion for a human 
child. Born in a sm.'111 ,own, Ryman decided a, a young age 
that he wanted to travel the world. 

X crm : R)llllan is an overexcited uvesdropptr. Having a talent 
for moving .around unsetn. he recently ov.:rhtard an 1nte:rest1ng 
con~rsat1on betwttn Lord Alm.too, and Lord Gammon The dttails 
are fuzzy. but he heard the details ·goblins· and ~another cave-in: 
Since then. he ~s tried to leam more. but with little luck. 

Preston Hillmore 
Preston Hillmo,c is a rough bu, honest half-ore (commoner 
wi1h astren4'lh of 16). Preston is not 1he sharpest nor most 
charismatic tool in lhe shed, but he is earnest and hard­
working. He keeps his black hair in a < idy man-bun and 
wears dean, wcll-wom leathers. Preston is a mcralwork 
salesman who specialiZcs in supplies like anvils. He tak~ the 
Rail,Away whenever he can, as he enjoys both the b,aming 
car and the bar. He docs not take kindly to cheats (and, if 
Hammond Axman is on lx>ard, there is a good chance he 
will have lost to him in cards). If engaged in cotwersation, 
atSQmc pQint he will attempt 1oscll an anvil. 







~ BAIL-AfAY 

THE QUEST BOARD 
A chalk hoard is loca1cd in the dining car and bears some 
scrawled requests for help from either tavcm operators or 
gucscs. Some handwriting is very fine and cultun.>d, while 

some is barely legible. 

THE CHEAT 

Undercover help m:mccd. Discrcrion L'l a m11 .. u. 
See Ko~m Hamfistfordetails. 

Q uest G iver: Kogan Hamfis1, Head Porter 

Kogan Hamfls1 has been receiving troubling reports of 
~iblc cheating in the gaming car, mostly in ccnain Poker 
games. While cheating is definitely not allowed on 1hc 
Rail-Away, he also doesn't wam to accuse anyone fu\s<:ly. 
He asks th.'lt you investigate rmd rcpon back to him. He 
offers a reward of I 00 gold, so long as the problem is taken 
care of quietly and wi1h nodisn1ption to the guests. 

If 1he party i1wcstiga1cs the card tables and plays a few 
games, they will soon find that Hammor,d Axman seems 
to win a disproportionate arnount of the time, though he 
doesn't seem to be counting cards or "'Orking with anyone 
else. If they discover that he carries a Luckstone, that will 
be sufficiro1. c-Vidc1\Cc for Kogan H:unfis, to throw Ham­
mond off the train. If the Gambler ison board, he'll bet 
against the pany to pOtcmially infonn them of Hammond's 
treasure. Ahcmatively, thcrcan interrogate Hammond or 
otherwise get him to admit his wrongdoing, or scr a trap for 
him with a Tim,~ game of ,heir own. If confronted, Ham­
mond will try to talk his way out of trtM.1ble. 

THE DELIVERY 

Courier needed far a simple delivery job. 
Please see Drerin Dalnumt, the Sapphire car. 

Quest Giver: Orctin Dalmurn 
Note: This quest is intended 10 be used if die Rail-Aw(ly 
travels underground far any di.stance bu1 can also be used in 
general wi1h no restrictions. If die train does not hcwe any 
underground de:stinarions, ir willjus1 be !Mr much stranger co 
see a drow crai-eling on it. 
If the party meets with Drctin Dalmura, the drow will 
explain th.at she is uncomfonable going out in the sunligh1, 
but needs an impon.mt package delivered at the next 
stop. She tells the pany that 1he shop it needs 1.0 be 
dcliven..-d to is quite close 10 the :>tation.1l1ey arc to 1akc 
payment of 250 gold from the merchant, of which Drctin 
will offer 50 to the party as payment for the job. If 1hcy 
take the job, she cautions the party against opening the 
package, saying the contents arc fragile. 

If the plarcr characters rnkc the qucs1. they can simply 
deliver 1hc pad:.1geand re1um co the train as requested and 
be paid for their 1rouble. ll'\C 1ncrch.,'lt11 they arc delivering 
to, a certain Ncbblc Grimmfolk, seems rather slimy, but he 
will promptly pay up, as will Dretin upon their return. 

However, if the player characters open the OOx, it will 
first appear to be full of squirming cent ipedes, but the 
centipedes transform into 2d4+2 quasits. As quasits 
prefer to be invisible .ind arc not fond of daylight, they 
will likely vanish and attempt to scatter. Depending on 



where the box was opened, thiscould mean that a small 
horde of qLtaSits ha,•e been unleashed upon the Rail-Away 
oron an unsuspecting town. The players must then clean 
up their mess by either re-capturing or killing 1he quasi ts. 
If the quasi ts art killed and Drc1in finclsout, she will 
attack unless convincecl Otherwise (e.g., bi1 the pkt}'ers 
paying her the 250 gold owed or through a DC 16 
Intimidation check). 

Rusno! 
Jf )X>1l1:e t1 weapoo handy & don't mind getting your hantk 

dirt)', see rheengineer. Bem.?r ye1, knotu some spells. 
Quest Giver: Brnndr Finran 

If the PCs visit the engineer, he will explnin 1ha1 he's 
been warned of a rus1 monster infestation on the tracks 
ahc.td and he'd like some assistance dealing with it. He 
warns them, that while rust monsters aren't particularly 
tough individually, the)•'d bes1 be prepared when dealing 
with them without magical weapons. 

If the party rakes the job.soon an ahmn klaxon will 
sound and chc 1rnin will slow to a stop. Ahead, about to 
attack the tracks, are 2d4 + 2 rust monsters. The pany 
has Id◄+ I rounds to dispose of the pests before 1hcy 
destroy 1hc ,rack. lead ing 10 repairs and a delay. If the 
pany manages to save t he 1mcks in 1ime, Bmndr will add 
2d8 supply of+ I ammunition to his rew<'!rd. Completing 
this quest successfully will also provide a re lationship 
boost with Brandr and gh·c advantage in any imcractions 
with him. 

Once the problem is resolved , Bmndr offers his flame 
rongi,e sward as thanks. 

Tl-IE STOWAWAY 

Help \'v'anted. See Prim. 

Quest Giver: Prim, a.k.a. "Knuckles," the ticketmaster 

Prim prides. her-self o n a tight ship, and successful stow• 
awa~•s on the Rail.Away are quite the rarity- the more­
common case being a bruml beating: and expulsion. But 
recently, Knud:les has heard rumors of disappearing food 
and moving items. She's searched the train repeatedly 
but is a, her wit's end. Where is 1he sm"oawayl She needs 
1hem found and now before word gets out cha, she's lost 
her 1ouch- she can't punch someone she can't tind. She 
offers 200 gold if 1he party can solve the mystery and help 
her oust the stowa""Y• if there is one. 

If the players investigate, they ma)' catch glimpses of 
someone who appears 10 be a child in places no child 
shCM.1ld be (:as there arc likely no families aboord the 
Rail-Away). While moving between cars. they m.,y notice 
(wilh a Passive Perception of 14) a noi~ from above or 
the s mell of food where 1herc shouldn't be any. If they 
use one of the ladders 10 climb to the top of the train, 
they will find that some<mc has made what appears to 
be a small camp on top of one of the slei!pcr cors, which 
includes a bedroll and baggage. If the)· manage to locaic 
Ryman, or wai1 a1 his camp, he will surrender. 

Ryman will beg ch.'lt the parry allow him ro s1ay, rledg­
ing to share interesting information with them and tha1 
he will stop stealing food if they bring him meals. He says 
that he jll.'it wants to travel and means no one a ny hann. 
If Lord Gammon and Lord Al manor arc on the train, he 
will indicate 1h."lt he knows something very juicy is going 
on and he doesn't want to leave because he wanu to find 
out what happens. 

If the pla~'er characters turn h im in 10 "Knuckles" 
and take the reward, Ri,man will be "apprehended" and 
kicked off the train a1 the next Stop. O r they can choose 
to help Ryman, in which case he will share information 
with them. At the GM's discretion, Ryman may learn 
additional derni\s ro help them during Accusations Fly. 
However, they will rw..--cd to come up with a reasonable 
story for "Knuckles" expl:tining why they didn'1 find a 
stowaway (OC 16 Persuasion or Deceptio n check). 

DINNER'S O N You 

Experienced H1mrm: Needed Jmmediately! 
Set 1he Chef before our next stop. 

Quest Giver: Somen Gilrona, the O\ef 

Important Note: This que.sr .should only appear an the 
Quw Boon:! once borh Lord Almanor and Lard Gammon 
a,e aboom, r,,efe,ably ,he second day afre, rhey boa,d. P/aye, 
charoc1m migh1 wi1ness the holflingc~f post i1 on 1k Q1tes1 
Board a/ta speaking u:ith Lord Afmanor. Hou.>ct.ff, it can 
be 1&.sedru aque.st ewn if che GM is 001 running lhe e\'tmi 
Accusa1ions Fly, wi1h Lard Afmanor being replaced by any 
generic nobleman wi1h a demanding appe1i1e. Under 1his 
1.miant, this quesl am be played t1TI)' number of times. 
Somen is in a panic.explaining that Lord Darns A lmanor 
has demanded an extravagant feast with an unusual main 
course as the C(•nter attrac1ion. 

Roll o n or choose from the table below to dct cm,inc 
which environment the Rail-Away will visit next. Then, 
roll or choose a monster thac you fed is appropriate for 
the encounter ei1her from those listed or another lari;.,c, 
potentially edible creature- of the GM's choice. 

Fo rest 

Wy,ttn 
Unicom 
Dirt Wolf 

Plains 

ld4 Bullett, 
2d4 Codi::atnccs 
td4Giani Bore 

Lake/River Underground 

Giant Crocod1~ H~lhound 
Giant Scorpion Pu1p~Worm 
2d4+ I Giant Toads Minotaur 

Hills/Mountains Seashoroe 

Abominable Yett Giant Sharr 
Yooog Dlagon (any type) Giant Octopus 
104 Grant Goat ld4 G,a~t Crab 

If the party accepr.s 1he quest, at the next stop Somen will 
give directions to where rhe prey can be found nearby. 
Time is of the essence ~s the train will be lea\•ing again 
in I hour and she must srnrt cooking the mea l. If the 
party is successful in bringing back the game, they will 
be rewarded with 300 gold and an invitation to the feast, 
where they will be seaied at Lord A imanor's rnble along 
with Lord and Lady Gammon. 
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EVENTS 
Certain events can occur at the OM's discretion 

thm are either time- or NPC-dc~ncknt. 

ELEMENTALLY UNSOUND 

This op1ional event can occur ai an)' fime and is tmrelaied to 
ihe Acmsmion.s Fly ti>em. 

The player characters arc awakened by 1hc train coming 
to an abn,p1 halt, accompanied by 1hc car-numbing 
sound of the brnkc being applied with full fon:c, The jolt 
is enough for the player characters 10 fall out of bed and 
be knocked prone unlcM they make a OC 14 Athlcrics 
check. On a fail, 1hey will rnkc falling damage. 

Omfusccl and panicked shouting is heard from the 
front of the: tmin. If the player char::1crcrs make their way 
forward, they will sec staff fleeing away from the engine 
and one of chem will scream. "Brandr's lost comrol !" 

If players invcs1igaic 1hc S1cam Engine. they will 
find 1hc hatch door co the engine flung open and a fire 
elemental ;<1nd ld4 sieam mephits laying waste ro the 
room. Brandr, the engineer, lies on 1hc floor unconscious. 
Anyone with a Passive Perception of 14 or higher will 
notice that a golden ring ser with a ruby {a rin,g of fire 
elemental command) lies on 1hc noor. 

If the party succcssfolly contains or destroys the 
menace, they sh()(.1ld be ,1blc to revive Brandr, who will 
ask for his ring back so he can get the train running 
again. Grateful for saving his life (and the train), he 
confer$ with Tarmo Warbcrry and Prim for a suitable 
reward. They offer the party frt.'e travel on the Rail-Away 
for life and a ring of cold resistance. The entire party will 
enjoy advantage on any Charisma- or lmelligcnce,based 
interacrions wirh the 1rain smff after this event. 

A CCUSATIONS F LY 

The following lays out a potential murder mystery 1ha1 
can be launched <1t the GM's discretion. The t<Wern 
operators and guests that arc key to the plot (including 
red herrings) arc: 

Guests 
Lord Tavarious Gammon, Lady Ulume Gammon, Esthcnc, 
Moo1tshadow, Lord Danis Almanor. Somen Gilrona, Bishel 
Voss, Tmd:lc, Hammond Axman & Rym.·m Thom 
Operators 
Prim, ,1ka "Knud:lcs", Verity Billen & Raivo Scv<1ra 

W ha t Happens ... 
At the GM's discretion, at least one day after the pla}'Cr 
charaaers have boarded the Rail-Away, the foUowing occurs: 

The Rail~Away Slops ar a nonnally scheduled smtion. 
While passengers aregc1ting off and on, the player 
ch.u-actcrs will be alerted to :m ummml commotion outside: 

A well-dressed nobleman, his wife, ar~I their goblin 
servant arc struggling with their mount, who is rcfu$ing 
to board the livestock carriage. Several Rail-Away staff 
including Kogan, Bm.ndr, and Prim, rush 10 help calm and 
load the horse. Any char,lCtcr with a Passive Perception 
of 12 or mon, will note th.a, 1he two goblins (Prim and 
Trackle) .ippcar shocked to sec each other, but qvickly 
continue their business. A large chest, also belonging to 
the Gammons, is loaded into the cargo arca, with Lord 
Oanuno1, making a fuss about it. 

Those observing the couple will learn 1hm their names 
arc Lord and Lady Gammon. Lord Gammon seems 
very boss}', while his wife seems quiet. Additional new 
passengers also embark, including ano1her nobleman 
(Lord Almanor) and his scrvam (Bishel Voss). 

TI'IC second nobleman is heard to rcmari: ;,Why, my 
dear Lord Gammon, func.y meeting you here! I've been 
hearing all kinds of news of your ... latest dealings ... and 
have been meaning to look in on you. Perhaps we can 
discuss some business while we 1rnvcl r' Lord Gammon, 
with a look of disrnstc, responds, "This is purely a pleasure 
trip, Lord Almanor." 

At 1he last minute before the train is due to leave, one 
addition.,! passenger shows up: a bcau1iful half.-,clf woman 
(Es1hene Moonshadow). Lord Gammon hungrily eyes 1he 
new passcn~>er as Lady Gammon is looking the other way. 

Once the train leaves the station, the player character.; 
may interact with any of the passengers or staff on board 
as nonnal, take qucst.s, etc. A number of things happen 
1hat first day, which may or ,m:iy not be dircc.tly obsen,(.-d 
by rhe player characters, but c<1n be learned by speaking 
with a witness: 

Time Event Witnesses 
Morning Prim and Tracklt are seen togeth· Somtn Gilrona. 

Cf exchanging hugs and tears. Ryman Thorn, and 
Kogan Hamfist 

lord Almaoor approachts Lord Raivo Sevara. 
Gammon in tht bar ca, and Trac:klt. 
has a brief conwrsnion. The and Bishd Voss 
'<M'.)rds ~You'll regret 1l if you 
don·1· are hurd. 

Afternoon PnmasksTaimoWarberryifthere Somen Gilrona and 
is room for ar1:d1er sulf member, Alen Trismys 

Evening Verity B1nett rakes up her stage. Raivo Scvara. Bishel 
noticeably fhnchmg aftt r seeing Voss. Lord Almanor, 
Lord Gammon m lhe aud1mce. Ryman Thom. and 

Hammond Axman 
lord Almanor SCf'lds Bishd Voss Raivo Sevara. Tarmo 
to Verity with a nott. Verty Warberry, and 
cn.mples !ht next and throws Ryman Tho,n: 
•I~. 
Ryman Thom lattr on picks up 
tht di:scaroo:I niit and kttps il II 
rtOO:s: I know wMI )OU Oft. 

Night lord Gammon mttts Esthene AIM TJismys. Ryman 
Moonshadow 1n the Observa• Th:,m.a,ndVtrity 
tion Car for a ,om;antic tryst. Billett 
RaiYO Stvara is sem going into Kogan Hamfist and 
Veuty Billett's room. Dretin Datmura 

" 



On the second day, :l number of things occur: 

Time 

Mornin1 

Event 

Lord Alma nor asks lord Gammon 10 jOin him for breakfast. but Lord Gammon reruses. 

Witnesses 

Hammond Axman, Ryman Thom 
and Bishel Voss 

Loid Al manor pbi:t:S a pricey request with Somel'l Gilt'Ol'la. Soon thtceafter, she posts a notice on Bishel Voss. Hammond Axman 
tht: Quest boa-d (Stt Dinner's On You Cf.Jl:St; it isop1ion:1I. and will be removed if ignored.) and all Dining Car Starr 

The: Rail•Away stops to retrieve Almanor"s requested ingredients. 

Afternoon Lord Alma nor sends dinner invitations to Lord and Lady Gammon. and the party 1f they Bishel Voss 
complded his ,eque:st Thr: invitation reads "A treat for the senses that onty the: privile:ged 
can enjoyt " 

Lady Gammon and Esthene meet in the Observation Car. Lady Gammon gives some1hmg Ryman Thom. Alen Tr~smys 
to Iler. 

Earfy Evt:ri:n1 Esthene informs LoKI Gammon thai shr: will bt: departing soon. She coyly mentions she will Alm Trismys. Ryman Thorn. 
be retiring to het room until then. Ra11,0 Sevaia. and Kog:an Hamfist 

Dinner Lord Alma nor has a hushed convtrsation with Lord Gammon, which Gammon stems to Lady Gammon. Somen G1lrona. 
laugh olf. IF the pl~rchariCT.ers ace present. they will hear the phrases "Don't think yoor and Bishel Voss 
secrets are mine" and · a small price to pay". 

Lord Al manor sends a note to Venty. Venty reads the note. adds to it and rttU"ns it via Bishel 
to R.iivo. who throv,.,s it away. 

If found /arer in the bar 1rash. ii reads "/ nttd you to worf( your magic during dessert 0on·1 
deny mt.· and "Raiuo. con you help? I hout 10 sing.· 

Just befo,e des:sert. Raivo and the staff deliver a special cocktail to evet)"One at LOld Almanor's 
table, SM: for Bishel. ~A special drink togowithyourdessut course.· says, Raivo. 

Aftet dessert is strVtd. lord Almaoor makes a toast: "To old foellds and new!" drinking thoe 
cocktail. and encourages everyone to pn him in lhe toosL 

IMPORTANT NOTE: Tht glasses art ptol.tcttd with Abju,alion magic lo prt1.<tnt 
dtttction. Eut ryol'W! drinking suffers disadvantogt on Wisdom savill.8 throws. 

Vtflty sings. E'm)()nemust makt:a DC IS Wisdom savmg throw. If they fad. they greatlyenJOY 
the song. 

Durmg the song. lord Almano, removes his glove and pokes the cnt1anctd lord Gammon in 
the neck. Player characters with a Passive perception oft 6or higher will notice this (DC 15 
if they are seated at the table). 
Anrone wdh a Passil.'t Ptretption of 20 wtlt noiice /ht odd shapt of his hand. 

Aft et the soog. L<:ro Al manor tells Lotd Garrmon. ~Perhaps ~ will recons.der rrtt proposal... 
after you get a good ni~t"s s$eq>." Though polite. it somehow sounds b~ a threat 

After Dinne r Lord Gammon suffers aches and a fever. Lady Gammon requests a remedy of warm honey milk 
lromTrackle 

Trackle leaves to 1etneve it 1ntetac11ng briefly with Pnm, who hands her something. 

Lady Gammon leaves to sleep in the small room of their ar. 
5he SO)"S' she did so to avo,d Lord Gammon's /e1.<trish complainmg 

Lord Gammon leavt:S to visit the Observat10n Cat. inviting the party to ,oin his walk He 
takes the wa,m milk \vith him. and discusses a potential job for tlw: idventuttrs. 

Hammond Axman, Cretin 
Datmura. Bishel Voss. Ryman 
Thorn. lord & Lady Gammon and 
SomenGilroN 

Lord Almanor, Bishel Voss. Lord 
Gammon & Lady Gammon 

lord Alffl,lnOf'. Bishel Voss. lord 
Gammon. Lady Gammon 

Bishel Voss 

Bishel Voss. Lord & Lady 
Gammon 

8ishel Voss and lord Almanor 

Somen Gilrona. the Dining Ca, 
Staff and R~an Thom 

AlmT,ismys 

Bishel Voss. lord Almano1. Dining 
Cai S1aff and Somen G,lrona 

Late Evening Eslhene climbs a IAdder from he:r room to the roof, and makes her~ to theObserntion Cair. Ryman Thom 

If Lord Gammon brings company into the Observation Car. they will find Esthe:ne waiting in 
a lacey nigh1gown. Stting the company. she will natly Slate "I changed rrtt mind. let's 1alk 
in the morning.- After a bnef but messy kiss. she leavt:S. 

rlustered. Lord Ganvnon will ask the party ii he can trust thffll (DC 14 Persuasion ched). If Ryman Thom 
convinced. ht will pbn 10 discuss details 0>1er breakfast. If I.W'IConvinced. he states he wishes 
to be ltftalone to enjoy the rffllnants ol his kiss. aloog with his honey milk. 

The Nut Lord Gammon is found dead in the Mercury Observation car. The cause of death 1s 
Morning c!ea1ly poison 



~ BAIL-AfAY 

W h a t to Do . .. 
To get out of being accuSl.--d and caned off to jail for 
the murder of lord Gammon, 1hc player charnctcrs 
mtis1 dc,·clop and L·w our a credible 1hcory of how Lord 
Gammon died, who did it, and a reason why. TI\C\' will 
ha,,c un1il chc next stop on the Rail-Away's joumcy to 
complete this and will be allowed to question or talk 
to anyone on the train, though 1111in staff, including 
Knuckles, will keep a close eye on them. 

As Lord Gammon was acrually attacked by different peo­
ple and has many enemies, there are a number of theories 
the plarcrs can lay out in order to save themscl ,•cs from ar­
rest. Additionally, so long as they lnyout a convincing 1heory 
with the evidence they have bc<:n able to gather ewn i/ it i'l 
rtOl wholJ)' amect, they ca1\ succeed at the GM's discretion. 

If they arc unable to piece enough clues together, they 
will be arres1ed at the ne,a srnp. 

The party can also choose 10 fight their way to freedom 
as a "nuclear" option. 11,is choice will prompt Prim, 
Brandr Fincan, and Tanno War berry ro fight agains1 them. 
As a ,,ariant. at the GM's discretion, other passe11gers 
or smff in.'\~• choose to join the fight deix:nding on their 
currem rcla1ionship with the pany members. 

If 1hc pany members previously freed Bishel Voss from 
Lord A l manor's Collar of Domination, she will come 
forward and tell wha1 she knows, which is enough to 
place suspicion on Lord Almanor and free the party. 

What Really H appened . . . 
The following is what really happened on the Rail-Away: 

Plot One (Cause of Death) 
Lad}' Ulumc Gammon and her half-sister Es1hene 
Moonshadow have been plotting to get rid of Lord 
Gammon for some time. Rather than murdering him at 
home, they had decided it would be best to carry ou1 the 
plot in public, making sure they both had an alibi. They 
sourced so1nc poison and a peria/)1. of proof agail'\Sl (Xison 
and bided their time. Esthcnc made sure that everyone saw 
her "break up" with Lord Gammon, while Ulume created 
herom1 alibi by snorir\g loudly in her bedroom. fsthcnc 
made her way to the Observation Citr that night to poison 
him via 1he Rail-Away's roof. If the player characters went 
with Lord Gammon, she will be ~urprised to sec them there 
and will quick!~• kiss him (depositing the poison via her 
lipstick, which comainsa slow aciing Oil ofTaggi1 poison 
mixed with wax and cochineal dye from cnishcd fire beetle 
sh<:lls). She then returned to her room via the same rou1e 
she took before (again witnessed by Rym .. -in Thom).11,is is 
wha1 actually kills Lord Gammon. 

Plot Two 
Prim and Tracklc arc overjoyed to be rew1ited. as both 
had 1hough1 the mhcr dead. Prim, for her part, is also 
anxious to release Tracklc from her servitude and even 
sp._--aks 10 Tormo Warberry about finding her cousin a job 
on the Rail-Away. Tmckle knows Lhat Ulumc and F..sthcnc 
are plannin.g some1hing, so she wams t0 get ou1 as soon as 
possible before things !,>Ct bad. When Track le goes w get 
the honey milk, Prim gives her something: a gem from her 

siash, just in case Trackle needs :some escape fonds. This 
trade acc.s as a red herring 1hat reveals Gammon's histor,•. 

Plot Three 
Verity is understandably stressed to sec her former 
unsavory boss Lord Gammon aboard the Rail,Awa)'. She 
doesn't want her prut revealed, nor docs she want to get 
pulled into any further schemes. She likes her life with 
Rai,•o aboord the train. 

Lord Almanor, meanwhile, is \'cry happy to see Lord 
Gammon. He'd heard much aOOOt 1he fon:une that 
his former client had amassed and was very imcrcs1cd 
in doing business with him again. If Gammon wasn'1 
interested in a p<inncrship, Al1nanor was nOI above 
blackmailing him. He attempts multiple times to get Lord 
Gammon to ralk to him-unsuccessfully- and uses the 
elaborate dinner party as an excuse, knowing that Lord 
Gammon would not be able to tum ii down. 

1l1e day before, Lord Almanor had noted with interest 
the imeraction between Veriry and Gammon and, 
with his tme seeing, had easily penetrated her disguise. 
\Vhcn Gammon once again turns him down, Almanor 
d1.-cidcs to threaten him. He rcquestS that Verity sing her 
Enchanting Song. Verily docs, but no1 before enlisting 
the help ofRai\10 Scvara. who uses his skills [O create a 
cockmil (the Fogg)• Mind, whose effects arc detailed during 
day Z's dinner) 10 hopefully ensure that no one at the 
table is able 10 resist her song. 

While she is singing, Lord Al manor uses his Rakshasa 
cla"' attack discreetly on Lord Gammon, cursing him and 
causing a small trickle of blood on his neck. TI,e nt.'\gical 
curse was meant to take effect when Gammon slep1, 
filling hi5 thoughts with horrible images and dreams. His 
plan is to force Gammon to capitulate to his demands 
with the curse. However, Gammon dies before he is able 
to thre.itcn him again. 

T AVERN H ISTORY 

The Rail-Away srartcd small: just an engine and a single 
cargo car with a few bunk beds inside. Over the years, 
it grew larger and larger, and more and more grandiose. 
Under T.·mno Warbcrry, new dcsrinarions have been 
added and new track laid in his qm.-sr ro cover more 
tcrTitory (and leam aOOOt the languages and people 
who live there). He has invested all of his considerable 
(inherited) fortune into the train and considers the sraff 
to be the family he never had, as he has never marTied. 
Nearly all of the staff on the Rail-Away were rescued from 
the life of a vagabond, urchin, or refugee. 

He enjoys it immensely any t ime l11c Secker visits the 
Rail-Away and docs "'hat he c:iin togc1 the ticning 1ostay 
and visit for as kmg }IS ~ ible. Their incredible stories 
of otherworld!)' drama do 1norc than enough to captivate 
Tarmo, as well anract passengers. To his trivial frustration, 
The Secker never "1eaches" Tanno anything, saying th.11 
"Leaming is a "iaste of time-why not live instcadt' 
When approached t0ge1her, T.'\nno says 1.ha1 Tile Seeker 
is "an old family friend" who was one of the Rail-Away's 
very fim passengers. 



STAT BLOCKS 
DRETIN DALMURA 
Drctin Dalmura is a fom.'llc drow, an avid black market 
fence. Drctin wears a hooded c loak, possibly to conceal 
her heritage from prying eyes, or to pro1ect herself from 
the sun. Her build is slim and wiry, accented by lc,uher 
armor dyed black underneath her cloak. Her hair falls 
in two braids. She has a small scar at the comer of her 
mouth, but smiles plcasamly if spoken to. She mo,;tly 
stays to her room. 

DRETIN DALMURA 
Medium humanoid (drow). neutral euil 

Armor Class: 15 (chain shirt) 
Hit Points: 19 
Spud: 30 rt. 

STR DEX CON INT WIS CHA 
IO(t-0) 14(+2) 12(+1) ll(t-0) 11(+0) 14(+2) 

Skills: Pe1teption +2. Stealth +4, Insight +4. Persuasion +4 
Senses: darkvision 120 ft .. passive Perception 12 
Languagt:S: Common. Unde:rcommon. Elvish 
Challenge: I (200 XP) 

Fey Ancestry. Ore:tin Dalmura has advantage on saving 
throws against being charmed. and magic can't put the drow 
to sleep. 
Inna tit Spitllcasting. Dretin 0almura·s spellcashng ability 
is Charisma (spell save DC 12). She can innately cast the 
following spells. requiring no material components: 
At wifl: dancing lights 
I/day each: darkness. faerie fire 
Sunlight Sitn.sitivity. While in sunlight. the drow has 
disadvantage on attack rolls. as well as on Wisdom 
(Perception) checks that rely on sight. 
<:ray Bag o/ Tricks. Dretin canies a gray bag of tricks. which 
she will pull from at the start of combat. 
Shortsword.. Me{ee Weapon Attack: +4 to hit. reach 5 ft. one: 
target. Hit: 5 (ld6 + 2) piercing damage.. 
Hand Crossbow. Ranged Weapon Altack: +4 to hit, range 
30/ 120 ft .. one target. Hit 5 ( Jd6 + 2) piercing damage. and 
the target must succeed on a DC 13 Constitution saving 
throw or be poisoned for I hour. If the saving throw fails by 
5 or more. the target is also unconscious while poisoned in 
this way. The target wakes up if it takes damage 0< if an~her 
creature takes an action to shake it awake. 
Sntak AUad ( lfTurn). Deals an extri3 7 (2d6) damage when 
Oretin hits a target with a weapon att.Kk and has advantage 
on the attack roll. 

PRJM, A. K. A. "KNUCKLES" 
Prim is a young goblin woman, and serves borh as the au· 
thorit}' figure on the Rail-Away as well as its tickcnnastcr. 
Anyone who underestimates "Knuckles" docs so to their 
dc1rimcnt. Prim is on the s1nallcr side, and coupled with 
the Rail-Away'sstandard starched and prcMC<l tickctmaster 
unifonn. she somewhat resembles a child's doll one would 
buy from the tavem's gift shop. However, besides her iron 
will, she carries \\~th her a set of m .. ,gic brass knud:lcs that 
she likes to H.1cr to as "One-Two Punch". Prim can be 
found on any carriab'C of the Rail-Away, as she makes con· 
tinuous rour1ds. Her :stKldcn appearance may surprise somc 
guests due m her remarkably silent srridc. 

PRIM, A. K.A. "KNUCKLES" 
Small humanoid (goblinoid), {awful neutral 

Armor Cass: 13 
Hit Points: 84 (14<18+ 28) 
Speed: 30 ft. 

STR DEX CON INT WIS CHA 
18 (+4) 16 (+3) 14 (+2) 11 (t-0) 16 (+3) 12 (+ I) 

Skills: Ste.31th +6 
Senses: daWision 60 ft.. passive Perception 16 
Languages: Common, Goblin. some Elvish 
Challt:ngt:: 6 (2.300 XP) 

Nimble Escapt:. Prim can take the Disengage or Hi de action as 
a bonus action on each of her turns. 
Multiattack . Pnm can attack once with a Poisoned Dart and 
then twice with .. One-Two Punch". 
PoUonitd Dart. Ranged Weapon Allack: +5 to hit range 
30/120 ft.. one creature. Hit: 4 ( ld4 + 2) piercing damage. and 
the target must succeed on a DC 16 Constitution saving throw 
or be poisoned for I minute. The target can repeat the saving 
throw at the end of each of its turns. ending the effect on itself 
on a success. 
Onie-Two Punch. Me/ee Weapon Auack: +7 to hit. reach 5 ft.. 
one target. Hit: 6 (2d4 + 4) bludgeoning damage. and the target 
must succeed on a OC 16 Constitution save or fall prone. 
This set of brass knuckles has 6 charges and regains al! 
expended charges at dawn. While holding and attuned to 
these items. Prim can expend I charge to activate one of the 
following properties: 

• Ona hit with a natural roll of 19·20, Prim can expend I 
charge to knock the ta,get unconscious for I minute. 

• Prim can expend I charge after a hit. forcing the target 
to succeed on a DC 18 Constitution save or be knocked 
I.Kl conscious for I d4 rounds. 





Wildobock T ou,rn 
T 

he T:.wcm and the rest of the build ings on this beast arc ~lcganr geometric structures with sharp, uniform angles with 
ancient inlay patterns. Strangely, the natural fonnations on the surface of the beast arc almost identica l in substance 
to the- buildings. 17,c material seems to be a sofr, burned red marble in some areas and polished limestone in others. 
Guests can make a OC 16 lnrclligcncc ( Investigation) check to deduce 1hat the buildings are made of the s.amc 

mmcrial as the protrusions from the creat ure's back, The loose structures have either been fas1c1\Cd with rope. or arc held in 
place by the overgrowth of these OOncs. 

When The Wildaback is ready to continue traveling, either on its O"'ll whim or as directed by Kem Kasik, it raises its 
massive head and steps forward. Patrons and guests will soon find the world below them breeze by, aln10st in a blur. 

AREAS OF THE TAVERN 

The Main Hall is the most prominent building on the 
back of the beast, and takes the form of a large ziggurat 
with a half.-domcd roof. A similar, smaller strucmre with a 
level roof sits arop the crown of the beast. Sn ong a1lChor 

pomsccure a stone bridge that nms along 1he back of the 
neck, leading from the Main Hall to the crown. Along 
e i thcr side of the beast, newer structures have been added 
to hang like saddlebags. 

The crown, the sa,kllebags., and the rooftop terrace wit h 
the Cosmotarius arc all well maintained. The rest of the 
structures on the Wildaback arc in a state of semi-decay, 
crumblingO\'CT the cops of ornate humanoid statues. 
Once serving as columns supporting structures several sto­
ries high, now only a few of these indistinguish.1ble figures 
hold .inything at a ll. 

The lift 
The Lift is the prim:iry transp<>rt between the bock of the 
beast and the ground below. Approaching close enough , 
especially d uring a grazing period, the party sl10uld find 
the lift curremly lowered. A ma.gicmowh has been placed 
inside this lift, which recites the following phrase in 
differcm hmgua,gcs whcnc\·er a humanoid comes within 
60 feet of it: "Welcome tO The Wildaback Tavern, inn 
and transport. Board at your leisure." 

The ston1• carriage is large enough to hold 12 medium 
creatures. but is usually opcmted for 6at a time. A lart,'C 
pulley is a1tachcd to the neck of the beast, so that when 
it lowers its head, the lift is also lowered. A massive 
enchanted rope connects the two systems, and is nearly 
impossible to break accidentally. 

T1 IE WILDABACK, KlNG OF TRAVEL 

At first glance 11,e Wilda.back appears to be a git,r.mtic, 
horned beast standing at 1he height of the horizon-until 
you realize the horizon is much further away than it 
appears. This tmli• colossal crea1urc lumbers gracefully 
across vast terrains, supported b}' six towering legs. It 
consumes entire trees as it walks, grazing as if it were a 
bison on fields of wheal. While one might expect the 
very world to shake with each of its steps, the mysterious 
nature of this beast leaves little evidence of its passage­
aside from its abilit y to nearly block out the sun. 

Resting snugly on the back of this monster is a 
collection of srnictures, which could be mistaken for a 
campacc of sorts. Upon a closer in:,pcction, observers will 
see the ru ins of an .i:ncient ci1y covering its hide. The 
Wildahack's stoney face alw.:1)'S appears 10 be at peace, and 
creatures who claim to have made eye contact Sa)' they 
felt a profound kindness cast down 10 1hem. Its antlers, 
as well as other areas of its body, seem to be unnaturally 
uniform, as if grown to resemble architecture. 

Before introducing The Wildaback, it is suggested that 
the GM him at its existence beforehand. Perh..'lps nearby 
villages have a legend about it, or maybe the party was 
given a compass that leads to the beast. Player charaeten. 
of any level can visit the tavern, but iris optimi?Cd for 
characters level 13,16. 

Variant Rule. ll\e Wild1back is an incn..,-xlibly magical 
creature, and has a degn.:-c of authority over its imm, ... --diate 
sun-owxlings. Wilh this variant mlc, The Wilda.back can 
choose to e xpand the face of the globe as it walks, creating 
new horizons in front of it. This way, it always creates new 
forcscs for itself to eat while waiting for old ones 10 regrow. 
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Balcony 
A bnlcony-like walkway with a waist-high railing 
connects the structures on The Wildaback. Ever-burning 
torches are spaced at IO-f00t intervals so 1h:u the 
walkway is well-lit, even at night. A few poued fems in 
stone planters are scaucrcd around. 

Shoulder Patio 
This is a rccrnngular patio with lx.--nch seating and ever­
burning tord\Cs, often used by gm .. 'StS to enjoy the night air. 

A 1. Guest Check-In 
Q inlar Ravcnglcam is alwa\'S pois1cd in this srnall entry 
room to the main rnvcrn, and is the first face most 
guests will sec. He will ask them simple questions, figure 
out their room placcmem, and prohibit any weapons 
from entry withoul b'{')()d reason, though he expL'lins 
thm wct1pons can be "chec.k<.·d out" under certain 
circumstances, such as taking on a qucs1 for ravern sraff. 
The check-in alcove seems to have been carved out of a 
single piece of giant bone or limestone, and is anachcd 
10 the rn,,er-n by monar. h lacks 1hc ornate carvings that 
seem to naturally fom1 in other rooms. 

Anachcd to the check-in desk is a not-very-well• 
hidden scrap of parchment ~per that any character with 
pas.iivc perception of 14 or more will notice. It says, in 
Dw:uvish, "Oon'I forget! Barakor!" 

In this reception area arc a set of lockers enchanted 
with ffl't'ane lock (lockpick OC 20), which contain the m;a• 
jority of the guests' weapons. Qinlar keeps track of each 
weapon's place, and has a master 
keyword (barakor) he can :J1011t 

w unlock e, ·cr-,•thing in case 
of an emergency. 

A2. Main Hall 
According to Kem, the main ta\'cm hall was once a 
throne room for a long-gone ci\'ilimtion, and an yone who 
en1crs can feel 1hc weight of years. A large sta ircase leads 
up to 1he rooftop garden terrace. A floor-to-ceiling s1onc 
doorwa~• leads out to the balcony and shoulder patio, 
Oanked by vat,•ucly humanoid stone srarucs. The intricate 
carving around the doorway depicts a long-forg-0ucn crea­
ture with multiple heads, but port ions of it arc worn away. 

Tncrc is a small alcove built into the wall for the gues1 
check-in (A I ). Herc, Qinlar Ravcnglcam checks gucs1s 
imo the mvem and maimains order. 

The main srnge (A3) is on the side of the room, with 
the gnmd srnircase leading up to ic Large stone statues 
Oank ci1hcr side, holding up the cunain. In front of the 
stage arc a collection of small tables and comfortably 
padded chairs, as well as groupings of floor cushions in a 
multirude of colOT"$. E.'lch table has an irregularly sh,'lpcd 
bowl-like candle which casts a flickering glow. 

Opposite the stage is the bar (A5 ), flanl:ed by the 
kitchen (A4) and the storage room (A6). 

Evcr-buming torch sconces arc sracc<l regularly around 
the room, providing adclition.'ll illumination, 1he flickering 
flames adding to the ambience. 

A3. Main Stage 
The raised stage is arguably the focal point of the Main 
Hall, though 1hc entire area has such ancient grandeur 
that ii is hard to 1e\l which pan is the most impressi\'e. 
The stage is big enough for substantial productions but 
intimate cm>1.1gh that anyone 1\<atching almost feels like 
they arc part of the action. 

Most troupes that pcrfonn here use illusion magic 
for scis rather 1han props. The stage floor is made of 
wood and has thr~ trapdoors sci in it. though t he space 
beneath is only enough for a gnome to stand comfortably 
in; anyone larger would have m kneel. A heavy silk 
currain, held on cirhcr side by large humanoid stamcs, 

is rigged to drop tO mark the opening and dosing of 
performances. The currain is usually left closed 

when the stage is not being used. 
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A4. Kitchen 
'The Kitchen has a fireplace with 
a small fire elemental li"ing in it, 
affoctionmcly called Rapa. The 
clcmcnml cooks meals-and 
anything else that gets too d06C to it. 
The chef, Sarphi, rewards it with 
an}' ldi:o,.,crs from the day, 
which it bums tO ash. 

A marble-topped table 
sits in the center of the 
room and is cool to touch, 
making it perfect for 
tempering chocolate dishes. 
One comer of the room has a sma II 
amount of supplies in baskets, enough for the current 
day, bu1 the bulk of perishable items arc kept in rhc srorc 
room (A6) nearby. 

AS. The Bar 
The Bar faces the stage and is sandwiched bet ween 
the Kitchen (A4) and the Storage Room (A6). h is 
accessible only via doors in those two rooms. h consists 
of an imprcssi\'C carved stone slab held up by two demi led 
sratucs of bird-like crc:uures. Lending 10 the imposing 
aura of the bar is Amaru, the muscular dragon born 
bartender. Five stools sit in front of The Bar, though drink 
service is a\•ailablc throughout the Main Hall (AZ). 

A few bowls of exotic fmits and 01hcr garnishments 
sit on the banop, along with complimentary nuts-both 
salted and caramelized. 

A6. The Store Room 
This backroom is large. It houses the most commonly 
used supplies for the hall and the stage, as well as kitchen 
and drink perishables. The walls are lined with shelves. 
Two large stone r.ihles, piled high with a wide assonment 
of items, are in the center of the room. Underneath 
the rabies arc ba.sket.s and cr.:ucs full of exoric fruits ;1nd 
vegetables. There arc rwodoors 10 The Store Room: 
one near 1he Guest Chcck-ln alcove {A I) and the other 
leading to The Bar (A5). 

A l:ugc glass amphoro sits on the comer of one of the 
tables. h appears to contain a constandy swirling ice 
norm and is cold to the touch. It is an et-erlasring cold 
boule (Wondrous Item, very rare. When unscoppcred, 
ld4+ I Ice Mephits appear every other round of 
combat umil the bottle is re-capped. Afrer 3 waves 
of Ice Mephits have been released, the next creature 
summoned "'ill instead be I Ice Devil). 

See the evem: Who Let the Cold Out for a related 
happening. Normally, the boulc is uncapped jusr long 
enough 10 Let our a couple of Ice Mcphi1s to lower the 
1cmperarurt: ;1nd help preserve the perishable food. 

Wildnbnck T num 

UPPER LEVEL 

81. Rooftop Terraced Garden 
The ~,arden is where much of the food used in the Kitchen 
is grown. It wraps around the upper level terrace of the 
Ma in Hall and is a feast for the senses. There are plant 
species growing that would make any druid green with 
envy. Bees constantly bun from flower to flower. The 
abundant plants grow in large n."Ctangular planrer beds 
made of carved s1onc, including some square planters 
cont.tining fruit trees such as pomcgr,m;ue and brca<lfmit. 

Nora Treeforge, the gardener, keeps everything healthy 
and pruned and is al"iays looking for new seeds to add to 
her magnificent garden. She doesn't mind if the plants arc 
edible or simply beautiful. Treeforgc hopes to e,,cntually 
expand the \'Cgctablc garden out into the mins if she can 
figure out a way to secure a non-moving plot and a "'ay to 

easily return ro 1he location. 
The rcrracc is accessible via a large staircase from che 

Main H,11 (Al). 
The lush grecnscapc m;i.kes the roof terrnce a spot of 

particular interest to the flying residents of the ruins 
and there is a chance that the player char.:tcters may 
enc0tmh.·r such creatures snacking on the prodLJce. 
(Roll ld6

1 
and on a 3 select a flying creature from the 

enco1,mter table in the ruin.s.) Any such visimrs will not 
attack unless provoked, as they are coo busy enjoying 
their foa:.l, though Nora may enlist help in driving them 
away if thet' arc consuming too much. 
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Th, T cm,rn Op,ratars 
--------- --

Kem Kasik 
Kem Kasik is a young-looking human man with shoulder­
length dark. hair, dark eyes, ;md golden roncd skin. He 
wc:lrs simple. light dolhcs, sandals. and a rabard bearing 
a depiction of The Wildaback's face. On his head sits 
an ornate circlet made of whrtt looks like either ivory 
or stone, a symbol of his author it)• over The Wildahack, 
and at his side sits a hooked rnpc he uses for quick travel 
around his old friend, He occasionally uses a +3 longbow 
and a defendcr (shortsword). 

Kem shares deep rclmionships wilh both his ancient 
friend The Wiklaback, and his romantic panncr Sami. He 
spends most of his time on the Crown (area D), hunting 
for food during pauses, or vemuring into TilC Ruins. On 
rare occasions he will settle into the ravcm, drinking 
q uictl)' and asking visitors about their experiences. 

Once an avid spiritual wanderer, Kem became the 
immortal caretaker of The Wildaback ages ago. After his 
years of isolation, Sam i's arrival brought him new life, 
bu1 with the success Q( the ta\'ern keeping Sami busy, he 
sometimes feels alone again. 

Use chc cult fanatic smt block for Kem, with 1he 
following changes: 
• He has 88 (t6d8 + 16) hit points 
• His spell save DC is 16, and his spell m1ack lxmus is +8 
• l-lisCR is cffccti,•cly 5 (1,800 XP) 

Sarni Yanay 
Sami is a jolly middle-aged man using 1hc noble statistics 
blll with a base HP of 33. He has salt-and-pepper hair, 
vibrant green eyes, and an even brighter smile. &uni 
wears rcL,tivcly wealthy clOLhing, and a small array of 
modest jewelry and piercings. He is an avid businessman 
by expcricn1ce, and loves nothing more rhan running such 
a successful and fascimuingopcration. Although, you 
could note that l'his is a lie he cells himself-in his heart, 

82. Cosmotarius 
Part of the terrace is taken up with a large raised dome 
that holds the Cosmotarius. A single door provides 
access to the space, which feels larger inside than Otll. 

Powerful divination magic continually projects images of 
the cosmology of the universe on 1he inside of the dome. 
Even Kem is not sure how or why the images appear. but 
they chang.:: wi1hou1 warning, showing different areas 
()f the night sky, including constellation maps that arc 
completely unknown. Some rhcori2e, they give a hint 
about the pondcrings of The Wild,back itself. 

Gu~ts often ,,isit 1he space to contemplare their own 
place in the universe, or just to get away. l11e air inside is 
cool and lightly perfumed and, with the only light coming 

Sami's bond to the cavern stems from his love for Kem. 
5.'lmi spends all of his time n,nning 1hc rnvcm, 

checking up on guests. helping the other sraff members, 
and doing loads of paperwork. I-le can be fom\d anywhere 
in the tavern, though he al1oost never ventures into The 
Ruins. He is also in charge of infom1ing Kem where The 
Wildaback must go in order to reach the next senlement. 
He secs 1oost of the Staff as his family. which he's been 
able to grow thanks tO Kem's suppon. 

The Wilclaback 
O nl)' Kem 1mly knows 1he inner pondcringsoflllC 
Wildaback, though he has let a few things slip over the 
ye.irs. According co him, The Wild.iback's ove1.1rching 
goal is to simply travel nnd witness nil that the world{s) 
have to offer. It is bonded only with Kem and with five 
other mysterious tr,1vders who visit only rarely. Being 
truly one of a kind, The Wildaback is a lonely creature 
at heart and finds it hard to communicate with others, 
but looks upon those that visit with benevolence and 
tolerance. If one is able to attracr the anention. of the 
garganruan beast, they will feel as if they have looked into 
the e~·es of a god, suddenly benefiting from the effects of 
thcspcllble,s. 

ChetSarphi 
Currently on a tour here from the Spring of Peace, Sarphi 
is the daughter of a noble in 1he Fack! famil}'· Sarphi is a 
young pink-skinnt.--d, blue haired, tiefling female con~• 
moner. As a chef, she wears her hair pulled back under 
a kerchief, She favors a many-pocketed apron over her 
multi-colored dres.ses. She is thrilled to be working here, 
leaming :u\d experimenting with all the cuisines that arc 
brought on to The Wildaback. 

She spends 1he bulk of her 1ime in the Kitchen (A4), 
but also ventures into both the Store Room {A6) and 
the Rooftop Terrace (Bl ) for supplies. Sarphi has grown 
fond of her life on The Wildabad., and quietly wishes 
not 10 return home. If the party is able 10 convince S.,mi 
he should stay, Sarphi will be grateful and give them 2d8 
platinum pieces as thanks. 

from the consmnlly moving scars projected on t he dome, 
many compare it to cmering a dream world. 

If a player characrer visiu rhe O,smorarius for longer 
than an hour, they will experience a feeling of great 
tranquiliry (s.,mc effec1 as 1hat of a sancmllT)' spell th::it 
lam un1il lhe start of your next long rest). 

THE SADDLEBAGS 
The Saddlebags look like somCQf\e took two bu ildings 
and draped them off the ec%'t.'S of the rnins and down 
bothsid(.>-sofThe Wildaback. They arc auachOO to the 
strucwre with great sto1lC chains. There arc 1wo levels of 
guest rooms, conra ining a toral of 22 rooms. 



Nora Treeforge 
Nora Trccforgc is a ha I fling druid. Trccforgc is stour, with 
brown hair, hazel eyes, and well tanned skin from working 
oul.sidc. She wears comfortable but sturdy leathers and 
quite often has \•incs or leaves stuck in her hair. She can 
be found at nearly any time of night or day in lhc Rooftop 
Terraced Garden (Bl), though she periodically takes cm 
naps whh her pscudodmgon in the Cosmotarius (82). 

She is al,..,,ays looking for new plants to cultivate and 
will pay for seeds. Sadly, Trccforgc is cursed with chronic 
pain, and is searching for methods to 
alleviate her daily ban le wirh it. 

She has a pc1 pseudodrago n named 
Wiyula that follows her everywhere 
and assiscs her as it can. 

QLnlar Ravengleam 
Qinlar Ravcnglcam is a stou1 
male dwaif ( veteran, but with a 
Wisdom of 16), with remarkably 
chiseled fca1ures., a glorious 
orang<:-rcd mustache and short, 
curled beard, and jaunty demeanor. 
He wears a dean white shin and 
splints on his annsand legs for protccrion. 
He serves as the receptionist and bom)Cer for the tavern 
checking in new em rams and their ~longings. He makes 
regular rounds, but he can usually be found at the guest 
check-in (A I). 

Qinlar is oddly observant and occasiona l\)' blunt, able 
to pick up on incredibly minor details about visitors. 
such as their relationships or inj uries. He was the fir.a 
h ire on The W ikfaback, a nd helped a~mble some of its 
current structure. 

Amarn 
Amani is a male white dragon born mixologisr/bartcndcr 
common<!r (with a base strength of 16andcharismaof 14) 
who knows his craft very well. He wears a rapier th..'lt he 
also uses to pcrfonn bar tricks and remove corks with flair. 

C t. Guest Rooms 
The Guest Rooms arc a11 very similar in sh.1.pe and con • 
tents, "~th the ffL,"lin difference bcn1'l->en rooms being the 
sire and number of beds. Some haH: a single twin, others 
a double bc.>:d, and some two twin beds. They all contain 
a small desk 11•ith a chair and a lockable trunk for guests to 
store their items in. While 1hc rooms aren't lar!,>e, they are 
comfortable and clean, and all feature unmatched views. 
The sligh1 rocking motion of The Wildaback's Stride gives 
guests 1hc imprcSsion that they are riding the waves, and 
1his is mOtSt present in the Saddle~,s.. Many say they have 
never slept bcuer than when traveling on The Wildaback. 

For convenience, each room is equipped with a sending 
srone connected to the from desk. 

He might flirr for a tip, especially i ( he finds the gucsr par­
ticularly interesting; Amaru takes all kinds. He has worked 
for Kem and S.1mi for a couple o( years now. Amaru is 
always looking for a new drink co put his own spin on. He 
often rrics 10 make somcching described by the patrons who 
sit at the bar. He created most of the drinks on th e rnvcrn 
menu, and enjoys when pmrons know this. 

Buphag1,1s 
When not in flight, these bird,tfkc hurnanoids keep their 
wings ~,ainst their back, so they look like they are always 
wearing a feathery cloak. They have light brown body and 
chest feathers and darker feathers on their limbs and the 
tops of their heads. Their beaks arc yellow with 1\.-.d tips, 
and feature a cun•e that resembles a slight frown. They 
don't speak, bu1 they arc able to roughly understand all 
spoken languages. 

The Buphagus arc tl\c servers in the mvcm hall, and 
keep everything clean in functional pares of the tavern. 
They are employees-paid and treated well. Qinlar ~r~;:n:c;:::~~ :~j~'l~~l;j~~~,~~;:~~:: ~;~t; J 
foond in The Ruins, where they live. 

The Stat1,1es 
These stone golems .ire bouncers, guards, and protectors 
of The Wildaback. At the fir)t sign of any fight between 
gue.\ts they ac1i\1ate, end lhe fight, and hold rhe fighters ~~r: ~~•::\i:n:l~~oK:~11• J;~~~r,;~e~:nf~~l•~~~t~:~ .J 
The inract and acth'e stone golems are located in the 
following locations: 

• One on either side of the Main Stage (AJ) 
• One on either side of the main stone arch in the Main 

Hall(Al) 
• One inside the Guidehouse (Dl) on the left side of 

1he balcony 
• One on either side of the external door leading to the 

lounge/Bedroom (D2) 
• If the missing stone golem is freed from The Ruins, 

it will take position on the right side of the ~ \cony. 

Every room contains a small private bathroom with 
a toilet, shower, and sink. All the toilets On che beast 
have create waler gems installed with a pull cord. Pipes 
from the lavatories h~wc comrol wa1er case on them 10 

keep the waste moving along through pipes that exit 
the Wildaback. 

THECROWN 
The Crown sits atop the head of the Wildaback and 
contains both the area that Kem uses 10 best communi­
cate wi1h the enigmatic beast and the private roon\S of 
Kem and Sami. 
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01. Guidehouse 
This room shan!'s the sarnc archit1..'Clure as the Main Hall. 
and pcrh..'lps came from the same ancient civilization. It 
is only acces.siblc via a locked door (arcane lock - OC 20 
Thieves' Tools) from Kem and Sami's priv.uc b...--dmom. 
The walls arc lined with shelves that contain Sam i's 
favorite relics alld other an.ifucts the two of them have 
collected during their years together. Many are priceless 
and belong 10 long-lost civiliza1ions. 

The side o( the room directly above The Wi\daback's 
head is an open balcony providing a clear view o( what 
lies ahead. A single IO\'eseat with plump cushions is 
in from oft he window and Kem and Sami were often 
found ClKldling there in the early. easy days of ,heir 
travels. A smtue stands at mrention on 1he lcf1 side of 
chc open balco1w 

02. Lounge/Bedroom 
The private lounge and bedroom of Kem and Sami is 
a cozy, dimly lir space o( deep, vivid colors and "'oven 
fabrics. A painted wooden screen separates a large 
plush bed from the rest of the room. Intricately woven 
carpers layer the floor and arc so plush 1hat i1 would be 
impossible 10 hear a foomep. Piles of ancient books arc 
stacked between two annchairs, one of old le:uhcr and 
the other covered in the finest silk. A copper tea set sits 
on a small table. There are two large closets fi lled with 
outfits from vastly different cultures. 

Two carv,cd stone SL'ltuCS stand 0tuside on either side of 
the c111roncc door as if they arc guarding the rooms. 

03. Sami,s Office 
S.'\mi's office, where he conducts much of the b.1sinC;:)S of the 
ewcm, lies off the bedroom. A magical fireplace, more for 
the flickering ambience 1han the small amounr of heat it 
pro"idcs, sits in a comer. TI\c rest of ,he walls arc coven.xi ii\ 
bookshelves which, in n1m, arc full of boob both rare and 
mundane. TilCy look as i( one more book would topple them, 
yet Sami somehow always fmds room for just one more. An 
omately01.-..,oJ wooden desk, however, is the focal point in 
the ccmerof the room. Scm1cred papers dealing with d'IC 

day-to-day running o( the tavcm arc scattered on the desk. 
A small. magically locked secrcrdoor (DC 18 Perception 

check to locate, OC 20Thicves' Tools co unlock) is built 
into Ot'IC of the bookshdvcs. Inside isa lxig of holding that 
c.onmi1\S the once small but now massive fonut\C th,'lt Kem 
and Sarni have ::iccumulated over the years. 

The bag contains: 10,000 gp, 2,000 pp, brace rs of 
archery, an aquamarine (500 gp). 3blue spinels (500 t'P), 
4 pcridots (500 gp), a topa: (500 gp), a leopard for vest set 
with spincl (750 gp), and an ebony idol (of a goddess of 
drama) (7;0 gp). 

THE WILDABACK 
First time visitors do not know whm to expect when step­
ping onto che surface ofTI,c Wildaback, bu1 no mauer what 
chey imagine it might be like, it docs not compare to the 
actual expcrie1,ce. The ground- The Wildaback itself­
feels 001h solid and sof1 at 1he snmc 1imc. Anyone touching 
it will find it wann co the touch and very obviously alive, 
though it resembles s1one or lxinc more than any1hing else. 

THE RUINS 

Descending the sra irs off the walkway on either side of the Guest Check-In (A I )to the south leads to The Ruins.. From a 
disrancc, they appear to be the remains of an ancient complex just beyond the tavern proper. A successful 18 Intelligence 
(Nature) check reveals that these struc1urcs seem to be growing from the creature's back, and any t ime spent in chem will 
lead to the discovery that they are constantly changing and reforming. 

The Ruins have never been mappt.xl as they arc never the same, though the creamrcs that live in them s~m t0 have 
adapted well to the unstable nature of their home. Every time the player characters explore it, the GM can either roll ld20 
or select an encouncer from the following Encounter Table. If 1he player characters have taken on 1he All You C'\n Eat 
quest (or a,e(Sarphi, it is at 1he GM's discret ion whether they immediately come upon the rcmorhaz burrow (Roll 6) or i( 
they must fim explore The Ruins and come upon ic randomly. 

Roll Encou nter Text Creatures CR 
I This aru of The Ruins seems strangely green. with vines and othe, vegetation grCN11ng amongst the stone. There IS a 1d4 

slight smell of rot Shambling 

2 The light becomes dim u )'00 enter a uvt•like structu-e in The Ruins. Yoo can hear the dripping of water. There is a 
pervasM:. rusty. ammonia,fike smdl. 

l Strang_dy. afte, walking_ for some time. you appear to be back where you statted, at the base of the ta~rn. 
4 Oddly sh.aped t,ees grow hert among small rock outcroppings. their roots twining about the ro<:ks rather than going 

into The Wildabxk's hide. Suddenly, )OU hear a sc:1etth and something swoops down upon )Cu 
5 You seem to h.avt stumbled upon a small but dense. J0ngle·l1ke forest. While the greenery is beautiful, the arta is 

nellhtr serene nor lc,.,ety; the perimeter is marked by what appears 10 be brCN1n smears or feces. You can hear the 
screeching of monkeys. 

If the flying anpuor monkeys detttt !he: party first. lhey will immediately attxk. 

Mounds 
4d6 Stirges 
ld4 Swa,ms 
of Bats 
Non< 

1d4 Vro<:ks 

2d8 Flying 
Emperor 
Monkeys 

NIA 
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6 Yoo find )()u11tlf in a large. roughly01CUla1 clearing with a burrow of some kind. It fttls strangely cold: colder than 
anywtie,e dst you have bttn on Tot Wild aback. You can see the head of a large. icy blut creatt.tt W'lth daggtt·like letth. 

7 You find )'OUrself ma narrow canyon and face to face W'lth an adull brass dragon happily sunnmg itself on a rock. 

Note: As with all brass dragons (Niih;is. known 1n somecm:les as the Eater of Sheep) is part1CUl;u1y talkatr"C. He 
is especially interested m learning about The Wikfabad:: and ;my artifacts loond on 1L He .also enJ()ys pQ}'ing bwrd 
gamn. but any player caught chtaling will reg~t tht impulse 

8 You find )OUrself in a small deanng. A vt;ty large ntSt Sits atop a 40-foot-taU outaopp,ng of the strange stont•bke 
substance that makes up the surface of The Wildaback. There is a scattering of bushes aromd. 

9 You comt l4)0fl the ,ncol'lruous s.glt ol a small. serene pood. A flock of ckJdcs float ~nit aoo you stt fish darting to 
and fro. As )'OU watch. a ramily of otters lxtaks the Mace. splash mg each~ as they play. 
A successful dtl~ct magic ~I or a OC 1 S l~abon check will ttVeal that the watt!' of Im pond has a antrw: natue. 
Further irMStJgation will riveal a ptliap( of health cau~n m Im reeds on the pond"s edge. If the pendant is tlken to Non 
T1'ef011e . the druid. she will ~500 gp br 11 and bectema!lyg,areful. as it wil release herllom herdlronic pain. 

10 A half-buried stone statue similar 10 the ones in lhe. Mam Hall of the. tavan lies in the center of a smaU during. The 
face: of the statue is locked in a permanent grimace. 

Note: AOC 12 ln1eUigence. (Investigation) check will rMal lhat the smue ts a stone aolem. If !he playefs free 1t. 
the g0,lem will return to the tavern and take up position mside 1heG1.11dehouse (D I). If a battle later occurs m thu 
location, this &<>"m will not attack the pla)'!!rcharacters and will in:stead fight alongside. them. 
If the playm attad: the trapped stone: IJ)lem, 11 wi11 fight bad:, bt.t as 1f caught man mlangk spell and With disadvantlge.. 

11 As -,ou enter lh1s rougliyscpR: ~ aR:a, a flock of fly,ig beasts land and SC1,Jawk a challenge. but do noturrnediatdy 
attack. They seem wary. and Ont is call)lng a half-de.id ca,11. fl(eSUmably captured from a nealby farm. in ,ts claws. 

12 You enter a large ope:n aru with,n The Ruins. A random assortment of rocks and. strangely. furn1tu1e (chau·s. tables. 
ttc.) apptar to be strewn around haphazardly. 
Anyone.with a Passrve Pt:rception of 12 or h1ghf:rw1II note that the constant s.ounds ofbrds and other small wildhie 1s 
absent If a characttf aUtfl1)ts 10 sit or otherwise use a piece of the fum1tuR:. the mimic will attempt 10 grapple them. 
Note: Once the mimics hM be.en discoveftd, if a character has eaten from Of~ Chef Sarphi's menu. they may recall 
that mimic is one of1hed1shesoffered. lftheybll the mimics and bring them 10 lhtchef. she 'Nill pay SO gpbr 00 one. 

ll Ht.anng some scraping noises ahead. )OU tum a corner and see some bandits attempting. wilhout much success. to 
dig a hole 1n the hide of The Wildab.rl.. They are ot,,.,10usly searching for something. 

Note: The bandit captain has 20gp. and 2 garnets ( l()()gp). He is carrymg a parthment wtth a scribbled set of four 
circ\Aar objects drawn on them. The word MOmasum?'" is written n~r one. If a bandit 1s alive 1oquest1on. theywil! 
say that 1hey are looking fo, the gem hoa,d lhey have heard 1s buried somewhere on The Wildaback. 
Each of the bandits has ldl0 gp. 

I◄ You find }OUrself m a small "fie.Id· w,th gentlyrolhng hills. A coupl,e ol cloud giants are p1Cmcking nea1t,,,i and have 
an entiit feast laid out upon a very large blanket. 

IS You come upon an are. with Ye:f'Y large rocky fo1ma1ions e,upting out of The Wildaback's hide. One large one seems 
to have dtslodged som-ething thal had perhaps bttn btMied. II looks almost like a sarcophagus 

16 II is stra~dy (J.Jiet as -,ou come l4)0ll ttns rougliy ova~shaped a~. The: SISI has come <U fiom behind the dou:ls and the iir 
is pleasan:~ warm. Sunniig themsdllts am~ the roo:s is a pride or chime:m. who 'Nil f¥:lt att;ick lllless ~ . 

17 A single large oulcroppmg of rock jots across your path, As )OU approach. some wyvems land. 
18 A mostly eaten co,pse of an indeterminate: creatult lits upon the ground. CO\Ot:rtd in yetlings. 
19 You come upon what looks like the rums of a ""IY small village: iust a few huts. though m a similar archlte<:ttMal style 

10 the Main Hall of the tavesn. If the pla)'ffl explore wrut remains. they can discover (CX: IS Investigation check) a 
small, mysterious S<J.la~ tablet dMde.d imo four equal parts with a diamond shape in the middle. There is a vague 
green glow-along lhe edges. 

Casaingidtruify will reveal that 11 is one of a pair and. 1f the center ~s depressed, it can be used to Ye:rbally 
communicate with whoe:ve, hokls the other tablet. no matter ha,11 hr apart they a1e. 

If the artifact 1s shown to Urma Oogleback. she will ocda1m in surpnse and pull a matchmg tablet out of her pocket. 
Sarni had given 11 to her when Kem had lost his from the sd milnyyears be.fore.. They are called toktns of a{ftct.ion 
(Wondrous ttem. uncommon, requires alll#lemmt). She will offtf to buy the one you found for 100 gp: alternatively, 
you can convince her to sell hers to )OU for 200 gp. II Sarni or Kem sees them or leilrn of them. they will olfer to boy 
1he pair for 300 gp as they hold smume.mal value to thecOl.l)le.. 

1 Remorhaz 

I Adult Brass 
Dragon 

I Roe 

ld8 Ducks 
ld4T~s 
ld4 Otter 

1 Stone 
Golem 
(trapped) 

ldlO+ I 
Grillons 
ldlO. I 
Mimics 

I Bandit 
Captain 
ld8+1 
Bandits 

2 Clood 
Giants 
I Mummy 
Lorn 
2d4 
Ch1me,as 
2d4 Wyve,ns 
2d8+1~f\tS 
None 

II 

13 

II 

16 

" 

15 

• 
V, 

20 An anachronisticalo/ wry thatched roof conage sits in the rm:ldle of a smal deiring. Puffs of smolz come our of the ch1m- [mit W. Saps NIA 
ney. A roding char aod a small pot of chttrfut 0owers SIi on the small poch. If the pla~ dlaracters appmch. the door 
opens and a dapper gnome po~ his head out "Oh. wdl )OJ're not spenling )'OI.I" time veiy v.isefy." he S:l'fSchtttfully. 
MBIA. since )O.J're ot,,,iouslyoff on an adventme:. l'I hdp -,ououl- He smilesmirliievo.1$1'y. -eo !hat w~- Hepoinis off 
vaguely to the right As the players look in lhatdirecnon. they experience: a sudden surge of l.l'lfamlia1 memorits (lheyeach 
gain proficiency in a skill they did not have ptofioency 1n before). bll. when they tum bad: the dt.aring tS ffllpty. 

Note: The cottllgc and Emit W, Saps will only appear once. Any further \'!Sits 10 this space will rew:al an c~ty 
clearing with what looks like a fa1n1 outlint where a cottage might once hM stood. 
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Additionally, at the GM'sdiscrclion, roll ldlO to determine what non-cre,uure items may be found with either;1 OC 15 
Investigatio n, Nature, or Perception chock in an area. Plants and seeds can be sold to Nora Treeforge. Artifacts can be sold 
co Unna Ooglcbad:. 

Roll Encounter Tu t Items 
You no1ice: a suange: and unusual plant in bloom. Harves1.1ble seed pods hang from it. 

A ha Jr-buried chest peeks ou from a crevice m The Wildaback"s hide. 

ld8 Rare Seeds 

4d6x IOOsp 
ld6x IOOgp 

You spy somethmg "w'r3pped in a thick blanket and secured w11h leather str.aps. ld4 Artifacts (SOOgp) 

ld4 Rare Plants Some mteresting blooming Vines grow out of a natura!lyoccurnng rock rOITTlation m the shape- or a 
pot. It looks usily transportable. 

S The hdt of a weapon protrudes from lhe ground and can be usity pulled free. It 1s unclear how long 
it has been theft. but the edgt of metal that can bt seen btlow the hik is still gleaming and rust•fret. 

•After this has been encountered mon. than once, reroll on .a 5 

Roll I d4 to determine type: 
I +2 D.lgget 
2 + 2 longsword 
3 +2 Rapu:r 
4 +2 Shortsv.ord 

6 An ornately carved art,faet looks like it has erupted out of lhe hide of The Wilda back. almost as 
though it wt:re des~ate to be found. 

I Vtry Ra1t A1tilaet (I.CX>Ogp) 

7 An abandoned rud:sack. which so II looks to ha"'e something in 1t. ld4 Ccmmon Atltfacts (50gp) 
8 A small hole with an abandoned sho\ld sits off to the edge of the deanng. You can see the edge of 

something glittering in the hole. 
ld4 Uncommon Artifacts (ISOgp) 

9 It looks like someone had fought through this location ea1l1er. though they left in a hurry. A numbu 
of arrows. mos1ty undamaged, can be Sttn scattered around. 

ldlO+I +2 Atrr?NS 

Io A leather pooch lies off the path. as if someone diopped it while fieeing ldlO TounnalineGems ( tOOgp) 

THE D EEP 

There arc occasional funnels chat dip down below the 
ruins, into the magically expanding hide as well as the 
actual insides of The Wildaback. O ne cn1rance in1011,e 
Otep is located just yards to the left of the s tairs down 

from either side of the Guest Check-In Arca (Al ). 
A carved stone hatch covers the entrance and can be 
easily opened with a OC 15 Strength (Athletics) check. 
However, once the parcy steps through, the harch doses 
behind them and they feel an almost imperceptible push 
as they arc propclk-d forward and dropped into ll)c 
Rumen (E l ). 

None of the rooms within T11e Deep have any mnur<1l 
lighting, though there are some fungal omgrowths on the 
"walls" tha1 glow faintly. The environment is considered 
to be in complete darkness. 

The "goop" within £1 to E4 is TI1e Wildaback.'s digestive 
Ouids. Creatures in contact with the material slowl}' bum, 
taking 2d4 acid damage every hoor they spend inside. 

El. The Rumen 
This large, irregularly shaped room is knee-deep to 
waist-deep in mysreriousgoop, making traversing it 
difficuh . Chunks of 1hings flcxu in the goop, including 
leaves, branchc.s, nests, and many other unrecognizable 
bits both large and small. Anyone with proficiency in 
brewing will recognise a slight smell of fcm1cntation. 
A DC 14 lnvcstigation or N:uure check will reveal chat 
the)' have entered the first St6i'Mu.•h of The Wjldnb.'lcl. 

Every Jd6 minutes, or as dc1ermined by the GM, a 10 
foOf opening will appear in the cc mer of 1he ceiling and 
an amount of vegetation will full into the room with 
a splash. 0-.aracters undcmca1h 1he opening will be 
affected as follows: Roll l d4 



Roll Efft ct Save Result on Fail 

I A blast of air blow's through DC 12 Knocked Prone 
the room Strength 

2 A Mll-che'M!d amoum of DC 12 2d6 D.lmage 
le:aves and thorny br1nche:s Dexterity 
falls into the room 

' Half.chewed treetops fall into DC14 6d6~magc 
the room Oextcnty 

4 Large. batt:lychewttitree; fall DCl6 10d6Damagc 
into the room Oextcnty 

The walls of the room seem to pulse slightly in a regular 
pattern, and there is a general current in the. goop that 
pushes gently towa rd what appears to be a membrane 
on 1hc oppo5ite side of the room, which leads to the 
Reticulum (E2 ). The hmch through which the players 
cntcR.--d can no longer be seen. 

A recently swallowed famil)' of 3 ( ld6) very confused 
owlbcars arc splashing around in the room. 

E2. The Reticulum 
Beyond the: membrane is the Reticulum. le is 
much smaller th.,n the Rumen (El) and feels quite 
claustrophobic. The air is heavy and damp, though the 
goop pushed through from the Rumen is only ankle, to 
knee-deep. If the characters acrempt to make 1heir way 
back chrough 1hc membrane to the Rumen (El), they 
will find thm they arc unable 10 move in that din.--ction. 
If touched, lhe walls give sligh1ly to the touch but are 
imperviot1s to damage. 

As the players walk (or arc pushed with the current) 
1hrough 1he room, they will swb ,heir toes on a random 
collection of metal objects lying in the goop. AOC 15 
Nature check will re\·eal that this part of1l1e Wiklaback's 
stom,1ch collcct5 any swallowed metal objecu so they 
don'r damage or her parts of the bcasr's internal workings. 
While most of the detritus is nearly unidentifiable after 
so much time in the goop, a OC 15 Investigation or 
Perception check will reveal a nt.>t}' iron sphere still 
enclo.scd in a leather pouch. (iron OOnds of binditi.g, 
Wondrous Item, Rare). 

A large, valve-like opening on rhe opposi1c side of 
the circular room is the only exit. It opcn.5 and closes 
regularly and is large enough to walk through. It leads 
to the Omasum (E3). 

£3. The Omasum 
The Omasum is like a very twisty tunnel that connects 
the Reticulum (E2) 10 the Abomasum (E--4). The walls 
here appear striate<! and papery, but ;mempting 10 push 
rhrough more than a fow inches is im!X)ssiblc. The cver­
pn:sem goop seems drier and any Oll,>anic materials in it 
arc more decomposed. Scancrcd rock-like s1ruc1ures arc 
ever)1whcrc-, as well as piles of gems and diamonds which 
arc wcll~polished from lhc constant rubbing and friciion, 
making it difficult terrain 1hrooghout. Another valve-like 
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opening leading 10 the Abomasum (E4) is located at the 
end of the pathway. 

Attracted by the gems, ld4 xorn arc loc;ucd at various 
locations within the area, soning through stacks of 
diamonds. seemingly unperturbed by their locat ion. If 
the players atmck first or a11.emp1 10 collect any of 1he 
gems, the xom will attack. If 1he last remaining xorn is 
bloodied, it wil l attempt to flee by diving into a wall and 
tum1e1Hng out using Earth Glide. The tunnel will cl06C 
behind it if i1 escapes. 

11'1C following intact gemstones can be gathered from 
the room: 

• 2d IO 50 ""' stones 
• JdS I 00 gp stones 
• 2d IO 500 gp stones 
• ld20 l ,OCO gp stones 

£4. The Abomasum 
The Abomasum is roughly the same size as the 
Omasum(E3). Besides the entrance that the pl:tycrs 
came through, a number of small waste pipes near 1hc 
top of the room empty imo this chamber from the 
tavern. The smell is a combina1ion of a lot of things. 
none of ,hem pleasam. 

TI1is chamber is filled with 2d20+ I gelatinous cu bes 
that arc happily devouring what the pipes Mc dropping 
in, as well as anything coming in from the Omosum. 
11,c gcla1 inous cubes arc 100 busy a1 their job 10 at rack 
withc,ut being provoked, bu1 will reac1 if touched. An 
exit lies on the opposite side of ,he room from where 
the players enter, which, if taken, will dump th~ player 
characters out into a random 
area of The Ruins. 
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The Touern 6uests 
------ ---- ---

Rimak Chaska 
Rimak is a male high elf bard currently posing as a wealthy 
noble. He wears \'Cry well-made clothing and silk gloves. 
He has cuttingly high cheekbones and long blonde hair tied 
back in a ponytail. If engaged in convcr-5-acion, Rimak will 
talk about himself and talk over other people. He spends 
most of his time in the Main Hall (AZ) .ind is al"'a)'S there 
when a show is being performed. 

In reality, Rimak is 11~ leader of the Adventure Belles, a 
bardic troupe that seeks revenge against the Half'n'Halfs, 
as the two troupes had both been up for the posting at 1l'IC 
Wildaback. \Vhcn the Belles disb.1ndcd shonly after foiling 
to get the job, Rimak swore to destroy the Ha!Pn'Halfs. 
The rcsrof the Belles arc waiting for him co accomplish the 
11.1sk so they can rake the place as nmncrs up. 
Rim.-ik uses the assassin sr:n block, with the following changes: 
Rimak has aCh."lrismascore of 16 
R;m,k ;, CR 8 (3,900 XP) 

Rimak can cm 1he following lnrd spells, using Omrisma as his 
spcllais1ing ability (spell save DC 14, spell arrack bonus +6). 
Camrips (at will): millOT illusfon, presridigiuuion, t•idou.s ,nockery 
1st level (4 slotS): disguise self, sl«J>, hideo,is laugh1er, 
dissonant whispers 
2nd level (3 slots): enhance abili1y, knock, suggestion 
3rd level {.} sl0ts): 5ending, rongues, ,najor i~e 
4th level (2 slots): polymorph, confusion 

The Ha!f'n'Ha!fs 
The Halrn 'Halfs arc a bardic troupe made up of members 
1hat all share a common theme; they are all half-breeds (or 
halnings). They are booked to perfom1 on The Wildaback 
for the coming year and have only recently rakcn up 
residence. The competition for the job was stiff and the 
first long-term posting the troupe has c\•cr been awarded. 
They arc detennincd nrn to mess up this ch."lncc, as a good 
stint aboard The Wildaback can guarrmtcc them long-term 
success once they disembark. 

Poma Llul!a 
Poma Llulla is a male high elf archmage of advanced years 
who has come to the ravcm in the guise of :1 mcrcha111.. His 
clorhing is of the highest quality and the hncst St)•les. He is 
shon for an elf, bm noc undul)' so. He keeps his dark black 
hair short on the sides but longer in the back, where it is 
pulled into a shon ponytail tied back with a silk ribbon. 

If engaged in conversation b\' someone or asked about wh.1t 
wares he has for sale, he will munnur "aguely abou1 "not 
h;n•ing much stock on hand0

' and being too busy to chat. How­
ever, ifSami is in 1hc room,he will be all smiles, though he 
St.>cms to avoid Unna. He CM usually be found lounging in the 
Main Hall (AZ), where he likes to sit near the Kitchen (A4). 

Emed 
Emed is a shy young male human acolyte. He wean; very 
simple clothing and will only speak if spoken to, never 
volunrcering 10 Start a conversation. He has rtddish-brown 
hair and a thin face. He only rcccnrl)' left his small village 
in order to find himself and has been wandering withom 
direction, He has not been staying on The Wildaback for 
long and seem.s lO be in a"·e of everything. Emcd never seems 
to sit still and can be found walking d"ie baloony and shoulder 
patio, in the Rooft0p Terrace (Bl ), and p:;1cing in rhe M'lin 
Hall (A2), though he also retires promptly ro his room every 
night n()( long after he has taken his e\•Cning meal. 

Sinchi 
Sinchi is :1 01.."lle red dragonbom traveling knight who 
recendy arrived m the tavern. He h:td heard rumors th.it 
great treasure can be found aboard. When not wearing 
his armor, he \\'cars a long silk robe over leathers. He 
keeps himself in good condition, waking up early every 
morning to exercise on the shoulder patio. If engaged in 
conversation, he speaks in a friendly and boisterous manner 
and will regale listcncrS with hard-to-believe stories of his 
cxploitS in battle. He can usually be found chauing wi1h 
A111.."lm m The Bar (AS) or relax ing in the Main Hall (A2). 
He sometimes explores 1nc Ruins on his own. 

Chance & Choice Whisperbeam 
01ance and 0 1oice are identical lightfoo1 halfling female 
twins th.it boc h us.c the commoner st<llistics. It is impossible to 
tell them apart, from their matching wildly curly brown hair to 
their petite feet clad in pointed shoes. They even wear similar 
clothing-silken vests over billowy white blouscs--and snmll 
diamond srnd earrings. They founded the Hatrn'Halfs and 
are sometirocs referred to as the "d}1lamicduo" by their fellow 
members as they seem cndk::ssly energc1ic. They can of1cn be 
found puuering around at the Main Stage (AJ), 

Urma Oogleback 
Um1a is a midd\e,agt."<I female rock gnome historian, using 
the commoner statistics with a base Wisdom of 15 and 
Charisma of 12. She knows 1hc ideruify spell. She frequently 
visits The Wikl.'lback to explore the exotic locales it navels 
to and to catalogue the creature itself (or the things found 
on it). O\'cr the years, she has developed a good friendship 
with Sami and Kem both, but particularly with Sarni over 
their shared lo\'e of antiquities. 

Urn1.."I likes TO dress appropriaicly for wharevcr area The 
Wildback is currcnily traveling in, so her clothing can 
range from very elaborate and ornme ceremonial garb 
to everyday wear. She has a wide, friendly face us.ually 
wreathed in smiles, and wears her h.'lir in a long braid 
that wraps around her head like a crown. If engaged in 
conversation, she will be happy to regale anyone listening 
(or not) with derniled descriptions of her favorite finds. 

She can usually be found hanging out near The Bar (A5) 
or with Sarni in his office (DJ). 



Drnch 
Druch is a male half-ore ac1or and musician. \Vhilc as 
powerfully built as any half-ore and a veritable powerhouse 
while performing, he is timid and shy offstage. When not 
performing, he can often be found on the Rooftop Terraced 
Garden (B l ) prac1ici1\g. He uses the bandit statistics 
but with a base strength of 16 and charisma of 12. He is 
proficient in both the lute and the pan flute. 

ElyeYin MooajloweY 
Elycrin is a female half-elf commone r with short-cropped 
silver hair, making it easy to don wigs for quick costume 
changes. She dresses in loose, flowing clorhing when llOt on 
sm1,oe :md sweeps into any room with grcm panache. Like 
her partner, Jammuth, she would rather the Half'n'H,Ms 
only workOO on ''worthy" productions such as sweeping 
melodramas or classic tragedies. She looks down her (very 
pointed) nose at low-brow com<.-dics or bawd)' shows. She 
can usually be found in her room or dramntic:,illy walking 
about in the Main Hall (A2) or Rooftop Terrace (Bl) while 
reciting florid monologues. 

Jamrnuth MoonjloweY 
Jamrauth is the husband of Elycrin; a male half-elf bard 
using the acolyte statistics with a base Charisma of 14. He 
knows the cam rips dancing lights and minor illustoll, and 
the spell disgtiise self (3/day), Tall and very confkknr when 
spoken to, he is a cow:'lrd at heart Md will buckle under 
pressure. He has blonde hair streaked with light green so 
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subde that you're not sure ir is there. He wears form-fitt ing 
clothes, borrowing many irems from the Half'n'Halrs 
costume collection. He c:m usually be found wherever 
Elycrin is, or at 111c Bar (A5). 

Hook 
Hook is the newcsr member of the troupe. He is a 
chaotic good goblin, though he applied to the troupe 
as a half-goblin, half-dwarf. Shon and stout, he has a 
suspiciously limp and scraggly beard. He wears clothes 
of Owarven make, complc1c with a small silver tankard 
he wears attached to his belt. He left his clan at a young 
age, as his greatest dream was to be an actor. Hook speaks 
Common, Dwar\!ish, Sylvan, and Goblin . He spends 
most of his free time apart from the rest of the troupe, 

~~r~:r~{~~,: i:~'t~t.'hc Main Hall (AZ) or at a J 
If the party contains a dwarf, the first time Hook comes 

in conrac1 with 1hcm ( if he's not on srngc), he will nish 
forward yelling ;·My dear cousin!" in Dwarvish. He will 
then hug 1hc character and whisper in their car, "Please go 
along, I beg y04.1." If the character docs not play a long, he 
will claim it was a C.'\Scof mistaken identity and no more 
will be said of the matter. If the character goes along with 
his ruse, he will later explain his siniation and tha1 he 
thinks Elyerin and Jamrnuth arc suspicious of h im. If the 
character continues 10 pretend robe his comin during lhcir 
stay on The Wildaback. Hook will assist them in any way 
he can, buy them I'Qlmcls of drinks (Dwarvcn ale), and even 
join them in a fight if necessary. 
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THE QUEST BDAHD 
A section of wall near the Guest Check-In Arca (Al) is 

lined with squ."lrC slate mblcts hanging cm nails. 
A piece of chalk lies on a shelf nearby. Job postings and 
possible quests arc posted here by staff and guests alike. 

ALL You CAN EAT 

Explore The Ruins & Help the Chef! 
Quest Giver: Sarphi 

The reason Sarphi is able 10 make the marinated rcmor­
haz pasta is because, much to her delight and fascination, 
there is a re morhaz nest in TI,c Ruins. 

She only hunts what is neeck-d-onc creature when it 
is in season. Es.scntially Sarphi has become the rcmorhaz's 
natural predator, keeping their population from exploding. 
She wants the party to hunt one of them down, both for 
population control and food. 

If players. rake the quest and enter The Ruins, they 
will need to track down and kill a rcmorhaz. his up 
m the GM's discretion on how many rcmorhaz arc 
discovered or :ma<:k. 

To BE OR NOT To BE 

Emergency 1mttTU1irten rwded! 
Quest G ivers: Jamrouth and Elycrin 

If the player ch .. '\ractcrs arc in the Main Hall (A2) not 
long before one of the nightly performances, anyone 
with a Passive Perception of 12 or higher wil l hear a few 

1h1,ds and a commotion from behind the stage curtain. 
Soon thereafter, Jamrauth and Elycrin Moonllowcr 
rush out and post a notice to the Quest 80.'lrd stating 
"Emergency Entertainers Needed!'' 

If the player characters respond to the pica for help, 
Jamrauth explains that other than himself and Elyerin, 
all of the performers suddenly fell imo a dcep sleep. 
J:rnuauth and Elyerin despcrau~ly want to put on a 
performance, especially since the Main Hall (A2) is full 
of guests. The audience includes all listed tavern guests 
and a number of local commoners from whatever area 
The Wildaback isc:urrcntly gra2ing in. Suddenly, while 
J:unrauth is explaining: things., El)·erin inexpl icably 
bursts into uncontrollable laughter. 

The player characters can assist the 1roupc in a number 
of ,va\'S, including: 

• Performing alongside the last remaining member, 
Jamraurh, who is clearly on the edge of a nervous 
brea.kdown, and/or 

• lnvestib'3.ling what happened to cause the <Xhcr 
members to full asleep and Elyerin to become 
incapadmted with laughter (sleep and hidooLa laughurr 
spells, cast by Rimak). 

If they :\rC :i.blc to S..'IV(' the day, the l-lalf'I'l'Halfa \viii be 
incredibly grmefol (once 1hey arc awake) and will lend 
any a~istancc 1hcy can to 1he players in the future. If 
Ri111ak's role is uncovered (and he is st ill alive), he will be 
kicked out· of the ravem by Qinlar. &uni, in 1hc audience, 
will ,hank the player charnc1ers for their assistance and 
give them ;d20 gold. 



RUNNING Tl-IE GAUNTLET 

Adl'enmrous pany needed! Only 1/u! brm-e need apply! 
Quest G ive r: Sinchi 

If the pla)'Crs ask Si nchi what he has in mind, he takes 
them outside to t he start of TilC Ruins and points out a 
mysterious stone hatch (the entrance to the Rumen (El)). 
He explains that he's hean:I story after story of the riches 
bcncmh The Ruins, but rhat collecting them is definitely 
nOt a one-man job. He asks the players to accompany him 
ona foray into The Dcq, and promises to split any trcamrc 
found Ix-low. He has already secured 1hc nc-ccssal)' pcmlis­
sions from Qinlar. whoct,coumgcd him to go wit ha smile. 

If the players accept, they can enter the Rumen (El) 
with Sinchi any time after collecting their wc;apons . Right 
before they go in, Sinchi will hand om ld4+ I torches. 
If dlC qucsr is successfully completed, upon exiting dlC 
Ah<)masum (E4) Sinchi will declare it, "The beit adventure I 
ever h;KI, worth more t han .1ny gold!" He will ask only for 
a couple of gems as his share. 

THE NEVERENDING RUINS 

Help \Xlanred in Cmaloguing The Ruins. Plea.st .see Urnlll. 
Q uest Giver: Urma Oogleback 

If the players speak to Urma aborn the quest, she will 
greet them Viith great ent husiasm and explain that she 
would love their help in documenting The Ruins and 
collecting any artifacts found there. She tells the players 
that The Wilclaback has been traveling for so long and 
has picked up so 1nany things that its hide is practically 
an archaeological record in iiself. 

She says she will pay the following for any artifucts four1d: 

• Common 50 gp 
• Uncommon 150 gp 
• Rare 500 gp 
• Very Rare 1,000 gp 

Additionally, if the pl.t)'ers will tell her about 
evel)1thing 1hey discover in The Ruins, such as what the 
a rea looked like and what creatures they found there. she 
will be happy 10 cxch:'lllge the information for something 
valu.1ble as follows: 
• I • 5 Unique Encoumers: \Vind F,m 
• 6 • 10 Unique Encoumers: Goggles of Night 
• 11 • 15 Unique Encounters: Clook of Protection 
• 16 • 20 Unique Encounters: BrO()Ch of Shielding 

ALL Tl-IE BEAUTIFUL THINGS 

\'v'antcd: Unusual Plants or Seeds. 

Quest Giver: Nora Trecforge 
If you visit Nora ro ask about this quest or run into her 
while wandering the Bl Rooftop Terraced GMden, she 
will ask you to bring her any unusual plants or seeds you 
find, either from Tite Ruins or your own 1mvcls. She will 
pay 50 gp or a po1ion of healing per rare seed and 200 gp 
or a JX)tion of greater healing per live plant. 
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fUEnT5 
W1-10 LET TI-IE Cow OuT? 

Titis cvem can occur all)' time after check-in as the player 
characters arc possing through the Main Hall (A2). 

A lone buphagus exits The Store Room (A6) and &>OeS 
about its business. Anyone with a Passive Perception of 
14 or h igher may hear t.hc thud of something falling over 
inside rhe room. A few moments later, the store room 
door bursts open and a blas1 of cold air whistles through 
the Main Hall. I d4 + l Ice Mcphits spill into t he room 
(from the first wave after the ct>CTlasring cold boule. is 
accidentally unstoppcred). 

Qinlar shoulS for everyone to rnkc up arms and then 
calls out the arcane lock's passcodc (''barakor") to open 
the weapons cupboard , tossing out weapons to any 
player characters nearby. Two additional waves of Ice 
Mcphits and then one ice devil will emerge from the 
Store room every other roui1d of combat until the bonle 
is rcstoppcred or broken. h is up to the GM's discretion 
whether Qinlar joins in the fight or works to move any 
other guests in the area to s.c"lfoty. 

If th<= p la\-Cr ch::uacters succcs.-.fully contain the menace, 
Qinlar will proclaim them ''Prottx:tors of The W ildaback,'' 
give them a pcnnanent pass to carry their weapons with 
them while aboard, and refund any money they have paid 
to stay in the tavern. 

AN ATTEMPTED Coup 

It is recommended 1ha1 W follou.ring event take pla,ce afrer tht 
pbyer characters h:-we been traveling on TM. \"Vildnback for 

some lime and not immediately <(ter boarding, as 1his could be 
an exi1 quest depending upon rhe ou1comc. 

One day, during lunchtime in the Main Hall (A2), Poma 
Llu lla approaches Sarni Yanay. "Ah, I've been looking 
for you," he S."l}'S with a wide smile. "Herc's thm amique 
ring I was telling you about . I think it's j llSt 1hc 1hing you 
need for your collection." I-le pulls out a .smal l s ilk pouch 
and hands it to Sami, who opens it to re,·eal a golden ring 
wi th two shining carnelian gems set to either side of an 
intricately carved figure. 

Sami exclaims over the bcfiuty of the ring and puts it 
on. It is a ring of subjugation (Wondrous Item, Very Rare, 
instam anunement. A creature attuned to the ring 
must succeed on a DC 24 Wisdom save or permanently 
foll under the effects of the spell domina1e person, 
domin:ued b~, the giver of the ring) . Players with a 
Passive Perception of 16 or h igher (or anyone acti,,ely 
using a skill to watch the interaction) will notice ,hat 
his eyes go a bit glassy once the ring is on. "Now," says 
Poma, "bring me t he crown . ., Sami, moving rather 
robotically, goes over to Kem, who was chatt ing with 
Sarphi at the door to the A4 Kitchen. He snatches 
the circlet from Kcm's head. Immediately, the following 
things happen: 
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The Wildab.'lck stumbles ro a halt with a lurch, forcing 
C\'Cry passenger to succeed on a OC 12 Athlet ics or 
Acrobatics check, falling prone on a failure. 

The two stone golcm srntucs at the entrance to the 
Main Hall (A2) come to life. One grabs Kem and 
immediately carries him away towards the Guidehouse 
(01). The other stands in front of the entrance on guard. 

The rn·o stone golcm statues holding the Main Stage 
(A3) curtains drop the curtain a nd step down off the 
srngc, though 1hcy seem unsure about whai todo. 

Poma hM been pl0tting for some time to take over 
control of TilC Wilda back. However, he was unaware that 
Kem is spiritually bound to The Wildabad:: noc bound 
by a symbolic trinket. For Poma co rnkc com rol of th~ 
bcas1 entire!}•, Kem mus1· die . Poma quickly makes dus 
his new objcc1ivc, racing co the Guidchousc (DI), aided 
by his controlled servant S.uni. Kem is gua~led in the 
G uidehouse by the stone golems (two outside, and two 
or three inside, depending on whether the m issing stone 
b,olem " ,as re leased in The Ruins previously). 

The thr~ stone golems remaining in the Main Hall 
(A2) will still respond to Sami'scommands (i.e., Poma's 
commands via Sami). Poma will leave Sami in the Main 
Hall wi1h the golems to srop any resistance. To save Kem 
and The \Vildahack, rhc player ch::1rac1ers will need ro 
accomplish the following: 
• Stop Poma from killing Kem 
• Break Ponds hold over Sami 
• Regain the circlet 
• RclcMC Ktfn from tht Guidchousc (01) 

Kem, not knowing from whom the threat is coming, 
will attack a nyo1~ who :memp1s ro emer the Guidehoosc 
(DI). Complicating m(lttcrs is that The Wilda.back, 
without any active guidance from Kem and confused 
by what is happening, is m0\1ing unexpectedly and may 
accidcnrnlly crush a nearby village located 5 units of 
distance away. 

At the sran of every round of combat, roll ld4: 

Roll Effect 

The Wildabad:: does nOl mo-.,e. 

2 The Wildib~ shudders wtlh indecision. 
OC 12 Athletics or AcrobJlics che.ck or be knocked prone. 

J Tht Wildabad:. ~ I un,t tO\Yard tht village. 

4 The Wildaback m<M:S I unit away from the villagt. 

At thcGM'sdiscrction, any other NFCs mav join in 
the figlu to save The Wildaback based on their.current 
relationship with the players or their pcrsonalic1es. If the 
player ch.,r.ic1crs .succeed in fn.-eing Sami .ind Kem and 
returning the circlet to Kem, they will be rew.ardcd with 
everything in the bag of holding kept in Sam,'s office 
(03) as well as free room and board :u The Wildaback 
for the rest of their lives:. HowC\'er, if Sarni d ies during the 
quest, Kem will be heartbroken and only give the coin 
contained within rhc bag. He will then ask everyone, 
including the staff, to disembark 1he Wild,back while he 
ponders what 1odo next. 

No matter the ouicomc, Kem will hal1 T11e Wildabadc 
near the loca1ion of the village. If the village was not 
destroyed, the villagers will hold a celebratory fca.st for 
all involved. I( it was destroyed, Kem will pledge to help 
rebuild the village. 

T AVERN HISTORY 

The Wildaback is an cnigmmic titan, whose history far 
predates :mything written or spoken. Profound qucstion_s 
about its nature arise when observing the strucrurcs on its 
body: if it is older than humans and similar races, why do 
irs growths resemble their architecture! Was an ancicn~ 
rncc inspired by its passing, or has it somehow adapted 1ts 

bone structure blscd on humanoid settlements? Many of 
these questions have no absolute answer, and no one to 
give them. 

The more recent history begins with 1he man named 
Kem Kasik, an outl.mdcr and wildman who discovcr(.-d 
the beas1 devouring uces nearby while on a journey. He 
climbed the monstrous titan alone, and as Kem, tells lhc 
srory, heard the voice of a g<XI he had nc,•cr met. It asked 
Kem to travel "'ith The Wildaback, acting forever as its 
hosr and guide. Kem agreed, accepting The Wild.aback as 
his ne"found lot in life. 

Many ycar:s later, Sami Yanay became known in his 
homc1own as a failed salesman 0 1, his las1 legs. During 
a bout of self-cvnluruion in a local rovcm, Sami was 
approoched by Emit W. Saps, who suggested he rnkc a 
walk into the woods the following dawn. With nothing 
lef1 to lose, Sami agreed, and disco\•ered the great titan 
grazing, He.stumbled upon lhc lift, which was one of the 
many foscin,.1ting improvements Kem had created. They 
met atop 11,c Wild aback. and quickly became infatuated 
with each other. 



Stat Black 
BUPHAGUS 
lbcsc bird-like humanoids look Hkc lhey are alwa~'S wearing 
a foathCI)• cloak, as when nor in flight 1hcy keep their wings 
against their back. They have a light brown body and chest 
feathers and darker feathers on their limb$ and the rop of 
their head. Their beaks arc yellow with red t ips, and feature 
a curve that resembles a slight frown. They don't speak, but 
they arc able to roughly undcrsrnnd all spoken l:mguagcs. 

BUPHAGUS 
Medium humanoid. neutral 

Armor class: 13 
Hit Points: 17 (3d8) 
Speed: 30 rt.. fly 40 ft. 

STR DEX CON INT WIS CHA 
10(..0) 16(+3) 10(..0) 11(..0) 12(+1) 10(..0) 

Skills: Perception +3. Stealth +5 
Condition Immunities: charmed, paralyzed 
Senses: darkvision 60 ft.,passivt Perception 13 
Languages: understands Common. ONarvish. Gnomish. and 
Elvish but does not speak 
Challenge: 1/• (50 xp) 

Kttn Sight. The Suphagus has adv.rntage on Wisdom 
(Perception) checks that rely on sight. 

ACTIONS 

Shortsword. Mefee Weapon Alfack: +5 to hit. reach 5 rt.. one 
target. Hit: 6 (ld6 + 3) piercing damage. 
Btak. Melee Weapon Altack: +5 to hit. reach 5 rt.. one target. 
Hit: 4 ( I dS + 3) pie<dng damage 
Shortbow. Ranged Weapon Auack: +5 to hit. range 80/320 
rL. one t.1rget. Hit 6 ( I d6 + 3) piercing damage. 
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T
he Bloated Bounty is the epitome of shady back-alley tavcms, and serves as the perfect place fora mix of 
skullduggcry and criminal planning. 1llc subdc nuances of the uansacrions lhat take place here arc nearly 
impossible to decipher for anyone but a hypcrnnemivc rogue. Visirors here would be wise t_O w:u~h their 
backs, nor linger for long, <ind be careful not 10 eavesdrop. The draw of rhc Blootcd Bounty lies in it s name; 

all jobs found here arc high-risk, high-reward. 
11,is ravcrn is designed for level 11-16 characters, and is intended to be dead!)' for a curious fool. This tavern works 

well in campaigns with evil characters, or o nes who frequently seek out risky situations. The players should feel the 
gravity o f Lhc trans."lctions that take place here, feel as 1hough the jobs here arc "too ~,ood to be 1ruc," and undcn;umd 
that what they say to pcopk is very importan t. The biggest misrnkc any c.h.'uactcr could make inside the Blo:tted Bounty 
is trusting the words of a pacron. 

The Bloated Boumy is a large, inconspicuous building in a rcla1ively nice pan of town- most likely impersonating 
a noble mansion with an enclosed courtyard. The easiest way to learn abou1 the Bloated Bounq• is [hrough 1he corrup1 
nobles or powerful criminals who frcqueni the place. The parry could be invited 10 1he place for a cfandcs1ine meeting, 
uack a rh•al tO the building, or m unblc upon ii as a cruel eventuality. The dull exterio r and thick walls complc1cly hide 
the corruption and wickedness within .. 

MAGICAL DEFENSES 

The Bloated Bounty is under the effect of a pennanem 
hallow spcl I (as well as parts of nearby buildings 1hat fal I 
within a 60-foot radius). Celestials, elementa ls, fey, and 
undead cannot enter the area, nor can they charm, fright­
en, o r possess creatures within the mvern's walls. Fiends 
that aren't c::ontractually bound to O2emnos arc a lso 
aff«tcd by 1he spell. Additionally, creatures cann01 move 
or travel into, within, or out of the area using tclcpor­
rntion or by cxrrndimensional or intcrplan..1r 1ncans. For 
example, if a creature tried to misry sicp from the guard 
~I in A2 to the spy room in B2, 1hc spell would fail. 

AREAS OF THE TAVERN 

A 1. Facade Barric:ide 
The fonner owner of the Bloated Bounty was a private 
person, as heavily attested by the building's high walls. with 
fulsc windows for deeorarion. The most obvious differences 
between this building and its neighbors arc the hostile 
architecture and strange graffiti around 1hc cntmr1Cc. 

Doors. The narrow double-doors of the Bloated Bounty 
arc shut and barred at all times, but there is ad ifferen1 -
sized knocker on each door. If a creature performs a 
special series of knocks (a soft knock on the left, tw() hard 
kn0eks on chc right, and a hard kncx:k on the left), the 
guards in A2 will open a sli1 in the door and convey the 
following pointS in Thie,•cs' C1m: 

• "Buzz off, no visitors a llowed." The party ne~is to 
name-drop someone they know on the inside to get in. 

• ·'You got tickets?" The " ticket" is an entry fee of 10 b'P, 
but the guards hike up the prices for newcomers. 

Graffiti. The graffito is a symbol in Thieves' Cant 
meaning ''Safehousc." Anyone who understands Thicv<:$' 
Cam picks up on 1his immcdimely. 

Spikes. The rooftop has tiny spikes elegantly installed 
in the gutters. Creatures with a Passive Perception 
of 15 or higher notice them immediately. A creature 
that attcmptS 10 d imb the building must roll a OC 16 
Dcxteriry saving 1hrow " 'hen it reaches the rooftop. On a 
failure, ir rakes 5 (2d4) piercing da1n.1ge and 1h-cn falls JO 
feet, mking an additional 10 (Jd6) bludgeoning damage. 

Watc.hcrs. After sunset, two assassins and rh.rec spies 
hired by Raj iv loi1er ne:ir 1hc building. As a firsi line of 
defense, they " 'ill question anyone w.mdcring around the 
area. Creatures that linger 100 long outside or look like 
easy ll'41rks arc frequently at racked by this team. The spies 
favor ranged atmcks, and always avoid mclcc range. If the 
assassins are killed, the spies will flee and report to Rajiv. 

A2. Gu•rd Vestibule 
The very first chamber is a vestibule with a bench for 
the guards.. A loc.h·d donation box is set into a shelf 
on the wall behind the bench, which is used when 
collecting "tickets." A narrow hallway leads deep into the 
building before abruptly turning right, into the n.>ccprion 
area (AJ). If 1he pany is entering the Bloated Bounty 



peacefully, 1he guards gC$nirc 10 the box before letting 1he 
pany travel any funher. 

The Donation Box. The chest is locked (lockpicking 
0C 20), but contains Jd20 x 10 gold pieces. 

The Guards. There arc four guards in the room (use the 
gladiator stat block, using shornwords ins1e-a<l of spears). 
They station themselves between the entryway and the 
hall leading funher into the tavern. Their annor has a 
red sash around the waist, and their foces are obscured by 
sneeri ng i1np masks made of red-painted wood. 

A3. Reception Arca 
The corridor from the cmronce ends with the reception 
area, an open room between the main room and rhe 
kitchen. Zamina, 1hc hostess, can usually be found w.1i1ing 
behind an o m..'\le podium smtiotlC'd in this room. Hanging 
from the wall in an iron cage is Squawk the Raven, who 
loudly greets incoming gue:SlS. 

Smells of searing meat and pOlent seasonings waft from 
here 10 1he enrrance, and servers arc cons1anrly coming 
and going behind 1he radium. The walls are smooth 
soone, wi1h deep cr;1cks. The furnin,rc is ,1ll made from 
dark, n .. -ddish-black wood. A spal'SC few iron lanterns hang 
from the walls, filling the room with flickering firelight 
a nd dark shadows. 

Zamina, H ostess. The hostess (i the Bloated Bouncy is a 
succubus disgutSOO as a bubbly tidling with subtle hom.s and 
a wiry tail- hardly different ti-om her actual fonn. Unlike 
man}' of the fiends in the ravem, Zamina 1hinks 1he Bloatccl 
Bounty is a wonderful idea, and is commiut.-d to her pan.. 

Squawk the Raven. Squawk loudly welcomes people to 
the Blootcd Bounty, and Jim off the house rules: 
• "Obey sw./f!~ 
• "Ignore raut" 
• "Pay tab! Not free!" 
• '·No eavesdrop!" 
• "Violarors kicked our! Scabbed! Scabbed!'' 

If the parry has quesr ions, Zamina cheerfully expl,1i1'1$ 
some of the nu;mces, folly aware of the vcilccl threats and 
implications of her well-rehearsed answers. 

• "It doesn't maucr who you arc outside the Bloated 
Boumy. While you're on 1he premises, even the floor 
scrubbers arc your equals, SQ please behave!" 

• ''TilC rats h.1vc JX!nni$$ion to be here, and we ass~•rc you, 
their presence is not indicative of our csrablishmcnt's 
quality. Wa1ch yours1cp, for more reasons than one." 

• "The guards at the front door will not allow guests to 
leave while ,hey still owe money 10 the csrablishment. 
If you can't afford to pay your cab, then you shouldn't 
have mOOe one." 

• "Please respect the privacy of your fellow paU"ons, 
entire!}' for your own safety." 

• "Legally spc:1king, the Blomcd Bounty is n0t liable for 
anything rha1 h,1ppcns to you. Your safety is your own 
lot, we're jus1 here to serve drinks behind high walls." 

A4. Kitchen 
The kitchen is cramped, but OJX!rated with ant~like 
organization and efficiency. Cakitas, n bone devil, rules 
the kitchen as her own personal kingdom. Her shrill, 
grating voice c;1n be he,1rd in 1hc adjacent rooms if a 
cook's measurements are even slightly off. "The recipe 
calls for one cup of flour! Exactly one cup! And you 
thought you could eyeball ir!!" 

Calcita,;. As a fiend with no need to cat or drink, the bone 
devil i.s repulsed by 1hc idea of food and has no clue how to 
cook. Well aware c.i this glaring weakness, she never too:hes 
the food herself, so that she can doogc any culpability for 
mistakes. However, she insists that ht_-,- kitd,cn sraff of five 
terrified commoners follow rocipt'S to the letter. 

The Cooks. Each of the cooks that work in the Bloated 
Bounty is l:o.md 10 the building by massive debt or black• 

mail. Many of them owe over a 
hundred gold pieces, having lost 
them to ,he house in a game of 
Devil's Hand, and work to p.ty 

off their debr.s. Occasion.Uly, one 
cook will be replaced b,• another 

without a word. 

Vinchcnz.o 
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A5. The Bar 
The OOrof 1hc Bloorcd Bounty isswffod by a~ipy half­
elf l\amcd Virw:hcruo, and an array of less friendly, less 
scmpulous patrons. The smooth stone walls here once had 
sprawling mumls of nature scenes and dano::rs. HowC\•cr, the 
Raking. peeling J)'lint has 1n.'\Clc them almo,t unrecognizable. 

Rau. There are ,1 surprising amount of ratS (3d6) 
scurrying about the floor in this r00m. The rats arc imps 
in disguise, though some irnpS instead choose to invisibly 

eavesdrop under the patrons' tables.. 

A6. Seating Area 
The n0rthcm wall of this area is cxpoSl..xl 10 the counyard, 
bur this room is protected from rain by an arched ceiling. 
Sc\'Cral sma ll, round rnblcs with four or five seats each 
arc positioned around the room. Servers frantically move 
from table to mblc, ensuring all of the gucstii arc treated 
with unrivaled speed and politeness. 

Rats- This area is also bustling with "rats" (imps), similar 
in number to rhe bar. Ironically, ti){' food scraps that get 
dropped below the table attract the occasional actual rat. 
These rare fow arc more interested in food than rumors, but 
quickly vanish once an imp n01ices them caring. 

Other Patrons. On any given nighr. 2d6+ I nobles 
and bandit captains can be found enjoying the tavern's 
amenities. Among them might be important lonls or ladies, 
crime lords, wealthy fences, or dangerous advemurers. 

A7. Courtyard 
O nce, this counyard had splendid ~,ardcns with lush, 
fruiting 1recs. Thcy'\·C since been tom up, and a crude 

wooden smsc was built in their place. Dead vines still 
ding to com ers of the murals, and small patches of 
s,,rass have begun to re{_JJ'OW. Lanterns h.-ing from chains 
spanning the entire courtyard. Ar night, their glow casts 
long shadows into the adjacent rooms. 

Pe rforme rs. The music at I he Bloated Bouncy is 
mellow and melancholy. M06t nights, Greshka (veteran), 

Al 

a half•orc singer with a low, smoky \'Oice, sings slow 
ballads about betrayals, murders, and treachery. Her music 
is just loud enough to be background nois(',-perfoct for 
drowning our quiet conversation. Orher nights, guest 
singers or insm1men1al pc,formcrs fill the tavern with 
passive tunes.. 

AS. Private Seating 
North of the bar, there is a s«tioned•off area with a long 
table and cighr scats, sci aside for large parries. The walls 
here have peeling murals of dancing figures in:) g:uden. 
Most every nighl a unique group of hooded figures gather 
here to discus.s various criminal operations. which may be 
explored if the GM wishes to involve them more heavily 
in a s1ory•rclatcd way. 

• TilC Critic occasionally visits this rnvern. When he docs, 
he purchases this seating for an entire evening, observing 
the busdc of the mwm wirh an insc:n1tablc expression. 
If rhc party approaches him, 1he Critic will calmly offer 
to share their table with rhe adventurers. Yoo can use d,c 
following bullet point$ to b'\tidc that con\'Crs.-ition: 

• TI,c Critic introduces himself as '"a critic." 
• The food and drink is surprising!)• gOOO, but the 

presentation needs work. 
• The building is in terriblewndition. lt's quit-ca shame. 

The courtyard isn't being used to its foll potential. 
• He wishes th-cy kept more of the original murals, or at 

least had written down what they used to depict. They 
ackled some inrercst to the barren walls. 

• The place has plent)' o( surprises- the Critic would 
prefer more pleasant ones. 

• Some of the rooms seem a little sparse. 
• The staff an- much more inrercsting ,lmn the other 

guests, aside from the player characters, who he's more 
than excited to have mer. 

Rats. The rats here arc especially agitated b)' 1he 
presence of rhe Critic. They're quiet when others arc 
around, but sometimes: the imps in disguise whisper 
threats to the Critic. "You better give this place a 
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R:y1\ the 
Ragg,d 

Rajiv the Ragged 
The owner of the Bloated Bounty is Raj iv the Ragged, 
a notorious human crime lord. H is sta1s are included a t 
the end of this section. Rajiv's rcpunuion co m1..'S from 
his famously disheveled appearance. He wears fine but 
i\l,fitring clothes covered in signs of wear. His dark, curly 
hair reaches his shoulders in a mCSS\' mop. He has a nice 
focc hidden behind a t hin, scraggly beard. Rajiv delights 
in his unassuming appearance, particularly the revulsion 
it inspires in nobles. He's not really that filthy, ci1hcr, he's 
just a slob. 

His unexpectedly disarming pcrson.1.lit~• is as str ik ing as 
his garb. R:ajiv is a smiling, wise-crocking scoundrel who 
doesn't seem to take anything too seriously. People arc 
never sure when he's serio us and when he's joking. He'll 
slip a veiled threat in between anecdotes. then laugh it off 
as if he'd told a joke. 

Rajiv was born an urchin a nd clawed his way imo 
criminal organizations through pickpocketing and banditry. 
After climbing into a leadership role, Raj iv found a talent 
for nerworking. His own organization is pitifully small, 
hardly extending beyond the Bloated Bounty. Through 
the tavern, however, he has a fur-reaching network of 
comacts and alliances. Raj iv mainly ser\'CS as a fixer­
connecting assrusins, mercenaries, and thugs to potential 
e mploycrS. Although he'll take any job that pays well, he 
has a particular :lnimus for nobles, and will of1en prioriti?C 
opportunities to humiliate o r swindle them. At 1he same 
1ime, Rajiv's weakness is his employees, who he secs much 
of him.self in, and goes out of his way to protect. 

Ozemnos the OveYseer 
OiS(,ri.1ised as a towering, muscular tiefling noble in fine, 
tigh1~fitting clo1hing. Ozcmnos the Overseer is a pit fiend 
with the abiliry to change its shape and size :u wi.11. Year.; 
ago, Raj iv freed him from an iron flask, and Oiemnos 
decided to repay the favor with a short century of service. 
Ozenmos knows he could cut his service short at any time, 
and Rajiv couldn't stop him, but Ozemnos has grown fond 
of the rogue and works with him willingly. 

Lifetimes ago, Oiemnos 1hc Overseer led an over­
ambitious invasion of 1hc mortal plane. He was defeated 
by adventurers, who trapped him in an iTon flask. After 
cennirics of humiliating imprisonment. Ozemnos came 
to the conclusion that his ambitions were ovenc a lous. 
During h is comemplmion, he imagined ways to corrupt 
morta ls through subtler means, .. to bleed 1he righteousness. 
from them, rather lhan amputate it." When Raj iv freed 
him, he had a chance ro put his scheme to the test. The 
pair opened the Bloated Bounty rogcrher. Th rough Rajiv's 
criminal conracu and Oicmnos's devilish influence, they 
were able to catalyze a nexus of corrup1ion, advancing the 
de\•il's inrcrcsts while turning a profit for Raj iv. 

Ozcmnos is patient 10 the poini of :seeming laz:y, due to 
his newfound immorta l patience. However, traumatired by 
his lengthy imprisonment, he insists on leaving a n open 
door or window in any room he emers. He prefers to stay 
in 1he more open rooms of the cwem- porticul:uly the 
courtyard (A 7) and upper a trium (Cl )- when he chooses 
tovisi1. 

He spends the majo rit~• of his time \!isiting nobles and 
kings, both in the city and in surrounding settle ments. 
perpetuating sinister schemes. When he retires, which 
occurs often, his courtyard visits arc spent in a panial 
slumber. lnterac1ing with h im may lead to inter~sting: 
offers or convcr.5ations, but he will seem disinterested in 
anything bur sch emes and rumors. 

Calcitas and the Cooks 
Calcitas the bone devil and several commoners arc in 
chmgc of 1hc kitchens. More infonna1ion about them can 
be found in 1hc details of rhe kitchen (A4). lmcracting 
with Calci1as can be difficult unless accompanied by 
ano1hcr staff member. Regardless of the topic, Calcitas 
seems impatient and anxious that the cooks will make 
mistah-s in her absence. 

Squawk the Raven 
Of a ll the devils 02cmnos has summoned 10 help in the 
Bloated Bounty, the imp calling h ersdf"Squawk" is the 
most troublesome, The imp is one ofOzcmnos's mo:.t loyal 
and ambitious followcrs-0 dangerous combination among 
devils. Squawk is c:1gcr to impress her boss, and often docs 
so by crafting elaborate, overly complicated schemes for 
herself and the other imps in the tavern. Most of 1hesc 



include slander, framing, or 01her troublesome jobs 1ha1 
can be done at a distance. 

$;JYttw~ $JXflds lll0$t of her 1i!ll¢ di.sguis-\.-d as iJ. r,1vc11, 
and sits in an unlocked cage in the l"\."'Ception area (AJ). 
She stans and ends every sentence with a loud, obnoxious 
squawk, as if this somehow makes a 1alking bird less 
conspicuous. She has learned 10 recite a variety of phrases 
in simple "bird-brain" deliveries, but struggles to keep up 
the facade when questioned. 

Chanda and Demir 
Chanda and Dcmir are a pair of chain devils in Oremnos's 
service. Cen turies ago, 1hcy were captains of cli1c shock 
troops in 1he pit fiend's army. Ozemnos h.·lS granted them 
the ability ro change shape:, so that they can help m;mage 
the Blo.itcd Bounty. &th devils arc embarrassed th;at they 
have to masquerade as humanoids, and have a dreadful 
habit of using their unnen1ing mask ability QI\ unruly 
customers. They spend their time roaming various rooms in 
the tavern, di:Spas.sionatcly checking in on guests with no 
real imention of meeting their needs. 

TI1ey arc conspiring co kill Rajiv, as they chink 1ha1 
0-..cmnos's fondness for 1he morml is a vulncmbiliry. Ir's 
a lso their hope thm 1hc pit fiend will "come t.o his senses" 
after R;ajiv is eliminaled--otherwisc, 1hc devils may h.we to 
face an overwhelming ;and sudden wralh. They keep their 
conveootions a""a\' from the rats, but al the OMS discretion 
1hcy may have been rccemly O\'erheard. 

Greshka 
Mos1 nigh cs, Greshka. a. ha.tr-ore sillgcr wi1h a low, 
smoky voice, sin(,.>s slow ballads abou1 bcrrayals, murders, 
and treachery. 

Grcshka is a relatively new bard. Although she's a mellow 
person, she's excited and h umbled to get to perform al a 
pla.cc like th e Slooted Bounty. If the party cams her truSl, 
she'll add that she's a liule intimidated by all the killers and 
actual devi ls. Slill, she confldemly insists, ''\'Vha.1 kind of 
advcmurcr would I be if I let a little danger scare me!'' 

You can represent G reshka using 1he srats of a cult fanatic 
with the following adjusunent$: Olansma is her spcllcasting 
ability (Spell save OC I 2, +4 lO hit with spell ;attacks), and 
she has 1he following spells prepared: Camrips: dancing lighu, 
pr~ridigiwion, tic.k>U.'i mocker)'; !st level: bal'll.', oommlDld, 
heroism; 2nd lc\•el: hoof person, .ru~estion. 

The Guards 
The gladiators who protect t he Bloated Bounty were hired 
by Rajiv 1hrough underworld contacts. They are stoic and 
uncomplainint:;; Rajiv rreats them kindly and pa)'S them 
well. They're unnerved by all the devils in the pl;ace, bt.1t try 
very hard to get along with d1cm. The spies and assassins 
who loiter around 1he Bloated Bounry at night arc also on 
Rajiv's payroll. 

Zamina 
The succubus hostess in charge of the rccep1ion area 
(A.3 ). Sample inrcmctions, can be (ound in the rcceprion 
a rea's description. 

The "Rats" 
The Bloa1ed Bou111y is crawling with rats. However, in 
truth, (almo.t) all of these rats arc imps in disguise. A 
paladin's divine sense and similar divining abilities can 
immediate!}' n otice their tn,e nature. In total there 
are 30of 1hem on the main floor, with a handful that 
travel the city as scouts. TI1c rnts arc trying their best to 
seem inconspicuous. ll1ey'll skitter around, eavesdrop 
on pauons, and bring reports back to Squawk or one of 
the mon~ powerful devils. The imps arc one o f the m()i>t 
valuable parts of Raj iv's intelligence network- he prOmiScS 
pri\'acy within the ta\·crn but, 1hrough the imps, he secretly 
hears everything. 

Creatures who a11ack or otherwise try 1oca1ch the rats 
may be surprised by their elusiveness or cb•erness. The 
imps will skincr out of sight, tum invisible, then sneak 
back to their 1argets. If no one else is around, they might 
break character to heckle and taunt 1he intrusl\,e patron. 

Vinchenzo 
Vinchcso is an incubus disguised as a wcll·drcs.5C(I half­
elf wi1h wavy dark hair and a handlebar mous1ache. He 
preparesdrinkswi1h risky flourishes. Despite the rules of 
the establishment, Vinchemo can't keep his mouth shut. 
He's all too happy 10 say who has and hasn't been seen 
in the tavern reccm\y, share rumors "rhc rats mid h im," 
and rcll 1he party as much as 1hey care to hear about 1hc 
Bloated Bounty's histOry. 
His only reservations 
arc in regards to 

1 he 1n1e nature of 
other employees. 
and certain 
1« 1d1)' topics 
regarding very 
influential 
guests. 

Chanda 



five-star review or we'll-uh, I dunno ... hit you 'til 
you're seeing five stars!" "Yeah! Say something nice 
or we'll really make you yelp!" The Crit ic finds them 
more amusing than menacing, with his only comments 
critiquing t.hcir se1tse of humor. 

&cret Door. A creature that siudies the murals can roll 
a OC 20 Wisdom (Perception) check. On a success, they 
notice a faded figure in the mural gesturing ro a painted 
archway, making a shushing motion. Feeling the archwa)' 
on the mural uncovers a hidden keyhole, centered OI' a 
tiny doorway. The keyhole is protected by rm arcane lock, 
effectively making its lockpick OC 30. The kc)' is located 
in the office on the upper floor. 

A9. Gaming Room 
West of the courtyard is a large, open room with several 
gaming- tables. The chipped murnb in this roo1n depict a 
rainforest, though the faded colors and peeling p.1int give 
it a bit of an ominous edge. 

Devil's Hand. The main game played at the tavern is 
Devils Hand, a card gamealxxu deception and cunning. 
lllC cards you're d<.~h .ire11't .is impormm as )OOr ability 
co bluff, intimkfote opponents, or smncgize. Randomly 
dctcnninc which creature~ first. Each one must wager 
at least 15 gold, then roll Charisma (Dcccprion),Omrisma 
(Intimidation), Wisdom (Insight), or lmclligcncc using their 
proficiency with crud games. The player with the highest 
roll at the table wins the pot that round. Gcncmll)', games 
go until a creamrc wins two rounds. In the case of a rie. the 
pot is split evenly between the pla~~n, that tied, but neither 
of them wins the round. Eoch round, the:. minimum lx,1 do.1-
blcs, which cnn quickly get out dhancl A pla)'Cr that can't 
meet the minimum bet(ordoesn't wam topayit),can fold 
their hand, forfeiting the round but not the game. Strategi­
cally folding can draw out the game, mising 1he bets. 

Pat rons. Most nighrs, Rajiv can be found dealing here, 
while 0 1anda stands guard. Usually a small number of 
the typical patrons can be found playing here. Raj iv will 
happily converse with other players at the table, telling his 
mostly-true ven;ion of the mvcmS history. If challenged to 
the game, Raj iv .1ncl two oth<.-r NPC:.s will join in. 

A 10. Restroom 
The Bloat«! Bounry's restroom includes a few simple 
stalls, and a troogh of running water for handwashing. 
Nice (but somewhat d irty and frayed) hand towels hang 
from a rack on the cast wall. 

A 11 . Broom Closet/Imp Court 
A spacious walk-in cl06Ct, with various tools for cleaning, 
dusting, and washing clothes. However, the imps favor 
this place~ their hide-away from the: other devils-a 
place to meet and commiserate unobsen.•cd by their 
masters. Eavesdropping can discover a wellspring of 
dangerous information regarding other patrons. 

Secret Door. A creature:: that examines the dead 
end here c~m roll a DC 20 lntellii>cnee (Investigation) 
ch<.-ck. On a succe55, they find a secret door leading into 

a narrow alley. The door only opens from the inside, 
and simple mechanisms close and lock it behind anyone 
who leaves. When the building served as a noblc's \'ilia, 
this doorway was designed as a secret escape route. 
The cavern staff knows abou1 1he secret door, but don't 
men1ion ,r 10 patrons. 

A12. Guardroom 
This room is a barracks of sorts for Raj iv's paid guards. 
It also serves as a break.room of sorts. 11,erc's an austere 
table where guards can get some peace and quiet during 
their shift. Rajiv ensures there's alwa)'S a pitcher of 
refreshing drinks :.md .in appetizer here. 

Equipment. Against the east wall arc racks and stands 
for the guards' shonswords, shields, annor, and sneering 
red masks. There are current!)' 1<14 loose sets of armor, 
and 2 shortswords on 1hc: racks. 

Guards. There arc two guard shifts: from sunset 10 

midnight, and from midnighr to sunrise. Raj iv's guards 
arc more of a novehy 1han a requirement. Hardly anyone 
can get in or out of the mvem without the imps noticing, 
and when 1he tavern is dosed, the devils don't have to 
di5guisc their true forms. 

A 13. Chanda's Office 
This spacious office contains a luxurious desk covered 
in pmchmcm. Chanda the chain devil a senior captain 
ofO.enmos the Overseer, uses this room to tak-c care of 
tht l(l(::iS1ical Mr.«tsof rur.nirtg tht ra .. ,err., ,nainly iu 
finances. She's decorated it to her liking with srark r<.-d 
paint and criss-crossing chains hanging from the ceiling. 

Chanda. Chanda can be found here when she's not 
guarding Rajiv. She is especially bothered by unwelcome 
immders, furiously lashing out with her horrifying viwge 
if anyone enters without knocking or being inv ited. 
Chanda's humanoid disguise resembles a mercenary in a 
chain shirt, wearing her hooked chain weapon like a sash. 

HIDDEN VAULT 

Bl. Smuggler's Vault 
Arching columns support this spacious cellar's 8-foot-high 
ceiling. Various crates and barrels of stolen g<)O(ls are in 
here, hut the Bloot'--d Bounty's employees take grcflt c::irc 
no1 to use t.he space for regular supplies. l11e room is 
unlit and enshrouded in a magical darkness. The space is 
primarily used by devils, who don't need any light. 

The smuggler's vault is under ,he effects of .in alarm 
spell. If a creature enters th.it isn't a meml:x=rof the tav­
ern's staff. the alarm sends Ozcmnos a telepathic warning. 
The pit fiend is far too busy to deal with intrud-crs himself, 
bu1 immediately sends Dcmir to inves1igatc. 

Stolen Goods. The crmC$ .ind boxes here com:ain a 
significant fortune in stolen or cheated g<XXis and treasures. 
Chests are filled with platinum bars and various coins 
worth 16,CXX) gp total. Crates full of straw contain a golden 
idol, a ma{,_>nifkcnt painting, an ornate gold jewelry box, a 





golden rnask, and I d4 01hcr art objectS, each wonh 750 gold 
pieces. A dusty stone tablet si~ lx!hind one of the crates. 
written in a n unfamiliar language. Comprehend languages 
reveals thar the text describes a human noble named 
Tucci: Ritick, whocommi5.Sioncd the villa 10 be-built. 

82. Spy Room 
The stairs and thisshort corridor lead to a cramped spy 
room. An observer here can sec into A4 and A2 through 
tiny, barcJ~, noticeable peepholes. Two spies are stationed 
here during the cby, and one assassin rakes rhcir place 
during nigh, hours. N0ticing a peephole l\."quircs a DC 25 
Wisdom (Perception) check. Creatures that can fit throogh 
passages as n;1rrow as I inch can travel through these holes. 

UPPER LEVEL 

C 1. Upper Atrium 
The stairs lead up 10 a wide hallway. The eootem door 
leads to an op:n balcony <..'ncircling the courtyard (A 7). 
The somhcrn and cas1em cdb'CS have gently sloping roofs 
offering shade 10 pans of the pmh. Dcmir prowls 1he 
balcony, keeping an eye on everything below. 

Chai,u. The chains hanging over 1he counyard 
are accessible from here, hanging 15 feet above the 
courtyard below. 

C2. Rajiv's Room 
A short wall here offcN a bit of privacy as people 
enter. Beyond that, this room is csscmially a 
bedroom and office for Rajiv. Tall windows provide 
some natural lighting, but arc too narrow for most 
crealurcs to squcczc through. 

Wanted Posters:. Hanging from the walls arc 
wanted posters with Rajiv's bounty on them, listi"8 
his crimes (mainly invoh•ing cheating and theft). 
A dare is scrawled on each o ne. l11e boun1icssran 
as a rcason.1blc 500 _gold, thcn rapidly increase to 
3,000,000 gold pieces. Rajiv is proud and fla11crcd 
by the price on his head, but admits it would be far 
scarier if whoever created the bounty actually had 
enough gold to pay i1. Because of chis, it holds li1tle 
to no actual weigh1. 

Rajiv. A chronic over-sleeper, Rajiv c:m be found 
here from 1he t ime the Bloated Bounry closes umil 
after noon. 

C3. Ozemnos's Chamber 
This chamber is the office ofOzcmnos the-Overseer, co­
owner of the Bloated Bounty. It was originally the master 
bedroom, but the furniture has been replaced with a desk 
sized for a large crca1urc, and stands bearing trophies of 
Ozcmnos's many campaigns. 

O:cmnos the Overseer. TI1e p it fiend and pan-time 
owner of 1he Bloated Bounty rare I}' visits the nwem, but 
when he does. everyone is on their bcs1 behavior. If the 
pan)' cams the pit fiend's favor, he may invire them to his 
chamber to discuss future opportunities. 

O:emnos's Trophies. All around the room arc trophies 
Ozcmnos has claimed in his t.--arly campaigns. TI1t.'SC 
include several magic items: 
• A suit of demon armor. 
• A nine lives s1caler siz<..-d for a large creature. A 

medium creature can use il as a greatsword. It has S 
charges remaining. 

• \Vingsofflyin,g that look like they were made from real 
angel wings. 

• Siuing open on Ozemnos's desk is a tome of leadership 
and influence. l11e pit fiend hasn't finished reading it, 
so the book's magic can still be 
used by ano1her creature. 

• Next to I he 10mc is an empty 
iron flask-the very one 
Ozenmos spent centuries 
imprisoned in. He considers 
it an importan1 
reminder of the price 
of arrogance. 

O:.:cmnos 
the Ch.trsur 
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The Bloated Bounry is never really crowded, blll has a 
predictable clicntclc of scoundrels. No1e that i( 1he party 
is too invcs1igativc, lhey may end up facing one of the 
assassins listed here. 

Brother Bladd 
Brother Bladd (cult fan,.'\lic) is a religious leader whose skill 
in twisting wriucn words is alm~t unrivaled. He docsn'1 
work for cash outright, but instcrtd has drained his follower$ 
dry in the way of tithi1lg. Bladd has cmlSC<I several communal 
lynchings in response to anyone questio1,ing his authority. 

Kazarack 
This towcri ng woman is a bluish ticfling with a broken 
horn. She wears dark leather armor with a fearsome 
glaivc slung over one shoulder. Kazarack hires herself 
ou1 as an assassin, but in truth, she's an oni. She knows 
about the devils in the Bloated Bounty, and has an affable 
relationship with them--✓.1ftcr all, she's no1 what she looks 
like either. She'll happily talk with the pany if it seems like 
they want to hire her, blH quickly geu bored if they're just 
asking her about the tavern. 

Hiring Katamd.:. If rhe party nt..-eds someone killed, 
Ka.wrack will happily do the deed (or 2,500gold, or a 
rare magic item. Her oni power.s--magical disguises and 
invisibility- mean she's alnvm impossible IO carch, but she 
tends to leave gme.some messes in her wake. If your playe~ 
don't want evCr)'One in town horrified by 1hc assassination, 
she will refer them to the Twins 

Keelhook 
Keclhook is a s1ou1, muscular man with a bald ing head and 
orcish features. Loud. 1huggish, and crude, he's one of the 
lcas1,liked patrons. However. well aware of the rnvernS 
rules, he tenuous I)' follows rule 1: obey the staff. He's very 
shon~tempercd whh anyone he thinks is wasting his time. 
Hiring Kt:elhook. Keclhook is a wercboar and pcrfornl.S 
assassination$ in hybrid form, which makes him more or less 
unrccognit;lb)c. Dcfini1cly on the cheaper end of assassins, 
Keclhook is even less subtle 1rum Ka::arack when it comes 
to finishing jobs. "What, you'll pay ro have someone 
murdered but you're worried about a little property 
damage!" His services cost a flat 1,200 gold pieces. 

Lady Truff 
Lady Tmff is a notorious silvcnongue halfling noble, whose 
expertise in dcfurnmion has 100 countless fumilies into 
exile. Using fol'!,.'Cd documents, a nee work of town criers, 
and gossip leads, Lady Truff can take anyone off the social 
map for a fee of 4,000 gold pieces. 

Lord Embetjlre 
Lord Embcrfire is a half-elf noble whose passions arc 
inciting wars between distant nations, and selling his fleet 
of 5,0CX) bandits to aid the predetermined winner. His 
wealth has slowly grown to over I 00,000 gold, excluding 
the service of his mil itia. 

Mortigan the Mysterious 
A sharply dressed half-elf man in fine clo1hcs, Monigan 
calls himself a .. wizard•thief," and claims to be able to 
find anyl'hing and break into an ywhere . .. for the right 
price, of course. He doesn't need 1hc mone}'- in truth, 
he just likes the challen"-rc. Mon igan is an archmagc. 
He can cast .shield and invisibility at will and has the 
following wizard spells prepared: 

Camrips (at-will): dancinglighu. mage hand, pres,idigiwticm , 
minor illusion. ra)· of fros1. 
1st lcvd (4sloo):CM'lnf.0'S()n, deiectmagic, identify, s&tu image 
2nd level (3 sloo): deiec11ho11ghu, hddperson, k1kXk, su~s1ion 
3rd level (3 slots): clairl-'OJance, dispel magic, !,USeOus form 
4th Level (3 sloo): clwzrm moruter, fdllif11l hoim:f, groot.erimiwlii)' 
5th level (3 slots): kgend lore, passwall, scrying 
6th le\'cl ( I slO'-): arcane jpte 
7th lc\'el ( I sl0t): etherealness 
8th le\·cl ( I slOl): mind blank 
9th level ( I shx): fore5i#l1 

Hiring Mortigcm. Mortigan can find and retrieve alinost 
anything. He has no intcrc.st in gold, but will accept 1mgic 
i1cms or high-level spell scrolls as payment- the mrity 
he demands is proportiont1te to the challc~'1! of t he job. 
Mortigan is especially interested in accessing new magic. 

The Twins (Zahri and Kahzir) 
This pair of fraternal 1wiru arc a notorious pair of assassins 
in hooded, dark green annor. Both arc cxpcru with poisons, 
and would be delighted to meet orhcrs who share 1hcir 
pas.sion :md cxpenisc. 

Hiring the Tu.1ins. The twins are prestigious and 
expensive assassins. 11,cy can be hired for 5,0CIO to 7,500 
gold pieces, depending on how wel l-known the 1:ugct is. 



APPE'l'IZl<~llS 

Efa(bNad - 1 $J7 

tp,t;t;IJ,8' - 4- $J7 
A sabd of basil, parsley, and radishes. 

Pickkd 1/45t;(ab/t;s - 6 sp 
Cauliflower, red pepper, carrots, and celery, which are seasoned, 

boiled, the" pickled. 

SktlWt;rt;d ¼a( - 1 gp 
Seasoned chicken, lainb, or beef with parsley and onion. Served wilh rice or 

flatbread on the side. 

Sour C/2.t;ny /¢ct; - a $J7 
Seasoned rice topped with slices of grilled meat and sour cherries. 

J?a.i:sm. /¢ct; - 8 $J7 
Seasoned rice with raisins, shredded carrot, and beef or la:nb. 

S'pm.ach Omt;./t;((t; - 1 gp 
Sauteed spinach, onion, and garlic with an egg added towards the end, cooked 

sunny~side up. Served with flatbrcad. 



CocK'1'.u Ls 

Devil's- Cup - :Z f1P 
A shot containing three parts sweet fruit liquor and one part overproof 
molasses spirits, ignited, lhen drop~ into half a glass of ale or beer to 

extinguish the flames. 

Rogue's- Refresher - 1 f1P 
Lemon juice, lime juice, honey symp, agave spirits, and torn mint leaves 

shaken then poured over ice. 

Rtpiv's- Rostf - 6 ,sp 
Raj iv has nothing to do with the making of this pink wine, but it 

pair-$ nicely with the taven\1S entrees, .'.ll'ld remains a pepulttr thoic.e for 
conversational drinkers. 

Pomeptmatc: Jwce - 4 ,sp 
Ocea.at!ower na - '3 SP 

This tea made from ''legally" imjX)rted exotic oceanflowers takes on a vibrant 
blue color. Mixed with juniper berry spirits and copped with a petrified lemon. 



NOSEBLEED STAKES 

Every fow nightS, Raj iv hom a high stakes Devil's H:md 
tournament in the gaming room (A9). On these nights, 
lhrcc extra gladiator guards prowl the flm floor in case of 
emergencies, and there arc performers such as acrobats, 
dancers, and ftrc brca1hcrs instead of Grcshka singing. 

11,e starring bets of 1he high-stakes 1ourn:uncm arc 
100 gold pieces per ph1yer, and they double each round. 
The game stan:s with three tablcs----dividc the players 
between them and add giicsts until each table has at least 
three players. Rajiv, Grcska, Orn.nda, and even Oicnmos 
h imself may (ill scats if necessary. The ruk-s for playing 
Devil's Hartd are in the description for the g.lming room. 
Each table plays until a pla~'cr wins rn·o rounds. Then the 
winners of each table play 1ogc1hcr, with sianing bets of 
500 gold pi,cccs. 

Unlike in normal games, a ccnain level of intrig\1e 
is allowed in the tournament. Bystanden can use their 
action to help one of the players at the table. Mortigan 
uses /ore$ight to give himself advantage on all his rolls. 
Zahri and Kahz:ir will slipdOS<::sof tm1hscmm into their 
opponents' drinks while they aren't looking (poi.soned 
~reatures have disadvantage on ability checks, which 
1ncl~cs the checks rolled as pan of the minigame). 

Winning the toumrunem will serious!>' impr¢$ Rajiv a1\d 
Ozcmnos, ..,..,hile earning the rcs~t (and jealousy) of the 
other patrons- e.spedally if the party cheated to win. If the 

pg.rty particularly humiliates any of the patrons during the 
tournament, they may hold a lasting grudge. On the other 
hru1d, losing gracefully al.so earns the respect of the tavern 
patrons, even if the party will never live it down_. 

THE RATS' RAT PROBLEM 

Qucstgiver: Squawk the Ra"en 

On a slow night, Squawk invites the party over. She has 
~problem.She's checked with several of 1he ocher imps 
1n the m_vcrn, and one of 1hc rat's isn't reponing U) her. 
The rat 1_11 question has a dis1inc1ive scaro\•Cr its left e~•e, 
and is missing its nght car. She suspects it cou ld be a spy 
from another group of devils, or a scout from a wererat 
enclave, or something similarly disastrous. She needs 
the adventurers to fix this security bre:1ch by f inding the 
rogue rat, capturing it alive, and bringing it to her so that 
she can discover who sent it. 

Searching for the rat requires a bi1 of a wild goose 
chase around 1hc ravem. Rats arc primaril~• located in 
the kitchen, the privy, a,\d the private rooms. No mancr 
which site the party inv~igates first, the rat is in the third 
one. Naturally, it will try to evade capture. If it man~s ro 
escape, it will flee to another room and rry to hide there. 

Once rhc ra1 is successfully capnm .. >d, Squawk demands 
a series of tCS-t:$ requiring powerful magic. 11,e pany docsn 't 
need 10 complete every tasl:, just three, to co1wince the 
imp that the rat is not a threat. 



• Cast dctccr rhoughis on it. to make sure it's not intelligent. 
• Casl speak wiih <111imals, so they can imcrro1,•<Hc lhc rat 

abour ils masters. Nanirally, the rat is just a rat, and 
will tes1ify that it came here bcc:ausc ii was hungry. 
Even if this works, Squawk will insist on doing it again 
inside a tent of truth. Doing so counts :lS a second 
complcrc:d rask. 

• Place the rat inside a magic circle, or have a paladin 
use ditrine sense on ir. or have a ranger use primetial 
awareness, to make sure it's 001 a celestial or fiend. 
Anyone who's noticed the pemmncnt hallow spell on 
the ravem can mention it and roll a DC 15 Charisma 
(Persuasion) check. O n a success, Squawk realizes it 
couldn't be a cclcs1h1l or f iend. On a failure, she rambles 
1hat the rat must've found a way to irick the spell. 

• Cast dispel magic on it to ensure it's not an illusion, a 
druid in dis-1,,uisc, or the vic1im of a polymorph spell. 

• Poke it with a sil\•er coin to make sure it's nor a wcrernL 
The rar irics 10 hire the crca1Ure that docs this. 

• As an absohuc last rcson, kill the rat 10 see if it re,•crts 
10 ir.s 1ruc form when it dies. Jusr to be absolutely sure, 
rhcy can continue the intcrrllb-ation using speak td1h 
dead, which counts as a second completed rask. 

After the party decisively proves 1hat the m1 is just a 
rat, Squawk gives them dimeruional shackles as a reward. 
She was saving them for whatever the rat turned out to 
be, but 1hc party could probably get more use ou1 of them. 

STEAL THE RED D RAGON B REW 

Qucstgiver: Rajiv 

After the party has sufflcicmly impressed Rajiv or 
Ozemnos, they arc invited to the Blooted Bounty to 
discuss a particularly lucrative job. A fresh shipment of 
Dragon's Brea1h A le is going rhrough 1hc city on its way 
to the fumed Red Dragon Inn, and Raj iv ~·ants the pany 
to steal it. He knows the inn'scompctit0rs would fX\Y a 
fonune for a sample. H is scheme is simple: charge the Red 
Dragon Inn a modest ransom, and if they fail to pay, sell 
the casks to their adversaries. 

ll1c wagon moving 1hc ale is protected by a party of 
advemurcrs-an assassin, a druid, a knight, a mage, and 
a priest. They're vigilant for threats, and eager for the pay 
and prestige of the job. They'll rnke the wagon through 
the safest pans of the city they can, and use every trick 
in the book to keep track of it. For example, the magc 



might have put a gl),ph of warding on the wagon thar casrs 
hypnoiic pauem if anyone else tnmpers with lhe wagon. 
The priest could have locme objec1 prepared, so that they 
can track the ale even after it's stolen. 

The party's approach tQ this situ.·uion is entirely up 
to their abilit y to p lan. If the party foi ls, they will fal l to 
n0nlethal damage and be sent to prison. If they succet.-d 
and kill the ad\·cnmrcrs, retribution may follow. If they 
grab 1hc goods and nut, a chase CQllld ensue. As long as 
the pany c~n bring at least one cask back t0 1hc Bloated 
Bounty, the job is a success. The re1ribu1ion may be 
carrk-d out b\' a Hlrviving .1dventurcr, or the Inn itself. 
They should hire extra help-two knights, plus an 
additional two for every adventurer the party defeated. 

UNDER NEW MANAGEMENT 

Qucstgivcr: Chanda 

If the part)• doesn't get along with Rajiv or O:zcmnos 
espc..--cially well, then Chanda St.--CS a1\ ◊pportunity. She 
invites the party to her office, and explains the positio n 
she and Dcmir are in. The chain devils think that 
Ozemnos' friendship with Rajiv and his interest in the 
tavern are weaknesses. Ther want to kill Rajiv so that 
Ozemnos gives up on the tavern and rcmrns his interest 
to the lower planes. Oanda and Dcmir insist that while 

Ozcmnos will certainly be angry, they're sure they won't 
be punished too harshly for killing "on e mortal." 

Chanda tells the party to sneak in around midday. 
The tavern won't be open yet, but Rajh• will be taking 
inventory of the stolen goods in the smuggler's vault (Bl). 
With only one way out, it's 1he perfecr ambush site. From 
here, ,he par{y has a couple of oprions. They could go 
along with 1he scheme. or warn Raj iv. 

If the pany warns Raj iv, he asks them to hide in the 
tavern and keep watch through 1he next da}'-for all they 
know, some of the rats are in on it. Olandri will most 
likely find out about the party's treachery, and hire others. 
If the party manages to hide until sunrise, then Zahri and 
Kahtir atrack Rajiv in his room a1 sunrise. If 1.hc party is 
found, Olanda, Dcmir, and four imps attack rh,c party. 
O nce the two chain devils arc defeated, the imJ:16 scatter, 
and the assassins don't appear the next morning. 

Conversely, if 1he party docs decide to ambush Rajiv, 
he's forewarned. Ozemnos is waiting for the party in 
the vault. When the party arrives, he berates them for 
believing anything in the tavern happens without his 
knowledge. He defends Raj iv, but Chanda and Ocmir 
come to the party's aid. The chain devils are right, 
though-ifRajiv dies, O..emnos abandons his scheme, 
bw s1ill vows 10 punish the pair for their i1tsulx:irdinarion. 
The fate of the Bloated Bounty is left uncenain--perhaps 
it falls into the party's hands~ 

TAVERN H ISTORY 

TI\erc arc cwo different accounts of 1hc Bloated Bounty's 
story rh.1.1 the party may uncover: Vinchcnro's version and 
Ra.jiv's \'ersion. 

According to Vinchenro, the ta\·em once belonged 
to "some noble" who held high stakes games of Devil's 
Hand. Rajiv, an orphan, sc.avengt."<I and stoic enough gold 
for the buy-in. He won the tournament, and the owner 
of the house challenged him to one lasr all-or-nothing 
round. Rajiv won, and the noble lost everything-his 
wealth. his villa, and his tide. Accus.ing R-ajiv of cheating, 
the noble put a price on Raj iv's head, but didn'( h.-wc the 
money ro pay it. When nobody 100k the job, he raised 
the bounty higher and higher, inOa1ing it to a wildly 
unreasonable amount of wealth. As Raj iv would call it, a 
"Bloated Bounty." 

Raj iv's version of the story is similar, bu1 downplays 
his skill at Devil's Hand. In his version , he adds that 
afccr he won 1hc house, he discovered a powerfol being 
imprisoned in a secret room. This being. Otcmnos, was 
promptly released from his bindings. They spem an hour 
nego1iaiing how Rajiv would lx- rewarded for (rccing the 
devil. Rajiv mentioned he had recent!)' claimtd the villa, 
bu1 claims that staning the tavern was Oz.cmn06'S idea. 
O:cmnos will speak very liu\c abom the hisrory of the 
\•ilia, as his prison was inherited even before 11\.c structure 
was buih. He will say he met wirh a young fiendish 
charact.er who inspired the idea of bringing criminals 
together to drink instead of seeking them out. 



RAJIV 
Medium humanoid. ntulral t uil 

Armor Class: 16 (studded leather armor) 
Hit Points: 97 (18d8 + 36) 
Speed: 40 reet 

STR DEX CON INT WIS CHA 
8(·1) 18(+4) 14(+2) 14(+2) 16(+3) 12(+1) 

Proficiency bonus: +4 
Saving Throws: Dexterity +8. Intelligence +6. Wisdom +7 
Skills: Acrobatics+8. Deception +5. Insight +11. Perception 
+11. Persuasion +5. Sleight of Hand +12. Stealth +8 
Tools: Rajiv is proficient with card games. disguise kits. and 
thieves tools. 
Senses: passive Perception 21 
languages: Common. lnlernal 
Challenge; 10 (5.900 XP) 

Cunning Action. Rajiv can dash. disengage. or hide as a 
bonus action on each of his turns. 
Evasion. If Rajiv is subjected to an effect that allOVJs him 10 
make a Dexterity saving throw to take only half damage. Rajiv 
instead takes no damage ir he succeeds on the saving throw. 
and only half damage if he fa~s 

Rdictblt TalmL When Raji\l makes an ability check and adds his 
proficieocy borus. he Ciln 1rea1 .wiy roll or9 or le$ as ir it were a 10. 
Tactician. As a bonus aclion. Rajiv can give an ally within 30 
feel (olher than himself) advantage on an attack rotl against a 
hostile creature that's also within 30 feet of him. If the attack 
hits. that creature deals an extra 28 (8d6) damage. 
Sntak Attack. Once per tum. Raj iv deals an extra 28 (8d6) 
damage when it hits a target with a weapon attack and has 
advantage on the attack roll, or when the target is within 5 feet 
of an ally of his that isn't incapacitated and Rajivdoesn·t have 
disadvantage on the attack roll. 

ACTIONS ---------------
Multiattack. Rajiv makes two dagger attacks. 
Dagger. Melet Wtapon Allack: +8 to hit. reach 5 ft.. one 
target. Hit: 6 ( td4 + 4) piercing damage, and the target 
must make a DC I 6 Constilution saving throw. taking 28 
(8d6) poison damage on a failed save. or half as much on a 
successful one. 

R EACOONS 

Mi.ulinction. When Rajiv is missed by .w, attack he can use his 
reaction to cause the attad: to hit another creature within 5 feet 
oftim. 
Uncanny Dodp. When Rajiv is hit by an attad:. he can use 
his reaction to halve the damage. 
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TH£ DANCING HORS£ 

The Dancing Horse restS in 1hc ccnrer of its .home 1own, Slm()l1odcd by merchant stalls and stables to meet a traveler's 
every need. TI,c townsfolk refer 10 this social hub as "a second home," reveling in the festive dmnken cnc~,y th.n 
prevails every sundown. Having first opened to welcome tnwelers, this generous loca1ion has room and board for 

members of all races. 
The Dancing Horse is what all ta\'crns and inns strive to be. With all the magic and nuance of famaS)' aside, this is a 

respite from everything b u1 tra\'dcr's intrigues. Most guc-sts visiting 1hc Dancing Horse have business elsewhere, and in 
an almost unnatural way their tasks always hold great impommcc, even if they arc no1 aware of it. Player characters who 
choose to eavesdrop will find themselves embroiled in situations of var}'ing gravity, as many quests here arc external to lhe 
rnvcrn, and can require 1he party to be anywhere from level 1-6. 

The Dancing Horse is the classic small-mwn tavem archei)pe, and can easily be dropped into an existing sctrins- &.--cause of 
the ran,ge of its questS, it m:ikes an ideal "home base" area: a safe resting place for the party 10 v isit between adventures. 

AREAS OF TME TAVERN 

GROUND LEVEL 

Al 

A 1. Street and Park 
Alt hough lhe Dancing Horse lacks a patio, the scen ic 
street view means thai people often loiter ou1sidc 1hc 
cnimnce. Across the street from the [}.\ncing Horse is a 
spacioos. sq uare green park with a few sparse trees. On 
sunny days, patrons and townsfolk can be found holding 
picnics on [he green. 

Firework Shotus. Ever)' two weeks, Vandlcth puts 
on a show of magical fireworks. Tme to 1hc wizard 's 
unreliability, there's no predicting when or how long the 
shows will be. &ill, the spectacular perfonnanccs quickly 
gmhcr a crowd from all over town. Tlle cnchamed 
fireworks create displays such~ dancing figures, blooming 
Oowers, prancing beasts. and frightening mo n sters, all 
shaped out of illusory lights and explosive powders. 

Outdoor Tables. Tl,ere arc a few tables set ju st outside 
the tavern. If it's particularly sunny, Burton will stick 
some large umbrellas into the dirt for shade. On slow days, 
Griffin and Kerry will wave Md shout ai the street corner, 
inviting people to come into 1he mvem for refreshments. 

The Old Tree. One of the trees in the park is actually 
an awakened tree that cal ls itself Oak ley. Oakley speaks 
in a low, slow voice. Sometimes, much 1.0 the frustration 
of 1hosc conversing with it. 1hc 1rcc gets lost in thought 
and drifcs off mid-sentence, The ircc is all lOO happy 
ro mlk about itself, explaining how ii is older t han 1he 
Dancing Horse and 1hc town around it. There used to be 
a forest here, and 1h01.1gh Oakley misses it, the tree can't 
be bothered to leave. Oakley's grown to enjoy the bustle 
of 1hc t0wn as if it were a fu.s1~paced forest. Oakley sleeps 
for days at a time, but keeps a lazy eye on people coming 
and going from 1he Dancing Horse. If asked abou1 a 
gucs1, Oakley wi ll gladl)' assist 1he part)•-but 1hcrc's a 
50% chance it goes off on a cangent instead of offering 
any useful information. 



I'.··: THE DANCING HORSE 

A2. Common Room 
The first thing one notices when cmcring the Dancing 
Horse is a smoky smell and warm atmosphere. The 
common room is split inro two sections: small-sized 
accommodations for halflings and goblins along the 
western wall, with medium-sized tables and chairs in the 
rest of 1hc common room. Umil sunset, the room is filled 
with n.·uural light ~rom ir.s man.y windows. In the evening, 
Bunon light.S hanging chandeliers , filling the r()()m wi1h 
wann light. 

Paintings. On the north and west walls by the srairs, 
there arc framed paintings of gorgeous, fomway landscapes, 
as well as portraits of a few adventuring pan ies. 

The party can get 1hc stOf\' behind a picture or object 
from Burton, who answers nostalgically. Alternatively, a 
character can roll a OC 12 Imclligcncc (History) check 
to rccq.'l'l.iac the loc;uion or story on their own. 

• Painting of a Snou,y Mountain. According to &irton, i r is 
an cyric of giant eagles. "Mighty clever ercatures-,hcy 
have a knack for being right where they ncc..-d ,o be." 

• Painringo/ a Dreary Marsh. Burton explains it's the 
site of a terrible battle. h's said the dead there don't 
stay thar way. In case the party ever ventures rhere, he 
advises them to stay out of the "'arer, .'Ind nor to follow 
the lights. 

• Painringo/ a \\'lhite Tree. "Oh, lots of history about th,1.1 
one." Burton claims the seed came from a tree in the 
Fcywild. 1t was planted in a human kin~~m, and a 
prince swlc a seed and replanted it after the kingdom 
had been dcst roycd. 

• Painiing of a Broody Ran~. "Tragic st0I)', that one." 
Bunon says somberly. The hlunan ranger w~curscd, 
and disaster follo wed him wherever he went. He 
wielded a magic sword with a black blade. Supposed!~•. 
he died fighting a bchir that breathed poison gas 
insteacl of lightning. 

• Painting of a Goblin Town. Rows and rows of ramshackle 
buildings in a cave lit bydoi:ens of torches. A ll Burton 
has to sa~• about this painting is that goblins have 
terrible music. 

• Pairuing of Nine Aduemuren. This painting depicts a 
younger Vandlcth in a party of eight other adventurers: 
a dwarf, an elf, two humans, and four haUlings. Rather 
!han telling rhe StOI)' himself. Bunon suggests gcuing 
u from Vandlcth. If asked, the elf magc laughs, saying, 
"Nme people was fur 100 many. It was SOPfXls«I to be 
a simple delivery but evel)'One got sidetrad:.cd. Some 
of them got captured, some of them got lost in the 
mountains fora while, and the rest wound upsa\ling 
some kingdoms from all kinds of trouble." 

• Poin1ing of an Ad1re1111~ringCouple. There's a painting 
of an outdoorsy human man with one haod, an elf 
noblewoman with a black cloak, and an excited 
hound. "Oh, don't get me srarrcd on rhcm." Bunon 
says dismissively. "Those two lovebirds claimt..>d to have 
snucl: into some impcnc1rablc fonrcss all by themselves. 
And they said the dog could ralk- though I never 
heard a word out of him." Burton ad mits the elf woman 
was quite the bard, and had a habit of tweaking parts of 
the srory each tune she rold ir. 

T~ Ou.1arves. Most nights Nithi, Dithi, and Glathacan 
be found at a table near the center of the tavern. They'll 
pcrfonn on and off for the entire night. During their long, 
frcqucm breaks. they're happy to trade stories a nd rail: 
with other patrons. 

13urton 
Ilarlt)mln 
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THE TAVERN OPERATORS 

Burton Barleyman, 
Owner and Barkeep 

The innkeeper is an older human veteran, nearing his late 
50s. Spr01,uing from his jawline is a lively pair of mutton 
chops that connect with his mousrachc, whose curls 
point toward a pair of roSC)' checks. Having once been 
an avid adventurer himself, he has his foir share ofbaule 
scars-none affecting his welcoming face, but the most 
noticeable being his left .im1, which was severed from the 
elbow down. A prosthetic has been fined to make his job 
easier, with mcxlulcs for things like mugs, knives, shakers. 
aod other tools of the rrndc. 

Burton owns the ravcm, and runs it with a hands-on 
approach. I-le can almost always be found behind the bar, 
waiting tables, or helping out in the kitchens. A humble 
and genuine person, Burton has the absolute respect of his 
employees. Many of his stories rival those of adventuring 
patro1\S, including the story of how he lost his arm. 
Burton will tell a SIOI)' involving a baule with his father 
on the rim of a volcano. coding with his ann cascading 
into the molten earth--along with his father, who he 
describes as "a man who lost sight of himself." 

A3. B~r 
Along the north edge of the common room isan elegant 
wOCKlen bar, still in excellent condition despite obvious 
signs of age. In addition to human.sized st0ols, there 
are stools with higher scats and s,nallcr StCpS for smaller 
guests. Burton Barlerman can almost always be found 
serving drinks from tapped barrels. Most evenings, 
Vandled, can also be seen sining at the bar. asking him 
abom receru events a1-.d local rumors. 

Rumors. Burton can refer charac1crs to several 
of the other pl0t hooks and mysteries in the tavern. 
Alternatively, you can ll5e Burton to introduce rumors 
and ad,•ent•ure hooks for your campaign. Some of the 
rumors he can share about the ta\·ern indudc: 

• Vanclleth lost a potion of growth. Let her know if you 
find it, will your 

• Every few ni.ghts, Milo U ndcrmound holds a t,-ame 
night with riddles. Perhaps the party is willing to res, 
their wits! 

• Have you spoken to the duce dwarves over there! h's 
jus1 terrible, whm h:lppcncd to their home. 

• If you see tmy bbck.dooke<l warriors wandering about, 
be careful. They're said to work for an evil sorcerer 
lurking somewhere in 1he woods. 

• The halfling in the comer! HeS one of ,hose rangers. 
Around I hcsc parts he's known as Treader. 
Vunc.lleth. If 1he p.irty .ipproaches her with an 

intriguing enough quest, Vancllerh will happily agree to 

THE DANCING HORSE . 

Ulguk 
A tall, stocky ore woman who serves as the Dan<.:ing 
Horse's head chef. Loud, blunt, and incredibl)• efficient, 
she treats the kite.hen as her own kingdom, where her 
authoritv supersedes even Burton's. (Use the berserk.er stat 
block.) Most da}'S, she can be St."Cn in a stained 1-ca,her 
apron, the sleeves of her shin rolkd up over her massive 
arms. She is a passionate and knowlcdi:,>cable chef-in 
fact, asking her for cooking advice is the only W3Y into 
any sorr of prolonged conversation with her. 

The Other ores in the kitchen are from her tribe. They're 
clever and hardworking. Tiley Cln seem a little rough, but 
Burton tnists them, and their culinary skill speaks for itself 
Four of them work open flames and countenops tirelessly, 
and have a bond with Ulguk 1ha1's monger than steel. 

Grif.ftn and Kerry 
The rwo most prominent servers of I he Dancing H orse arc 
rwo young halfling commoners from local families, Griffin 
and Kerry. They're 001h recognizable by 1heir wild hair and 
rolled-up sleeves. 11,ey arc swift and playful, using their 
halfling nimbleness to dart between guests wid1out spilling 
a drop of ale. The pair are cousins, and always up to some 
mischief. Often, they'll make a show of bumping into each 
other, juggling mugs and tossing plates back and forth 
withom dropping an ythinb,•-which makes quite a spc-cmclc 
for the guest,s. Burt011 doesn't approve of rhese d isplays, but 
tolerates them since the guests cnjO)• them so much. 

help the party for a time, asking only 1hat they share their 
supplies with her. However, whenen~r the party finishes 
a long re.st, there's a l-in-6 chance that the cl( is rushing 
off, claiming, "something of dire importance hais come 
to her auention." If 1he party finds Lhemscl\·cs in deep 
trouble, she ret\1ms jus1 in rime 10 help. 

A4. Kitchen 
Strong smells of roasting mea1 and vegetables waft Qui of 
the smoky k itchen. The staff here arc constantly bustling. 
Even when the tavern is slow, the}•'re hard at work 
preparing stews for the busy hours. 

U lguk and Company. The main chef is an ore woman 
namLxl U lguk. With Burton's pennission, she has brought 
four orher ores to help her work the kiichen. TI1e ores a rc 
rowdy, with a dark sense of humor, but work diligently. 
They occasionally grumble about ca.ting unruly guests, bur 
Ulguk assures anyone who overhears that they :arc joking. 

Wo rking for Ulguk. It's difficult to make Burton 
upset, but adventurers who find a way ma~, be sent 
to help Ulguk in the kitchens. Creatures semenced 
to the kitchens roll a single Strength, Dexterity, or 
lntclligcncc check ( OC 10), adding their proficiency 
with cook's utensils. On a success, they escape at the 
end of the clay with a level of exhaustion . On a failure, 
they gain two le\·cls of exhaustion instead, as they had 
to work faster and harder to fix all the mistakes ;md 
messes they made. 
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AS. P:mtr y 
A well-Ol'i,'31lized storeroom filled to the brim with sacks 
of flour, salt, and sui,.-ar. Barrels of ale, jars of jam, and 
meticulously sorted tins of scaSQnings pack the shelves. 
C uts of meat and fresh f'ish are kept cool in ice boxes al 

knee-height. 
Treasure. Griffin h.,s S(ashcd a pocion of growih behind 

one of the boxc.$. A character who searches the larder 
can roll a OC 15 ln1elligcncc (lnvcs1igarion) check, 
finding it on a success. The halfling "borrowed'' it for 
Kerry, one o f the o ther servers. Kerry was crushing on a 
human c::walry rider who sometimes visits the tavern, and 
Griffin thought the potion could help. In 1mth, he has 
no idea how the potion functions-he's cxp.-cting it to 
last an entire da)', not ld4 hours, and thinks it will make 
his friend proportionately resemble a human, rather 1h.,n 
double his si;:c in every dimension. If the pany rcrums the 
potion co V::mdlcth, she's surprised, h:wing complcrcly 
foq,'(){ tCn she lost 1he potion in rhc first ph1ce. 

v.,,dlrth 
Th, Wandmng 

\\'1:::.ard 

A6. Back Cor ridor 
A door by 1hc stairs leads co this short corridor, which has a 
fow painrings of sires around town IHmg on the west cm wall. 

Restrooms. TilC:re arc rwodoorson the west w.:111 leading 
to cramped rcStrooms wirh two sinks and two stalls each. 
1l"\C stalls empty into a trench behind the tavern. Although 
Griffin alld Kerry are supposed to take turns cleaning i1 001, 

Griffi1, usually gctS stuck with 1hc job as a punish men, for 
his mischief. &.in:on h..:'lllgs some an)'fnatic herbs (acquin.xl by 
Treader) above the doors to hide the smell. 

Cellar. At the north end of the corridor arc staiTh 
leading down to the cellar. The sturd\' door is irencrally 
locked, but easy 10 pick-a DC 10 Dexterity check with 
thieves' cools. Burton and Ulguk have their own keys, 
while Griffin and Kerry have one they share. Breaking the 
door down will obviously cause a com mot ion-Griffin 
or Kerry will be sem to i1wcsrigatc. If Bunon finds out 
the party broke in, he won·t be pleased. He'll insist tha1 
the party either pays for the dam~es ( 15 gold pieces) or 
spend a day helping Ulguk in the kitchens. 

UPPER L EVEL 
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B t. Cor ridors 
The stairs in the back comer of the tavern lead up to these 
corridors. Han&,ting on the "1a!ls by tllC: srairs arc portraits 
of Burtoll'S family-mainly nieces and 1,cphcws. Each 
corridor ends in a nightstand containing extra sheets, and a 
wall~inountcd lamp that illuminates the hal l. 

Stairs Up. The stairs up lead to Burton's Room (87). 

B2. Party Room 
The fim and largest room on the second floor is set aside 
for large panics or celcbra1io1'\.S. A sign on the door says 
"NO ENTRANCE FOR MATTERS OTHER THAN 
LEfSURE" in a fine, swirl ing script. Inside arc sc,·cral 
rCMmd cables, their ch.'lirs stacked on top of them, and 
a cabinet with enough fine plates rmd silverware for a 



pany of 30. One end o( the room has a small elevmed 
sratoe. The high ceiling has visible rafters supporting the 
diagonal roof. Two chandeliers hango\'cr the room, unlit 
while it isn't occupied. 

Renting ihe Room. I( the pany needs a place for a 
celebration, t hey can rent the party room from Bunon. 
Doing so costs I gold piece per guest, to a m.1ximum of 30 
guests. If the party would like the Dancing Horse to cater 
the event, it costs 5 gold per guest instead, bu1 a delicious 
buffet a.nd nigh N'ldle~ drir.k's :\rt': pro\fid<-d. 

BJ. Milo Undcrmound's Room 
Milo Undermound, a halfling thief, has rented out a room 
in the tavern using the profits of his advemures. The 
room is a spacious and lavish suite by halfling stand·uds, 

with a king-sized (for a halfling) bed. thick blankets, 
and plush pillows. The halfling has several sets of fine 
clothing strewn abom, and souvenirs from his adventures 
hung on the walls. 

Milo. The halfling thief prefers to socialize in the 
common an::a (AZ), and explore the town during the day, 
but can be found in his room in the evenings. Milo never 
lea\·cs his ring of invisibifiiy out of reach. He clutches it 
close even when he's sleeping. 

Trtd..iurt. A shidd, :\ shOtt$\vOrd, Md:\ &>Oblii'I-Cr.l.fl 
scimitar are displayed on 1he wall. 1nerc is also a small 
locked chest (DC 20 to pick 1hc lock; Milo has the key) 
containing about ZOO gold pieces, and Zd4 miscellaneous 
treasures- items such as a gcm-stuckled golden chalice, 
or a necklace of silvery-white i;.-cmstoncs, worth 50 gold 
pieces each. 
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B4. Guest Rooms 
The tavern features several rooms that can be rented 
out for gucs1s.1l1c middle row of rooms each ha,•e 
small-si2Cd furniture for up 10 four occupants. The 
others have 1nedium-si?Cd furniture, with space for rwo. 
The furnishings arc handmade and homcl}', bm not of 
especially fine quality. lh.~ furnhurc is comfonablc, but 
creaky and well-used. 

Renting Roonu . Burton rems out rooms for 5 silver per 
night. He'll offer a full week of food and lodging for4 gold 
pieces, a slight discount. 

BS. Treader's Room 
This room h as been set aside for Treader, the h.,lfling 
ranger who keeps an eye on the place. Although he 
prefers to live austcJ'{'ly, a bit of clutter h.'lS accumuhucd 
here: crinl:lcd m.'lpS. herbalist's tools, and racks of drying 
herbs. The curtains arc pulled right o,•er the windows, 
keeping the room dim. 

Treasure.. The drying herbs include ld4+ I doses of 
healing herbs. O,ewing a pinch of the herbs is equivalent 
to drinking a po1ion of healing, with 1he added effects of 
an antitoxin. Treader also has the hilt of an omate sword 
stashed in a low drawer, che blade of which seems to have 
been broken in half. 

Treade r. Most nights, the h,'llfling ranger can be found 
here. He stays up hue, and h.'IS a habit of surreptit iously 
peeking out 1he window, keeping a vigilant eye on 1he 
street below. 

86. Larg:c Guest Rooms 
The rooms at the end of each hallway arc specially 
furnished for guests who desire more .space. Each one 
features a king-sized bed, a large wardrobe, and a small 
table with comfonable chairs, in case the guests prefer 
10 dine in their rooms. Fine rugs arc strewn across 1he 
floor, and Burton has put a few less impressive landscape 
paintings in these rooms for decoration. 

Ren1"itlg Romm, Reming one of these rooms com 8 
silver pieces, or 5 gold to rem one for an entire week. 

\1,lo 

Treader 

8 7. Burton's Room 
A1 the very top of the building, in a 
small tower, is Burton's room: a small, modest apartment. 
Unlike the rest of the tavern, which is homely and 
comformblc, Bunon's room has received little aueniion. 
The b...:.<l isn't made, and old clo1hcs arc strewn about. 

Desk. Scauercd across the surface of Bunon's desk 
are notes and records for the Dancing 1-lo~c•s finances. 
There's also a case of tinkcrcr's tools, which Burton uses 
to maintain his prosthetic arm. He has a wooden spare, 
bur it's fur less dcxtrous and functional than the one he 
can usually be seen wearing. 

CELLAR 

Cl. Buttery 
The cellar has a vaulted ceiling with deep insets in the 
walls. Burton l.:ccps a healthy stockpile of ale and wine 
down here. As part of the tavern's regular routine, Griffin 
and Kerry will bring fresh barrels to the bar jusc before i[ 
opens each evening. 

"Special Occasion" Casks. Severn! ba1Tels have 1he 
words 11Sp(.-Cial occMion" painted on the sick in sloppy 
handwriting. If asked, Griffin or Kerry will explain tha1 
these arc for celebrations and holidays only-Bun:on had 
10 mark rhcm afcer the pair kept bringing them up by 
accident. Each one bears the mark of a famous brewery 
or vineyard nearby. 



C2. Distillery 
Against the fur wall of the cellar is a mt.-chanical 
contraption o( orcish des ign. along with a mble of 
brewer's supplies. These are Ulguk's, and she uses them to 
brew nun for the grog thai 's sem._-.d in the l:brK:ing Horse. 

Tinkering 1vith the Recipe. Anyone pr¢hcicnt with 
brewer's su1,plies can tell fro m Ulguk's setup that she 
knows what she's doing. By stucl\•ing the setup, it's 
p('l6Sible to learn her recipe, or eve n tinker with it. A OC 
IS Intelligence check with brewer's supplies comes up 

with an improvement on her recipe that prom ises to be 
rather msty. I( she is com·inced o( the improvemem, the 
party will be rewarded with free drinks and a 2-gallon 
1,.,ourd of grog for the road. 

Volatile Bre..v.1. h 's pos.siblc to sample an unfinished 
brew from the d istillery here. bur rhc orcish rum is 
dinyingly potent. It is also highly flammable-if a 
crea ture (ills a conrnincr such as a flasl: with it , the 
volatile brew can be used as i( i t were a flask o( oil. 
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THE DANCING HORSE 

MENU 
A.PPI.Yl'IZl~llS 

BoiltJd, 8uf;ttJ.Z'tJd fli.(tJ.Z'$ - 2 ,gp 
Small, tender, alm05l bitc,sized potatoes boiled with garlic and seasonings, then covered in 

butter, with rock salt and more seasonings drizzled on top. 

Po(a.(o 0.I:i.ion Soup - 2 ,gp 
A creamy soup with potato chunks, diced onion, minced garlic, 

thyme, and other seasonings. 

Cabbtl.fftJ, SauslifftJ, !m.d Potato Soup - 2 ,gp 
Sauteed cabbage, carrots, celery, potatoes, and sausage in a hearty broth. 

£znw 8.reJtJ.d - ,3 ,sp 
Dense wafers with almond meal and citms flavors added to the dough. 

Goes excellently with tea. 

Co«a.5(} .P.z~ - ,f, $J7 
Ground beef, celery, and carrots with a layer of mashed potatoes on top, baked until the 

surface becomes slightly crispy. 

Pt;pptJNd S¢eJtik -w:i¢ J?oa,g( ~fTtJ(a.b/t},g 
tw.d Po(a.(otJ,g - $ ,sp 

Deliciously seasoned ribeye steak roasted on top of tender asparagus, tomato, and red onion, 
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fzy.a !Wd C.azps - 4 sp 
Fresh ftSh fried in baner and served with fried porn.to wedges. 

Sc1usaff€/ a.1J.d To:m.a.(0€/s mt.a Bacon - 4 sp 
A skillet dish of sauceed sausage, wirh onion, mushroom, bacon, romaroes, and an egg 

added incrementally to ensure they are all cooked to perfection. Typically served with fresh 
bread (but not elven bread). 

COC'K 'l'\11, S 

£'/v€/n Cordia.I - 4 sp 
Warm mead with orange and lemon peels, edible flowers, honey, 

and half a srick of cinnamon. 

{p:-€/€/1J. Orc117on Alt/ - 4 sp 
''You'll never find a beet so brown!" Served in pints. Very popular locally, but widely 

considered inferior to Dragon's Breath Ale. 

(47'0/f 
11 

- 4 S'p 
A bit of a misnomer- a supposedly ordsh recipe chat mixes strong black coffee and 

amber sugarcane spirits, seasoned with nutmeg and card,mom. Served hot. 

eh~, 
c,on!Ltl 
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THE TAVERN GUESTS 
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Milo Undermound, HalflingThief 
Every now and then, Milo Undcm,ou;J,; notorious 
halfling burglar, appears in the tavern. Milo Undcrmound 
recently snuck into a tower nOI far from the tavern and 
stoic a great deal of treasure (including his ring) from a 
wicked sorcerer named Boradur. He will happily tell the 
story (greaily cxaggcrat<.-<l, and with no mention of the 
magic ring) co an~•onc who asks. raving aboul 1hc many 
perils arid pl\---cious treasures he alleged I}' nicked from under 
the :sorcerer's nose. He's used some of his illi,.'Oltcn gains to 
buy a room in the mvcm, which he usually rc1rcau to after 
sunset. Milo is also rcspoi~iblc for running Riddles After 
Dark, a recurring trivia night,likc cvcm .u 1hc cavern. 

Milo's Ring. The ring of invisibili1y Milo carries is 
actually a cursed item. &.ch time a creature amines to 
the ring, ii must roll a OC 20 Ch.:irisma saving throw. On 
a failure, it gains lhc following flaw: "I treasure this ring 
above all my other p:>sscssion:s.. "TI1c curse persists even if 
the owner loses the ring, or ends their attunement to it. 
Milo and Baradur both failed their saving throws against 
the ring's curse, which is why Milo won't pan whh it, and 
why Baradur longs to have it returned . A remotie curse 
spell can end the effcc1, bu1 the curse is subtle enough 
thai the creature may not consciously be aware of it. 

Nithi, Dithi, and Glatha, Dwarven Refagees 
A family of dwarven musicians-Nithi and her two 
nieces arrived at the tavern only a few days ago. They are 
refugees from Kha:t Durun, a small dwarven stronghold 
that has been overrun by Scorcher. a young red dragon 
and his goblin minions. 

Nithi has long, dark hair 1hat she wears in braids inlaid 
with ~Iden bands. She plays a magnificent golden harp 
1hat she rescued from Khat Durun. Her nieces have similar 
appearances, bu1 Oithi is more resrrainc<l and deliberate, 
while Olatha is boistero1.1s and hot-blooded. Dithi has a 
soft, sweet singing voice, while Olatha ph:1~•s the horn. 

lmpresst.xl by their talents and fascinated by their story, 
Burton offc red to let them smy for free if they pk1ycd 
music for the tavern. The dwarves agrc1..xl to play, bot 
stubborn!}' insisted on pa}•ing Bu non out of the tips they 
cam each night. Their songs arc proud, but melancholy­
lengthy ballads describing 1hc splendor of their home, and 
the deeds of dwarven heroes. 

Treader, Ha!fling Ranger 
Sitting in a dark corner of the first floor is a h.ilfling 
wrapped in a dark green cloak, smoking a pipe whose 
glowing embers reveal watchfol eyes. There arc many 
srori~ about Treader. Some say he's a fey in disguise, 
and descended from a royal line. O!hers say he's the 
adventurous uncle of the place's halfling sen•ers. 

Treader is a regular, well-known to Barlcyman. 
He keeps an eye on the place, swiftly escorting om 
rroublemak.crs. In exchange, he gee; a free room (85). 

Treader is a neutml good halfing veteran with the 
following modifications: he carries a shortbow instead of 

a heavy crossbow, he has 14 ( +2) D::xterity, and wears a 
chain shirt under his faded traveler's clothes (AC IS). He 
is rail and lean for a halfl ing- almost as tall as a dwmf! 
T~adcr is instantly recognizable by his oily, shoulder­
length hair, shon stubble, and twinkling blue e')'es. In 
ba(t\e, he prefers to use his longsword two-handed. 

Vandleth, Wandering Wizard 
Vandehh is a rnll elven woman with bluc-groy robes, a mil 
wooden staff, and a wide-brimmed JX)inty hat. O ld C\'en by 
elven srn.r~L'lrds, her hair is silvery-white, with crow's foet 
and laugh lines etched into her fucc. Vandleth is usually 
sining at the bar, asking the innkeeper about local news. 

Vandlcth is aloof and easily distracted. She's chronically 
hue, forgetful, and lms a tendency to vanish for monrhs 
at a time, only rocome back wi1h smries of some great 
adventure. Her reputation is that of a nosy meddler­
well intentioned, but wanting to be e\·erywhere at 
once, and involved in everything. She'll oflcn butt into 
co1wersa1ions i( she overhears something interesting. 

½ndlcth is a high elf n~ with the foUowi1l; sre:115 prepared: 

Camrips: fire bol1, light. meS5CWe, minor iausi;m, presridigiu:ui?n 
1st le\•el: mage armor, shield, thunderuoat,e 
2nd level: darknes.i, gusr of u.,ind 
3rd level: haste, sending 
4th level: Mnishment, waU of fire 
5th level: legend lore. 

Pamwell Cottonwool, Humble Ha!fling 
Pamwcll is a distant cousin of Griffin and Kerry, who fre­
quc:ntly visits the ti\\'Cm. He's short and st0cky, with sandy 
brown hair. Quieter and better•bchaved than his younger 
relatives, Pamwell frcquencs the O.mcing Horse because 
of irs quality food and exciting compan)1• Although Pam 
doesn't consider himself much of an adventurer, he loves 
being around them and hearing their stories. He'll happily 
listen if any of the party members want to share. 

Pam's Services. Panmcll is a gardener by cradc, and 
has a gif1 for herbalism. I( the party discovers any unusual 
herbs during their adventures (such as the ones. drying in 
Treader's room), Pamwell will happily identify t hem for 
the pany. excited to be able to contrib...te. 

Telinok Ruel, Ha!f-E!fWriter 
A soft, friend[)' half-elf commoner smokes a piJX" in 
the bcst•lir comer of the t.·wem, flipping 1hrough Jla!,'CS 
ofhand,wrinen norcs with an exasperated expression. 
Telinok is a writer and a storyteller, working on, his 
masterpiece. Although he's initially no1 thrilled about 
distractions, he quickly opens up to anyone who shows 
interest in his work, gushing about the characters, 
legends. and fictional lailb'Uagcs of his made•up world. 

Telinok's Services. ll1e half-elf writer is a ling\list 
and a scholar, who is always under the effects of the spell 
comprehend langu.age:i. If the party ever needs anything 
rr.mslatcd. Tclinok can assist them for a humble fee (a 
silver piece per page). Addirionally, if the pany ix-eds 
infonnation about culttircs. history, or places in chc world, 
Telinok almost certainly has 1.he aiuwer-and if he do<!Sn't, 
he can tell the parry "'here to look. 
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FRESH M EAT 

Qucstgivcr: Ul~1k 
If rhc pany arrh•es cmlyone day, Ulguk approaches the 
party with a slight problem. 11,e ores in the kitchen got 
hungry, ;mcl now the t.wem is CH.It of me;:at. She doesn't 
want to leave the kitchen unsupervised, and asks if the 
pany can make a quick errand to du· local butcher, and 
bring back some extra meat. She readily agrees co pay the 
pany back for the meat (3 to 6 haunches of rnca1, which 
only costs l or 2 gold pieces, is plenty). 

The 1rip to and from the butcher's shop is a great 
chance to fldd some social encoumers in and around 
town, to introduce NPCs, and to set upsiorylincs in your 
campair,,'l,. When the parw re1ums to Ulguk with the 
meat, the ore chef loudly proclaims, "Meat's back on the 
menu, hors!" The other ores in the kitchen raucous!}' 
cheer. In addition to paying the party back for the meat. 
Ulguk sets the party up with unlimited grog the next 
nigh1 they spend in the Dancing Horse. 

A N U NEXP ECTED P A RTY 

Questgivcr: Bunon Borlc}'man 
One evening, ;morher dmcn refugees arri\·e from the 
dwarven fortress ofKha2 Dun1m. O\'erjoycd, Nithi and 
her nieces rent out the party room on the upper level for 
the night. A few hours later, the mood in the mvcm is 
annoyed. Pounding, sto1nping noise and raucous singing 
from upstai rs drown out all other noise in the tavcm. 
Many guests have complained. but &anon has been 
reluctant to ruin the festivities. 

When the noise becomes too loud to lx-ar, Burton 
moves to the party's table and asks if they'd be able to 
"politely asl: the fine dwarves 10 quiet <bvn a hair." If the 
pany makes their way up to the party room (BZ), they are 
immediately welcomed and invited to join the feast. 

11,e dwarves will trade stories of their escape from Khaz 
Durum and the dangers 1hcy faced along the way, and 
ask the party to share stories in turn. You can use ,his to 
foreshadow some of 1hc dangers 1he party will face in the 
Quest for Kha: Durun later. If they haven't already, this is 
a great chance for a low-level part}' to share a bit of their 
back.stories wi1h each mhcr. 

As the feast dram> to a dose, the dwarves begin stomping 
their feet in a slow, somlx.-r rhythm, and Nithi begins to sing. 
The pa.ny is expected 10 join in-you can quickly handle 
this with a OC 12 group Chnrisma (Performance) roll. On a 

success, 1he pany'ssinging is passable. Altemativcly, } 'OU can 
play it out~ a rolcpl:iy:ing exercise, with Nithi using the fol­
lowing lin<:S. Stomp your feet or OOng on the rablc to create a 
rhythm, but y0t1 don't have to worry about ac1ual singing-­
it's l'llOfC al:o.it the rhythm and rh)inc. All the party has to 
do is guess lhc last word of each line, noted in brackets. 

The mounlllin king sa1 in his hall, under the 
mo1mMin dark and fuJJJ. 

A crown of gold Stu on his head, then came the 
d,<w'" f,,,-c, •nd /ml/. 

Noone sits on theempcy throne, ins,noking, 
silen1hall,of[swne]. 

Through trffl!t'ls hard and joume)'S long, we resl 
m la,1 and"""' ,his [song/. 

RIDDLES AFTER D ARK 

Questgi\'er: Milo Undem'IOUnd 
Once a ""eek, Milo Undennound n,ns an evenc called 
Riddles After Dark The event is played like a son of trivia 
nigh,. Milo reads riddles to an audience in the common 
::irca, Every partic.ipam writes down their answers on a 
scrap o( parchment, then Griffin and Kerry collect them. 
Players can try co answer the riddles themselves (by giving 
you scraps of paper with the answers written down), or 
roll a DC IS lmell igencc check for it. On a success, 1heir 
char.1cter knows I he answer, even if the player doesn't. 

Milo has promised a prize-a piece of 1rcasurc from his 
hoard wonh 25 i,'Old- 1hc individual who answers 1he 
most riddles correctly. The other patrons in the tavern 
only answer ld4 riddles correctly, so a player character 
who gets all five wins. In the cvem of a tie between 
ch.'lrn.cters, Milo announces, "Well, I suppose nobody 
wins! Better luck ncx1 week!" He disappears with his 
ring of invisibilit-y as 1he crowd groans in disappoin1mcnt. 
His riddles arc: 
• \'v'hat hru legs, b111 cannot walk! Answer: a table. 
• The more you Mke, the more )'OU leave behind. Whm am /! 

Answer: footsteps. 
• I haioe momuain.s and forests. roads and empires. and )'et. 

you can fit mein your bag. \'(/hat am I! Answer: a map. 
• I haveaheadanda tail with liule in bettueen. J can jingle 

bur nOt dance, flip, but net u'lllk. /"ve had many owners, 
bw I'm not a pet. \'(Iha, am /! Answer: a coin. 

• I am found in rocks, stone. and Cml)-Ons, but no, trafleys. 
Foresrs, oceans. and coves all hatie me, bu1 riwn and caves 
must go wi1how. Wha1 am I ! Answer: the lcuer 0. 
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DARK VISITORS 

Q ucstgivcr: Burton Barleyman 

A night or two after Riddles in the Dark, some strangers 
appear in the tavern: two wights, wearing mttcred black 
robes over rht'lr armor to hide their uncfoad nat\lre. One 
of them stalks up IO lhc bm and demands in a deathly 
whisper: "Milo ... U ndcrmound ... " Understandably, none 
of the usual tavern patron s wam to confront rhc wights. 

The pan y can confront them immediately, but if they 
do nothing, Burton will poim 10 1hc stair$. As soon as 
the wights a rc our of sight, he waves the party O\'Cr. 

Exasperated, Burton explains that Treader is out gathering: 
herbs-he can't help with the situation. However, if the 
pany deals with Milo's "unwelcome guests," he's sure the 
halfling will reward them. 

Unless th e party stOpS them, the wights break into 
MiloS room and tear the place apan searching for the 
halfling. The window is open, and M ilo, of course, is 
nowhere to be f01.Jlld 1hanks to his ring of invisibili1y. After 
raiding the halfling's room, the wightS will barge into 
other rooms, searching 1enaciously. If the party tries to 
stop them, the wights attack merc ilessly. They mainly use 
their longswords, preferring two-handed a ttacks over their 
life drain attack. When a wight is reduced to O hit points, 
it vanishes into smoke, recalled ro its master. 

When the wights arc gone or defeated, Milo appears 
nearby by removing his ring. He apologizes to the party 
for the trm Lble. While he doesn't offer to pay them, 
he will give them a quarrerofhis treasure if 1he pany 
dcm:1nds some kind of p,1ymcnt. 

THE Q _UEST F<:lR KHAZ DURUN 

Questgivt'!r : Nithi 

Nithi doesn't propo$c this qucstun1il some time afrer 1he 
Unexpected Part)', when the party is at least 5th level. 
The dwarf a pproaches the group o ne evening, excited. 
She cxplai1u th:u Vandleth found a map showing a 
secret door imo Khaz Dumn, which may allow them 10 

sneak UJ> on Scorcher, the dragon that conquered her 
home. However, the secret door can o nly be seen in 
moonlight-and a full moon is o nly a few days away! She 
offers the pany a large share of the dr-a!l(m's hoard if they 
agree to help her retake Khnz Durun. 

The journey to Khaz Durun can be as long or short as 
you want it to be, with plent)' of random encounters along 
the way. You can use the coming of 1he full moon w make 
the journC}' an urgem race against 1imc, or allow the pan y 
to arrive we ll in advance. H the party Mrives early, then 
scrv::mcs of the dragon-6 goblins riding wargs-could 
attack the party as they're resting and waiting. 

Sneaking inlo Klu,z Durun can be done as a series of 
three DC 12 group Ocx1eriry (S1ealrh) checks, wi1h a 
failure resulting in a random encoumc r \\1 ith more of the 
drab,on's minions. On a success. the}' reach Scorcher's 
lair unnoticed. Scorcher is a young red dragon • a 
challenging fight for a 5th-level party, but the dragon 
will attempt 10 flee 1hrough fissures in the ceiling if he is 

reduced below half his hi1 poim maximum. H Scorcher 
escapes, he will obvi01.1sly OCar a grudge against the 
party, possibly reappearing as a random encounter later. 
Slaying the dragon would be quite the accomplishment, 
and cam the eternal gratitude of the dwarves of Khaz 
Durun. TI1e share of the treasure 1hey gi\'e the p:lTIY is 
a small 1rcasurc hoard: a chc8t of coins wor1h ;a total of 
3,CXX) gold, and 2d4 ancient dwar\!cn an objects worth 
250 gold pieces each. 

Tsrn TowER OF SORCERY 

Q ucstgiver: Vand!eth 

After the wigh1 atmck, Vandlcth approochcs the patty a, 
the carlic::.t opponunity. She explains that Milo stoic from 
a sorcerer named Baradur, who's ,n~lc a lair ou1 of a mined 
tower in a nearby forest. Ah.hough the wights are among 
his 1nore powerful scrvant.s, hcS been t,•~nhcring other 
minions as well. Vandlcth doesn' t know what the sorcerer's 
plans arc, but doesn't wani to wait and find our. She ask$ 
the pany to accompan y her to B,'lradur's cower, 10 find out 
what he's after and disperse h is wicked followers. 

1be journey to the sorcerer's tower can involve 
some simple encounters of your design . Vandleth is an 
unreliable navigator, and may accidentally lead the parry 
into trouble along lhe wa)'-a nest full of ld4 + I giant 
spiders, for example. Alternatively, the jXlrty m ay be 
ambushed by Baradur's SCOI.Jts: a band of 2d4 + 4 ores. 

The sorcerer's t0wer is a crumbled ruin, wi1h bone­
filled cages h anging fro m iron spikes. An eerie green haze 
covers lhe place in dim light, whether it's night or day. 

Baradur himself is a ch arismatic and unusually tall high 
elf, wearing splint mail annor and carrying a mace. Bara• 
dur promises the pany they will be generously rewarded if 
they bring him back his ring, bur these promi$C-S arc emp­
ty. Boradur was also affected by the ring's curse, and wants 
it back more than anything. Whate\!cr his original plans 
were, he's abandoned the m since Milo stoic the ring from 
him. If asked what's so importanr about it, he exclaims, 
"Because it's mine! And i1 isprcciOI.Js to me!" 

TAVERN H ISTORY 

The Dancing Horse has been around for an improbably 
long time, in one form or ano1ber. When Burton Barley• 
man served in the local cavalr)', 1hc 10,vn was a ttacked. 
When Burton lost his ann, he and other injured soldiers 
were br01.Jghr to 1hc Dancing Horse for medical care. 

A few years laier, through sheer misforw r1e , the 
original Dancing Horse burned 10 the ground. The 
original owners abandoned the property, with no interest 
in rebuilding 1hc inn. 

Dismayed, Bunon Barlc}•man used his sa\Pings to buy 
the lot and rebuild the pfocc. He tried 10 keep the new 
,•ersion as cl<X'iC to the original as possible, but couldn't 
help making a few tweaks here and there. 
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STAT/ BLOCKS 
8ARADUR 
Medium humanoid (elf). lawful euif 

Armor Class: 17 (splint mail) 
Hit Points: 49 (9d8+9) 
Sp<ed: 40 feet 

STR DEX CON INT W IS CHA 
14(+2) 9(- 1) 12(+1) (+I) (i-0) (+)) 

Proficiency bonus: +3 
Saving Throws: Con +4. Cha +6 
Skills: Deception +6, Insight +6. Perception +6. Persuasion +7 
Senses: da rkvision 60ft. passive Perception 16 
Languages: Common, Infernal 
Challenge: 6 {2.300 XP) 

Ft y Ancestry. Ba,adur has advantage on saving throws 
against being charmed. and magic canl put him to sleep. 
Sorcery Points. Baradur has 9 sorcery points. He can spend 
I or more sorcery points as a bonus action 10 gain one ofthe 
following ~nefits: 
Heigh1ened Spell. When Saradur casts a spell that forces a 
creature to roll a saving thrO'N to resist its effects. he can spend 
3 sorcery points to give one target of the spell disadvantage on 
its saving th'°"'. 
Quickened Spell. When Saradur casts a spell with a casting 
time of I action. he can spend 2 sorcery points to change the 
casting time to I bonus action for this casting. 
Spellcasting. Baradur is a 9th•le\'el speltcaster. His 
spelkasting ability is Charisma (Spel! save DC 14. +6 to hit 
with spell attacks). Baradur has the following spells prepared: 
Cantrips: fire boll. friends. minor illusion. prestidigitation 
1st level (4 slols): burning hands. shield. thunderwave 
2nd level{) slots): darkness. flaming sphere 
3rd level (3 slots): fear, {iteba/1 
4th level (3 slots): blight. wolf of fire 
5th level ( I slot): dominate person 

A CTIONS 

Mace. Mefee Weapon Attack: +S to hit. reach S ft.. one target 
Hit: S ( 1 d6 + 2) bludgeoning diimage. 

MILO UNDERMOUND, flALFLING SPY 
Medium humanoid (ha/fling), chaotic neulraf 

Armor Class: 16 (tf~n chain) 
Hit Points: 27 (6d8) 
Speed: 25 feet 

STR DEX CON INT WIS CHA 
10(+0) 15(+2) 10(+0) 12(+1) 14(+2) 16(+)) 

Proficiency bonus: +2 
Skills: D«eption +5. Insight +4. Investigation +5. f>e1Ception 
+6. Persuasion +S. Sleight of Hand +4. Stealth +4 
Senses: passive Perception 16 
Languages: Common. Halning 
Challenge: I (200 XP) 

8ra1,1e. Milo has advantage on saving throws against 
being frightened. 
Cunning Action. On each of his turns. Milo can use a bonus 
action to take the: Dash, Disengage. or Hide actiorl. 
Halflin,g Nimbleness. Milo can me.we through the space or 
any creature that is larger than him. 
Naturally Stealthy. Milo can attempt to hide when he is 
obscured only by a creature that is larger than him. 
Sneak Attack (I /turn). Milo deals an exha 7 (2d6) damage 
when he hits a target with a weapon attack and has advantage 
on the attack roll, or when the target is within .S fet of an 
ally or his that isn't incapacitated and Milo doesn"t have 
disadvantage on 1he attack roll. 

A CTIONS 

Multiattack. Milo makes two shortsword attacks. 
Rin,g of Invisibility. Milo puts on his magic ring. He and 
anything he"s wearing or carrying btcome invisible until the 
ring is removed. he attacks. or he uses a bonus action to 
remove it. 
Shoruword'. Me/ee Weapon Aflack: +4 to hit. reach S rt 
target. Hit: S ( ld6 + 2) slashing damage. 





Sitting on the border bc1wecn a row ofbois1crous pubs and s1n1gglingslums, Poor L-1rry's taproom seems to embody both 
sides of the area. Inside. newcomers and cheap drunkards alike will find one man struggling 10 survive in the corpse of 
his former business. The walls arc peel ing, mold fosters in plain sigh 1, and the floorboards -are deeply stained with years of 
spilled ale. Larry Baker, the owner of this sorry locarion, has been a1 1he end of his rope for whai looks like a lifetime. 

Any gues1 with a keen eye or a lot of time to spare will find a s1ory 1.hat 1ells i1sclf in subtle derails: it didn't usc:.-<l to be 
like 1his. TilC sign outside once read "Lucky Larry & Son's," but has since been dismantled and overgrown. Guest rooms 
and side rooms once offered much more than a laughably pitiful view. A pair of 1he ~guest" rooms arc off-limits, and 
pcrha~ contain deeper scars 1h.,n simple disrepair. 

TI\is ravc-:rn can be visited by characters of any level, and is meam ro serve more as a museum of Larry's failure than a 
dangerous adventure. However, i f the pany chooses ro help La rry our of his trol1blcs., they will find that n0thing js as it 
seems. If Poor Larry receives enough assistance, 1hc party will face a 1hrea1 deadly enough for characters le\·el 17-20. 

AREAS OF THE TAVERN 

Poor Larry's is n simple, two,s1ory building. The bottom 
floor scr\'(.!S as a quick pil stop at the start or end of a 
pub crawl, and the top floor has been refurbished for 
guest accommodation. 

A 1. Dining Area 
The dining area is the largest section of the mvcm, and 
the first room that guests enter. 11tc center area is filled 
with sparse tables, an uneven number of chairs. and a 
handful of cmp1y mugs left by pas1 patrons. Some areas 
of the walls: arc 1hick wi1h cobwebs, while 0thcrs seem 
rcc.emlycleaned. lncre arc two secs of windows on either 
side of the srnge (AJ), one of which is broken. 

2d6 gucsl's can typically he found m1rsing the ir 
d rinks, some quietly w:lShing away sorrows and others 
energetically laughing at Larry. Most interactions wi1h 
them should invoh•e complaints about service speed and 
the blandnC$ of the food or drinks. Larry Baker spends all 
of his open hours in this room or the kitchen, frantically 
trying to keep up wi1h several tasks at once. 

lllC bar issc1 in front of a row of bottles, most of which 
are empty, siuing on a large shelf. Next to 1he walk-in 
point of the bar arc three barrels of different brews, which 
Larry draws from regularly when scn•ing guests. Behind 
the counter is a little over a dozen mugs, a handful of 
plates, cutlery, and serving tools. 

On the walls arc a number of wanted posters: 
• The Secker: Wanted for (this part of the poster 

is cut out). Scribble<! below rends, "Thciram .. ·uing 
pcrformances!n with a signature. Bounty 100,000 GP. 

• Joe Crud: Wamcd for aggravated assault and spc1lking 
too quickly. Boumy: 25 GP. 

• Runcman: Wantt.-d for doctmlCnl forgery and 
impersonation. Bounty 1,650,341 GP. 

• Mycroft : Wanted for countless criminal charges. 
Boumy: 250,CXXl GP. 

• Jay " EXP" Cob: Wanted for organized crime 
operations and impersonation. Bounr)': 5 GP. 

• Filthy Lebb: Wanted for impersonation. Bounty: 10 CP. 
• Onc#E)·c'd Dan: Wan1txl for impersonation. Bounty: 5 SP. 
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Larry Baker's Ccmunenu 

• Tables: ''Well, I had a fow of them stolen a while back. 
Bui that's okay, I'm gcrring really into woodworking!" 
He will ,hen display a childish attempt ar a chair. 

• Mess: "Oh, 1he spills are just from the last big group 
that came in here. It's not like I left that stuff there co 
remember them ... oh 1he cobwebs! Yeah I'll get righr 
on that!" He will nor clean for lon1,-cr rhan a minute 
before he 111.,_<tl:cs the mess worse. 

• Rude Guests: "No no it's fine, us service people are 
here to put on a show! As long as some of them arc 
happy, so am I!" 1bc only happy people arc displeased 
to hear this. as they do not like Larry. 

• Posters : "Most of those arc a little old, but they make 
gcod decoration. Th1t one red person came in here 
before I got tlm poster, so I have no idea how they 
d'l.1ngcd i t. Not a fan of'cm, no sir!" 

" Poor, Suie:et l.a!T)'" Changes 

If du~ room is fully cleaned and refurbished, a character 
should feel a drop of wim:·r on their head before no ticing 
the slow shifts: 

• The ceiling begins to ooze a viscous black liquid, 
wh ich slo wly covers the 0 oor. If it leaves 1he ta\1em, 
it evaporates, 

• The vie\V out of rhe windows slowly darkens umil an 
inky void takes the place of the outSide. The window 
frames serve as portals to tiny, empty demipbnes where 
slow breathing can be heard. 

• 11,e room fulls cold, until not even the heat of a roaring 
fire can be felt. Every creature in the room bccom\."S 
immune t o fire damage. 

A2. Kitchen 
This large kitchen fcawrcs several countercops.. do.ens 
of cupboards, a deep twin sink, and a few stacked crates. 
Cover ing 1hc coumenops is a mm of cluncrcd dishes, 
dried vegetable c uttings, jel ly globs (or "ant beacons"), 
empty containers, a nd sparse silverware. The cupboards 
all hang open, one of which is missii,g a door and two of 
whic h have broken hinges. Inside rhe crmcs are i1,grc• 
dicnrs of varying freshness, mosr of which Larry uses to 
make 1he dishes seen on the menu. 

Larry Baker's Comme nts 

• }(jrchcn: "Ah, I remember when little Jakey was 
our cook. One of my sons, a bright little k id, really 
knew how ro pack a punch of flavor. He's 1,,one now 
rho ugh, .. guess his ambitions grew 100 big for his o ld 
11'1.'ln's place. Wonder where he is now." He will e irher 
continue o n or pause once his memory gets to be mo 
much . Refer to Jacob Baker in the Tavern's Operators 
section for more details. 

• Mess: "All good chefs have a little bit of disorder. I 
consider my~clf a great chef, with a lot of disorder!" He 
will then notice a burning pot of gnicl b.!hind him. 

• Cupboards: "Why do we need doors on those! I need to 
know what I'm working wilh when I cook!" 

"Poor, S,veet Larry" Changes 
If the room is fully cleaned and restoch-d, the following 
changes will occur. 

• 11,c room instantly drops to a comp\c1c silence. Dishes. 
wa1er, knife slices. and cutlery cl.anb'S cease to be aud ible. 
Visitors' voices arc the only 1hing audible in the room. 

• Any food made in the kitc hen, whether done 
professionally or poorly, is completely devoid of rasrc 
and nutrients. 



Toe Tciverl/\., o-percitors. 

Larry Baker 
Larry Baker is<m cxh.1.ustcd looking human m;m in his mid 
40s. (Use the commoner stat block, with the following 
ch.m~: Larry cannot be killed by any means m.hcr than a wish 
or divine inrcrvcmion. When he drops to O hi, points, he falls 
unconscious instead of dying and wakes up ld4 hours later.) 
His bald head is covered by a worn blue coif, which nearly 
matches his. din.y flower•pancmcd shin.. He is lean and stands 
a lit de over 6 feet. His eyebrows :ue the on\}' tense musclcs on 
his fact, dispk1.ying n()thing but prof0Lo1d \\t;>rry O\'Cr h is lifeless 
eyes. When miking to parnms and other guests, he puts on a 
sel'\•ice-gnde smile and tries to meet 1hcircvcry need. He will 
write off any concerns about the cavern or his own wellbeing 
with an .. upside" 10 the issue. E.-camplcs arc wrincn in the 
room dcscriixions. 

UuT'I' nms his rav<..-m akmc, which is J:(lrt d the reason it has 
fallen into such a disparaged state. He treats ever)' new guest as 
If they were his own child, devoting nearly aU cl his artcntion 
and care ro their wellbeing. Always h,'tppy ro lend an ear or a 
helping hand, L'lll)' should come off as someone who \\'Ould 
be happy to join the party. However, when you describe his 
actions, always have the outcome be a tragicomic failure. 

Mos1 guests enjoy the rnvcm solely for rhc schndcnfreudc 
th:u ilwariribly ensues. Even actions as simple as carrying 
bags upstairs will end with Larry tumbling fro m the top 
step, landing covered in a guest's belongings. Lany doesn't 
complain, and accepts cvcr}•thing that happens to him. If 
asked abou1 1hc mockery, he explains that he is happ}' to 
bring people joy, no matter the cause. 

Players whoi;,-e1 to know L.1rry will cvcmually witness him 
break down and ask for help. He doesn't know exactly what 
to do, but he is aware that his life and tavern arc in shambles. 
This shoukl le-ad the party 1o helpclean up the rooms, and 
begin the event Poor, Sweet Lall)'. 

Frederick Baker 
Frederick F. Baker is a young human male in his mid 20s. 
Larry's firs1born son was rniSt.--d on the early success of Lucky 
Larry's, and was heavily encouraged to explore his interests. 
Freddy became fascinated with music, pract icing with 
various instruments in all of his free time. Larry and Nova 
took o u1 a loan to add a siagc for him to perfoml. 

Freddy's over,encoumgemcnt would be his downfall, and 
he bc~-an to fear a failed can.'Cr after losing to a bard during 
a weekly comest held b}' Larry. Instead of continuing to 
pursue a music career near home, he acccpt"ed an appren­
ticeship under a l'rnvelling troupe of musicians. His fate is 
currently unknown to Larry, and is up t0 1he GM. I-le migh1 
be found begging outside another tavern, be mentioned in 
the ra lc of a sole survivors' adventure, or be found on the 
road far from Poor La rf}''s. 

Jacob Baker 
Jacob is a pudgy young man approaching his 20s, with bright 
red hair and a splatter of freckles. He was U'lrry's middle 
child, and the incredibly talented chef for the t1wem up until 
six years ago. An artistic and attentive soul. he perfected 
sc,,eral recipes of his ow1l design before age 10. 

At first Jacob planned on staying to he4l SUJ)f'Ofl his growing 
family, but 1hc pa.in of 106ing his mother drove him to leave. 

Outshone by Freddy's showier talcm, Jacob felt his abilitit.'S 
went undcrappreciated. With more confidence 1han hisolder­
brother had, he quickly found himself with several job oppor­
tunities. A s with Larry's other sons, Jacob's current fate is up 
to the GM. He may be "·orkingm a rival tavern on 1hesame 
road, he may be in a dis.tam 1own working for a well-known 
noble, or he may have a t'3vcrn of his own in the ooming years. 

Jericho Baker 
Jericho is a yOlmg, dark-haired m.·m in his early teens. 
Ha\'ing overworked and over-<:ncouragt.--d his other sons, 
Larry took a more respectful approoch to raising Jericho. His 
youngest son took on many hobbies anemp1ing to impress 
his father, and they fonned a strong bond. One of these 
hobbies included an, which Larry used to decorate 1hc guest 
lounge (AS). With his mother gone and his older brothers 
exploring 1heir own lives, Jericho S.'lw how<liffio.1lt it was for 
his father to afford running 1he tavern. 

Five years ago, at the age of 7, Jericho ran with some of 
his urchin friends al\d attempted to burgle a rival rnvem 
ro help Larry. Inexperienced and innocent, he ended up 
caught and bearing all the blame for the crime. Jericho was 
given a five-year prison sentence. It has been five and a half 
years since the incident, and it is up to the GM to decide 
why. Pcrh,-.ps his sentence was extended after an escape 
attempt, he was transferred to work elsewhere, or he has 
completely changed from who he used to be. 

Nova Baker 
Nov:1 8:1kcr i.s L•my's lritc wife. She w:15 :1 ran-sld nncd 
woman with light freckles and a w.irm smile, whospcnr 
most of her time tending to the life around her-caring 
for Larry, her sons, and her lush g3rden outside the tavern, 
she was the center of the o ld tavern's world. People who 
remember her might admit 1hcy would visit the tavern for 
a tall ale and an eyeful of her summer dresses, which only 
accentuated her vibnmt bcriuty. 

She married Larry while they were still young, as they 
were both excited to begin a long life with a large family. 
Hoping for a daughter. they continued their pursuit umil 
their founh child was conceived. However, Nov.i died 
shortly af1er the birth of her fim daughter, losing the 
fleeting chance to see her own wish granted. 

Luna Baker 
U.111.'l is Larry's youn~-cst child and only daughter. She has 
pale, almost ashen sl::in, and vibrant blond hair. Born from 
rragedy, Luna quickly became the briglucst light in Larry's 
quickly darkening world . For a year and a half, Larry raised 
her alone as his tavern fell apart from neglect. Due to the 
rapid decline of his business, the t c m1s ofl..any's deal (Pg. 
99) soon caugh1 up with him. 

One moming Larry woke to find his dmghtcr's crib empty, 
with a note in her place that read, "Your busines.scannot fail, 
L'lrry. Until you can rake care of your fumily, the task will 
fall to me. n Unable to refuse, :md ur1able lO leave his iavem 
in search of Lun,-., L'lll)' continued 10 q,crate Poor L"lll)''s in 
hopes of somecb)' earning h i.s daughter back. 

Luna is currently under the effects of a seques1er spell. in a 
hidden compartment in her room behiod the painring. 
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A3. Stage 
This section in the front area of the ravem is d cvarcd 
slighd y above the rcsr of d\c floor. Upon inspccrion 
(Investigation OC 14), one secs th.It this room was addt.xl 
as an cxpmuion after the cwem was built. The cobwebs 
have completely taken over the open room, and dust 
1hickly coots a lone stool in the ccmcr. 

Larry Baker's Comments 

• Stage: 'Oh! Well, that's the old 5tage where guests from 
all over the place would get up and sing . Hey, have you 
heard of Frederick &.kcr! He's gotta be famous by now, 
that era?}• kid, and he's mine! I wish I coold hear him 
sing one more time, had a voice like nothing else. I don't 
think he likes me enough for that though, he left on a 
rough note. Ha! Nore, ironic." Refer co Frederick Baker 
in the Tavcm'sOpcrarorsseaion for more details. 

" Poor, Sme:et Larry" Changes 

If dw sragc is fully deaned and refurbished, the following 
ch anges wi II occur: 

• The stage foils dark, and emits a single droning flute 
note. C reatures can make a h earing Perception check 
(OC 18) to hear "Lladd Ye'oth" chanted in a constant 
whisper, b ut it sounds almost as if it's growing loud er. 

O nce every room in the tavern has been tended to, a 
shadowy figure appears on stage to bellow a haunting 
song. This ftgurc is a nyarc, a messenger aberration from 
Stibblcs' Codex. It will vanish after it finishes. 

Bound by btxxl, by suoear, fry tears. 
Poor Llrr), shall litie ren tho1l$llnd )-ears. 

Those who seek t0 ser him free, 
The:, shall ansue' soon io she. 
UaM Ye"orh, body of deca,. 

As wiih her bod), so rm shall !hey. 
Sisrer of ihe udking behemorh, 

Undd Ye'och . 
Undd Ye'och . 

A4. Party Room 
h 's clear tha t this door hasn't been opened for a long 
t ime. Inside the windowless room is a sizable sp-ace with 
the remains of a large dining table as its centerpiece. 
The table lies broken do wn the middle, covered in half 
a dccaclc's worth o( dust. Mounts (or decoratio n arc built 
into various areas of the wall, all of which arc empty, save 
for a deteriorarcd mop by 1hc table's head. 

Larry Baker's Commenu 

• Pa rty Room: "I do kinda miss that sp0ce, we came 
up with panies for everything. Binh anniversaries, 
wedding receptions, weekly gambling, it was great!" 
Larry's composure will break for a moment. 

• Table: "Oh yeah , a big barbarian dude goc ma rried co a 
princess after fighting a dragon . He fell into the cable 
and I C01.1ldn't afford to replace it. Must have been a 
great time!" 

• Mounts. "\Ve had the best Stuff on those! Weird tools. 
1001"\Stcr heads, paintings, you name it! Had ro sell it all 
a while back to help Jakey (.:Ct his sran up." 

• M0p: ,;That's where I put that! I've been looking for 
four years! I thought it'd be funny to put up there, but 
now I actually need ii." Please don't let Larry try to use 
the mop. 

" Poor, Sweet Larry" Changes 

If the room is fully cleaned and refurbished, the following 
changes will occur: 

• A ring of candles floats above 1he new 1ablc, the 
number of which matches 1he number of years it has 
been since N ova died (which should be six upon 
imroduc.tion, but may increase if enough time passes 
without rcsohdng the curse). Children's laughter echoes 
from the ~rcy room, only when it is uninhabited. 

As a variant, if it is the anniversary of his daughter's 
birth, the children sing a hirthda)' song in Luna's honor. 
Refer to the Tavern's Operators for more information on 
Nova and Luna. 

AS. Restrooms 
These twin restrooms once featured separate s igns which 
h:we since been replaced with 1hc painted word "Poopcr" 
on eirher door. Inside 1he first is a filled pit latrine, with 
a honey bucket plac1.-d next to it. Inside the second is a 
functional pit latrin e, defaced walls with insu lting writing, 
and a brQkcn hand mirror. 

Larry Baker's Comments 

• Sign: ,;New kinds of people in this world, and Larry 
rakes all kinds! Oh, you meant the word 'pooper."' Larry 
will giggle and not address it ft1rthcr. 

• Filled L:urinc: "Oh ~'cah I wrme a few letters ro the 
guys that come and clean 1h06e out, bur 1hey never 
wrote back. For now I just scaled the smell off, but 
rake this if you sec one of those poop guys." Larry will 
hand a party member a p iece of paper that just says 
"Poopcr's C logged." 



'
4 Poor, Stveet Lorry" Changes 
If the room is folly clcanOO, 1hc following changes will occur: 
• The toilet pits arc f'llled with a magical darkness, and 

emit the odor of rotting bodies. 
• A1temp1i.ng to use one causes the frightened condition 

for I round. 

A6. Food Storage 
This room serves as storage for food and spices. It contains 
very basic staples like flour, potatoes, rice, beans, and 
com. The spice racks and herb hangers are mostly empty, 
holding only dried stems. 

Larry Baker's Comments 

• Food: "Only the very best for my guests! O r, that would 
be the case if I knew how to use any of this stuff well. 
My son knew the names of all I he spices, so when he 
left I tried making a soup with all of them. Tums om I 
don't like spices!" 

" Poor, Stveet Larry" Changes 
If the room is restocked with spices and meats, the 
following changes will occur: 

• Al l the contents of the room suddenly become 
incorporeal, bound partly to an ethereal plane. 

Tr;l\'cli11g 10 the c1hcreal plane in this room does not 
.illcviatc the effect, as the food will then appear to be in 
the material plane. 

• People standing in the room appear gaunt, as. if suffering 
from stan'flt ion. 

A7. Brew Storage 
This small side room has a small broken lock on the 
handle. Inside are four stacks of barrels, the IO\\'er of 
which have begun to warp and leak. All 1he barrels in chis 
room are teeming wi1h bacteria and mold, 

Larry Baker's Comments 
• Brew Storage: '"Oh yeah! Stopped using 1hac room 

when I took wine off the menu. Now I gm th_e barrels 
I need right here in the main room! Wait ... do people 
take from here when I'm in the kitchen?" 

"Poor, S,w:et Larry" Changes-
!( the room is fully deaned and rcsrnc.kc<l, the following 
changes will occur: 
• All the barrels begin to boil. After three hours. the 

barrels stop boiling, but arc devoid of alcohol. 
• The room beco1nes incredibly humid and unbearable 

10 breathe in. 



AS. Guest Lounge 
This oddly comfortable lounge features rnorc lax 
furniture, albcic a bit damaged. There is a fireplace on 
the far end of the building, with a large family portrai1 
overhead. Two dusty side cables have \fascs on chem, one 
o( which is broken. A small crate with a deck o( cards, 
l WO simple reading books, and childrcns to)'S sits in 1he 
comer. Above it is a collage of children's drawin~'$, mostly 
depicting La.rry with a young lx,y going on adventures. 

Larry &ke:r'.s Comments 

• Guest Lounge: "I still like to spend some nighrs in that 

mom. Reminds me of the earlier days. & ck when I 
was thinner!" Larry is not iceably thinner now than the 
portrait clepiccs him being. 

• Portrait: Larry will provide dccails abour each of his 
fumily me mb?rs in the picture, detailed in 1he Tavern's 
Opera,or:s section. 

• Drawings: "Oh! Jericho has always been such a 
creative li ttle guy. He should be coming back somcda)' 
soon!" More details about Jericho arc in the Tavern's 
Operators sect ion. 

" Poor, Stveet Lan-y" Changes 
If the room is fully cleaned and restocked, the following 
changes will occur: 
• All 1he paintinf.'$ in the room chnnge, erasing 

everything in them bt.u Larry. 
• The child ren's art pieces all full from the walls and 

lose 1hcir color, They cannot be secured 10 the wall by 
any means. 

SECOND FLOOR 

Hallway 
This hallway is one of the cleanest areas in Poor L-1rry's, al­
beit a bit span,c. ll1e chipping wocxlcn walls carry nothing 
b?yond empty sconces, and a sma11 empcy side table stands 
between tw<, of 1he gucsl rooms. A tiny broom closet sits 
ju!>t behind the stairway lending down, but is empty. 

Bl. Large «Guest" Room 
The largest guest room is av:iilablc for 5 silver a night , or 
3 gold pieces for a full Wi..'Ck. Inside is a large doubfo bed, 
a footlocker containing nothing bu1 a wine bortle opener, 
an old wardrobe with one extra set of Larry's clothes, and 
a wide window with an alleyway view. 

A medium-sired rcrracona pot cont:tins a sm::ill dead 
tree, placed in the corner of the room. O n top of the foot 
locker is a mil glass bowl 1hat contains water, sand, and a 
small 00.mboo plant. Any f,'llCSt here can make a OC 12 
lmclligence (lnvcsriwuion) d,eck to realize this is where 
Larry sleeps when there are no guests. Searching for Larry 
while this room is occupied reveals that he sleeps on the 
couch in the guest lounge (AS). 

Larry Baku's Commencs 
• Room: "Yeah! It's the best room in 1hc building. Bed's 

stuffed with extra homegrown straw! I heard some 
other places arc using wool and conon- how do 1he)' 
afford that r' 

• Larry Sleeping: "Oh, well .. . guess I don'l ha\'e an 
ans"·er lhcre, haha. 1 clean the b..--d after every t ime 1 
sleep in it, so no need to worry! ll1e room downstairs 
isn' t th:u bad, and it's worth the rental foe foir sure." 

• Plants: "My wife used 10 ~•~.lr(lcn, so I ~'fabbt..--<I a couple 
plams from a merchant ro see how I'd handle it. Seems 
I can only remember to water things chat live in water." 

B2. Guest Rooms 
These guest rooms arc all fom ish1..·d with straw beds, held 
tO!,>ether by woo::len planks nailed into the floor. Each one 
has a lidless crare to store personal belongings, :a crude 
desk, and unevenly balanced cha irs. 

Larry &ker's Comme nu 

• Furnishings: " It's not that bad. Less than a dozen years 
ago this was 1hc norm! I'd add blankets if I could afford 
it. •. ci1her chm, or boy some acnial chairs. Made these 
ones myself!" If L'lrry touches a tl)' of the chairs, they 
will crumble. 



'
4 Poor, S.veec Lorry" Changes 
I( the room is upgraded with new supplies like blankets 
and craftsman chairs, the following changes occur: 

• Creatures attempring to sleep here deal with 
rcmpera1urcs ahcrnating between swehering and bone­
chilling every hour. 

• Creatun."S 1hat don't require sleep will hear conStant 
whispering voices during their downtime, plaguing thei r 
minds with inhumane though1s and images. 

• Any crearurc that rnkes a shon or long res1 here docs 
not remove any points of exhaus1ion. 

• While sleeping in 1he rooms, cre:uures must succeed 
on a OC 18 C.Onstitution saving throw or t.1ke psychic 
damal,'C equal to half of their maximum health. 

B3. J cricho's Room 
This bedroom is not offered to guests. Inside appears to 
be a young boy's room, with nicer furnishings and an 
posll.xl on the walls similar 10 the lounge (AS). Inside 
the footlocker is a set of thieves 1ools. painters supplies, 
and clothing for a very young boy. 

Lorry Baker's Comments 

• The Bedroom: "Oh! I'm keeping that room jus1 like 
my boy Jericho left it. He had a bit of a bad run-in, 
had to leave for a while. But he should be back 1his 
year, any day now! \Vouldn't want to rem it out i1\ 

case he comes around!" 
• Tools. "Weird that )'OU ... checked. Jericho had a lot 

ofhobbic:s. l was happy to let him do what he wanted. 
Although I much rreforrcd 1he paim ing ... " 

8 4. Lun::a's Room 
This is the mosr fumished room in Poor Larry's tavern, 
and 1he cleanest. h conta ins the following features: 

• A pink "rooden crib. 
• Starry wallpaper. 
• Two rocking chairs facing the crib. 
• One window. with pink drapes. 
• A pair of footlod:ers, con raining various children's 1oys. 
• A painting of Larry and his wife, which S1.-cms to have 

been moved slightly. 
Behind the painting is a hidden compartmem with a 
strange lock (OC 20). Inside is a second, smaller poruaiL 
It appears robe ei1hcr a hal(Jing couple or a &rnome couple, 
holding the hand of a younger fib"-•rc. The image is rimc­
worn, and the paim fack-d. If mending is cast on the smaller 
painting, it is revealed to be the Old Lady and Emit \V. 
Saps, and though 1he younger fi&,ure is still blurred, it 
a~ars to be a hml'l.'ln child. Emil appears aloof, while his 
counterpart seems 10 be staring at the viewer. 

Larry Baker's Comments 

• Luna: "O h .. . I thought the door was locked. Please . . 
don'lgo in there." L.ury will then become dist.Int and 
leave the room for a fow minutes. 

--------------

Tue Tcivey111, c;uests 
------------

Engog 
Engog is a young half.ore (use the bandit stat block) who 
occasionally visits Poor Larrys because of 1he cheap grog. 
He wears an open waistcoat and simple pants, che same 
clothes he wears while "·orking in the fields. Engog is 
biding his time in life, waiting for a message from his god 
that will send him on an epic quest. Until that happens, 
he either drinks or works his time away. 

Engog would visit Lucky Larry's when he fir:s1 came 
into town, exiled by his ore tribe for being a halfblood. 
He fell in love wi1h Nova, but d idn't get the chance to 
speak his feelings. He now tips when he can, as a subtle 
apology 10 Larry. 

Kai Brownsmith 
Kai is a red-haired human woman (commoner) in her 
hue 20s, and 1hedaughter of a coppersmi1h in town. She 
wears common clolhes covered in patches from bums 
during casting. Kai drops by Poor Larry's to avoid familiar 
faces in d1e other fa\'Cms, and in fleeting hopes that 
Frederick will mum. As an old childhood friend of Fred, 
she's happy to support Larry wirh parronage while 1hcy 
wait. She wishes to be a bladesmith, but those types of 
metals arcn 't e<b")' to come by in her forge. 

Donk Grimeslink 
Donk is a pseudonym that se\'eral yellow kobolds use when 
\•isiting mverns in the city. They arc well known. as d1ievcs 
and pickf.()Ckcts, but they tip the bars enough 10- allow their 
presence. They visit Poor Larrys looking for newcomers to 

steal from, and to collect basic foods for cheap. 

Gastroe Oakenclub 
Gastroc is a dwan·cn dnmkard and veteran who 

regularly drinks beyor1d his limi1s and makes a rness 
in Poor Larry's. He occasionally brin&-s in old drinking 
blKklies to overt um the entire dining area (A I). D1.1e to 
his tics and history with a nearby militia, none of the 
other parrons can safely object to his actions. 

The Old Lady 
This strange character visits most other loca1 ions in 
the book but tends to pop up here 1he most. She deeply 
enjoys watching Larry's amic.s, conversing with orher 
guests, and collcc1ing mold growths from ar()l..md rhe 
rooms. She speaks to Larry as if they were once o ld 
friends. bui Larry tends 10 Ix vcr}' short with her. Note 
that once the e\1ent Poor, Sweet Lari)' begins, she will 
leave the tavern. For more infonnation on her, sec the 
W0rld Travelers section. 
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8.rt;lld twd ba((t;.r - 2 cp 
Wann, fresh baked wheat bread served with a side of churned, soft butter. 

,&ct; {i;nzd - 4 cp 
Sweet grain OOiled in water, finished off with a pinch of sale. 

Boilt;d Cllbb.!tfftl - $ cp 
A head of ca.bbage boiled in saltwater. 

$ Bt;tw Soap - $ cp 
Soup prepared with black, pinto and kidney beans. Boiled with half an onion, 

com, and carrot slices. 

Co.n:i twd Oil¢ Po.rndfft; - 4 cp 
A thick porridge made with corn, oats, and fresh milk from funner Todd's cows. 

Larry's person.al favorite! 

C.ht;fs .spt;cia.l - daily soap - 4 .sp 



~ Coc·KT,u1~-. 

~t Al(l - 2 cp 
A tall glass filled mostly wilh sweet ale, topped off with simple 

syrup and a spritz of water. 

Cl,rog- - 4 cp 
Made in~house! L1rry will mix molasses spirits and water for you. 

(p-(l(l,l). J¼a.d - 6 cp 
A unique cocktail designed by our old chef Jacob! 

A wann mix of mead and green tea. 

Poor .4lm.01J. J}(l(l - ,3 cp 
A shot of lemon juice mixed with a shot of rum, with salt on the rim. 
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TV1e Quest lsoClrd 
HELP WANTED - GARDEN STARTER 

l...ookingcogrowfrdtgreeiafarouriavenl! ll\'.lt(iret1CTOSS1heSOM. 
Quest G iver: The owners of a r ival tavern 

This posting would be torn down in a r,ormal tavern, 
but from Larry's perspt.'Ctive, "It's always better to have 
more gardens in town, and why would I stop another 
tavern from gctiing hclpt' Taking up the quest will lead 
thl' party to anorhcr location, to meet with the chef of a 
different tavern. She will explain that they nCt.'<I a patch 
of hmd tilled, and seeds collected. Working the soil takes 
4 toial hours and a OC 10 Strength (Athletics) check. 
Failing the check causes a level of cxhaustion.11,c 
party can collect seeds however 1hcy like, but it should 
rt.'<l,uirc a DC 12 Wisdom (Survival) check. Complct"ing 
the garden starter will reward the party with 4 days of 
rations per person, and 3d8 gold pieces. 

LOST D OG 

My puP «•Enc Nissinq. Help find PUp, reu.ord: my ccin 
Q uest Giver: Little Timmy down the street 

If the party asks around, they will be din .. -ctcd to an 
urchin boy about 10 years old. He introduces himselfas 
Timmy, and explains the last place he S.'lW rhc dog was 
about 20 days ago near the butchers. He says he and the 
dog were d igging for scraps when it dtuted off. h is a grey 
and white mutt with long :.ham.,y hair. 

The pany can search around the butcher's shop, finding 
tracks with a OC 16 Wisdom (Perception) check. Follow• 
ing them with a OC 14 Wisdom (Smvival) chcd leads 
to a fullen animal body and a ~nine (undead spirit of a 
pet animal from S1ibbles'Codex). AOC 12 Intelligence 
(Medicine) check reveals the dog died over JO days ago 
from inrcmal failure. Ar tempting to move the bod~• will 
anger 1he rcnine, but it can be led away from 1hc si1e wi1h 

meat. Bringil\g the spirit to the boy reunites the pair, and 
Timmy will reward the pany with I copper piece. 

L OOSE CHICKENS 

My damn chickens p ow 

Quest Giver: Fanner Todd 
The pany can ask Larry about this inquiry, and he will 
d irect them to a nearby fann. 11\Cownerof the funn, Todd, 
will explain that severnl of his chickens esc.ipcd two days 
3!,'<>• Searching for the chickens will lead the party around 
town, finding 1hem in strange places like rooftops and 
inside barrd.s. There should be a total of 5 chick~ns. 

Retuming to fonncr Todd with 1he chickens causes him 
some fmstration, as his prize-winning chicken Gertrude 
is s1ill missing. He will further d irect the party lO another 
funner, who he suspects has s10len her. This farmer, Dale, 
is keeping ,he hen locked up (lockpick OC I 0) in his 
bam, which is b"'-•arded by 1wo attack mastiffs. He will 
001 admit to having stolen the chicken, but is noticeably 
defensive and short with the pany. Retuming Gertrude 
to her owner will earn the pany a potion of he'1ling and a 
scroll of animal fricnchhip. 

PERFORMERS WANTED! 

\tie «tint to see uhai yw'i-c~l' Get on~ and earn a free drink! 

Quest Giver: Larry 

Larrv has had this listing on the board for as long as 
the stage has existed, but due to its state of disrepair, he 
will wave 1he posting off if addressed. If a parry member 
chooses to pcrfonn Md succeeds on a OC 14 Cliarisma 
(Performance) check, 1hey will draw in ld6 + I new 
guests. l.arTy will reward them with a tall, frothy ale .. 
that's a bit watered down. 



SVell0t.S 
OLD FRIENDS AND NEW R OMANCES 

Larry's roo hung upon old refaii~ips. he,it'5t needs a new one! 
Quest Givers: Tl'IC Seeker and the Old Lady 
If the Secker and the Old Lady are visi1ing the tavcm 
at the s.1me rime, llu: Seeker will quick!\· approoch the 
party. They will explain 1hat their old friend, the little 
lady in the CQIT1c r, said Larry's only sad because he's stuck 
in the past. TI1e Secker wants to fix that, and make a 
game of it: if the party finds Larry a girlfriend, they'll get 
a magic,,\ reward. If the Secker finds him a girlfriend first, 
one of the p.irty members has to go on a date "'ith the 
Old Lady. A ccepting the challenge "'ill lead the pan y to a 
number of potential suitors. 

Below is :l list of example NPCs., as well as suggestions 
for how the date should go. It is importtml that any other 
poi:cntial "s uitors" have dangerous catches to them- it's 
impossible to actually find Larry a real parmcr. ll\C party 
may find i1 difflcuh to arrange a date, due 10 1hc focr (as 
they may quickl)' discover) ,hat Larry canno1 physically 
leave 1he t:ivcrn. 1h: Seeker will pick either Rit.1 or 
Gretchen, both of whom will fail on their dates. If the 
party manages to find a suitor and manages to host a 
non-disastrous date, the Secker will rc-ward them with a 
unique magic item: the ring of ~art shatte,-ing. If they fail, 
one of th1m1 must suffer a date with the Old Lady. 

Gretchen 
Gretchen is an elderly human woman in her mid 70s. 
She is more 1han happy 10 explore a relationship with 
Larry-almost co an alanning degree. I( the pan)' chooses 
to investigate her further, they find that she has been 
stalking UuT'f inside her house are s1range drawings of 
him, a wriu cn record of every 1ask Larry undertakes, and 
a sto len picture drawn by Jericho. 

The Date: They will enjoy tJ1c conversation 10 begin 
with. but L.lrry is noticeably uncomfonablc. Gretchen 
will reveal 1hat she knows a lot more about Larry than 
she should-bu1 unless the part}' imervencs, the night 
will eventu~lly be a succcs.i: Gretchen is surprisingly 
convincing, and incredible at deflecting argumems. 

Rita 
Rita is a seemingly sweet-hearted young woman in her 
late 20s, with bright r<.-d hair and a cluster of freckles 
around her nose. She will appear apprehensive of the offer 
at first, but soon b...--come interested in Larr,•. If the party 
decides 10 ask around abom her, ,hey will find s he works 
at an acii,•c rival tavern of Poor Larry's. 

The Date: Rita deeply enjoys Larry's comments, and 
proves to be a fantastic lis1cncr. An~·o1\C with a OC 14 
Wisdom (Insight) chccke quickly realizes she has an 
uherio r m01ivc. If the dmc cominu..::s, Larry wil l be more 
than happy to have found someone-however, she will 
soon ask Larry to sell his tavern and move on \\lith his lifo. 
The relationship will end quickly, revealing that she only 
spoke to him on behalf of her family's business. 

Judith 
Judith is a conventionally attractive woman with blonde 
hair, who appears young for her age (mid 30s). She seems 
dismissive at first, but accepts the offer a t the mention of 
food. Judith is the daughter of a noble or elected official, 
either in town or ncarb)'. 

The Date: Judith reveals her pcrsonaliry very quick I~• 
af1cr 1he date starts. She ca1s loudly, makes several 
demands for the party 10 serve her, and ins.uhs Larry 
during tl\Cir conversation. Unless the party instructs her 
m leave, she will overstay her welcome for as long as food 
and drink arc a,•ailablc. Once the eating ends. she will 
lea,•e without a word. 

Diane 
Diane is a sweet woman in her late 40s. and a recent 
widow. She has long black hair and seems a bit 
disheveled, not unlike L1rry. She works as a tailor co 
support her son Trent. After a bi1 of convincing, she is 
open ro gi,•e Larr,1 a shot. 

The Date : Lany and Diane arc tongue tied by their 
nerves, but after a mug of ale or a glass of wine they come 
to discuss their pasts. As the night goes on, tl1q• end up 
more as friends than poten1ial lovers. L1rry will be grateful. 
thanking the party for their kindness. But due to Larry's 
curse, Diane mysteriously vanishes from town che next day. 

F:-.rmerTodd 

Todd is a fam1er the party may have recently visited in 
the ''loose chickens" quesL He li,•es alot\C, is only a few 
years o lder 1han Larry, and is an honest man. Discus.iions 
with Todd may reveal ,hat he fancies L1rr)', but needs 
help wo rl:ing the form co make 1ime for the date. 

The Dare: Larry is surprised by t he party's choice, but 
he tries to keep an open mind. Todd actively flins with 
Larry, using several euphemisms when discussing 1he 
worl: he does. They grow 10 enjoy each o ther's compa.n\', 
but Todd eventuall y states he isn't looking for some1hing 
long-tenn. Larry thanks him for his time, but isn't 
imercstcd in Todd's W8)' of living. 

97 



THE RING O F HEART SHATTERING 
Rare u..-:mdrous item, requires attu11ernen1 

While wearing and attuned to lhc ring, crmturcs have 
advantage on Persuasion and °'-.'CCption checks when 
interacting \\ith new creature5'. 8 hours after interacting with 
a new creature, any Persuasion or Deception chccb made 
while intcr.:acting with the same creature have d~vamagc. 

Date ,vith The Old Lady. Whichever pany member 
is selected to date the Old Lady is in for an interesting 
experience. For the GM, il is suggested that you play 
the date as a coy, raspy woman who's more interested in 
messing with the player than actually dating them. At 
the end of the event, she will kiss them, causing the party 
member to age ld4 years, gain a level of cxhaus1ion. and 
become poisoned for I d4 days. 

PooR, SWEET L ARRY 

Poor Larry could 1LSe some help, don'r JOU Ulinkr 
This major event begins whenever the pany is inspin..>d to 
help repair Poor Lury's rnvem. If the i&.-a of helping does 
na come from the players, L'll'I)' n'\..'ly ask for help if they 
linger in or return to the t:wern. They ll\a}' smn in :my 
room, with both the problems and the solwions mcmio1,cd 
in each room. Once a single room has been fully serviced, 
the wrath ofllad Ye-oth will warp the reality of the room 
(dcscribc<I in each room unck:r Poor, Sweet Larry O,a"b,cs). 

Halfwa\' through the rcnova1ions,or if convinced 
to explain his situation (Persuasion OC 18), Larry will 
explain his pact. He will mention that they do nor need 
to continue- to help, as they may be in incredible danger if 
they do. If che pany persists, and fixes every room on the 
main floor, the entire rnvem shifts into a demiplane. Llad 
Ye'0th will manifest as a gianr, dark force and attempt 
to destroy the pany for reversing the mvem'sdecay. As 
a seemingly godlike entity, the risk it poses may be too 
deadly for even the srrongest adventurers. 

If this manifestation is defeated, it will completely recede 
as the ravern is rerumcd 10 its nonnal resting place. The 
curses in eveiy room arc lifted. and the 0\"art will once 
again appear on the srage, singing a paningsong. 

Sm.J by""''• by blood, by ,weat. 
Sweet Larry isrelk,.'00. of hisdi!bt. 
Those wl'() sought to set him fret., 

Theyu-on tliegameandle1 him see. 
UnM Ye'o1h, -release comrol. 

And make sweet Larry Baker tuhole. 
Uad Ye'oth. Llood Ye'oth, Reloose the child wrapped in doth, 

The mvern is then filled with the cry of a baby, dearly 
r<:sonati~ from upstairs. Lan)' will rush with newfound 
fervor, and surprising dexterity, to L.11"1a's room. Aflcr an 
overwhelming expression of relief, with Luna in his arms, 
Larry will thank the party. TI,cy arc rewarded with all of 
Larry's savings. which he insists on giving, a flower that 
never willS, the robe of stars that Luna was wrapp,.--d in, 
and a nyart if the GM allows. 

T AVERN HISTORY 

Poor La1Ty's was once known as "Lucky Larry's," which he 
founded after marrying Nova Baker. The cavern was the 
light of the town during its early years, and the success 
allowed 1hem 10 support their fott1re endeavors. Nova had 
a knack for growing fresh fruits and vcgerablcs, eventually 
srarting a garden behind the tavern. Running low on 
help, the duo decided co scan a family. His firs.tborn, 
Frederick. was a passionate musician who helped operate 
the tavern with L'lrry. Larry n.'<fcsigned the sign to read 
"Lucky Larry and Son's" as a symbol of his pride. Second 
to enter the fomily was Jacob, who took great interest in 
expandi"{:: the menu. In hopes of having a daughter, Larry 
and Nova conceived a third son, Jericho. 

With three sons, a bustling business, and a beautiful wife, 
Larry saw every day of his life as perfect. One d-iy, a short 
duo that seemed like an cldery gnome couple \fisited the 
tavern. Along with them came a red-skinned tiefling, and 
the trio spent a healthy amount ci time enjoying Larry's 
company. TI1e old gnome man eventually asked if LalT't' 
wanted to live like chis forever. Being honest with his 
desires, Larry said yes. l11e discussion revealed that the 
goome's partner was a warlock, whose patron controlled 
the forces of entropy. If he were to make a pact, they could 
keep the tavern alive for as long: as L'lrry was. 

The discussion led to the following terms: Larry cannot 
abandon rhc cavern, and he must always serve cust◊mers 
during hours of operation. In rerurn his business would 
never nm oot of food, d rink, or water, and the building 
would sun•ive any natural phcno1ncna. Larry would never 
run out of money, and would never sec a day without 
customers.. For the sake of his children·s ftmircs, Larry 
agreed to the pact with [he being known as Llad Ye-oth. 

E,•cms outside the contract e\'Cntuall)' led to the 
tavern's current Stale, First, Frederick decided to lea"e 
the ca,•ern lO pursue a career in music. Second, Jacob 
left to explore 1he life of a travelling chef. and find a 
new meaning for his life . Then tragedy struck after the 
co1\ception of their fourth child, which was Nova's last 
attempt a1 having a daughter. Nova died in childbirth, 
leaving a newborn girl in her wake. Larry named her 
Luna, and cared for her as strongly as he carL'cl for Nova. 
The ta,·ern never wcm bankrupt, but its funding slowly 
reduc<.-d to little more 1han survival and opera tion costs. 
Jericho attempted to steal from a rival tavern, and was 
put in prison. 

Alone with his daughter, shattered by loss, Larry 
continued operation for two years, waiting for his son to 
return. Due to the terms of his pact, as specified below, 
his attention dedicated to caring for Luna left the rnvcm 
in a :.tatc of disrepair. He lx--gan to neglect customers, 
whic.h connic.1cd wi1h his promise, so 1hc entity d-uu he 
served wok the child away- in the middle of 1he night, 
his daughter vanished without a trocc.. Now, completely 
alone, L'lrry has made peace with his cursed realiry, and 
runs Poor Lal1)1's \\'lthoi.1t foil. He removed the addition to 
his sign, and the word "Lucky" was eventually COnSu mcd 
by the cver-t,rrowing potato vines from Nova's garden. 



T HE T ERMS AND 

COMPLICATIONS OF L ARRY'S P ACT 

Larry cannot abandon the tave rn. Larry cannot be 
rakcn outside of its doors, he cannot die and pass on 
to another world, and he cannot change the l)'pc of 
business it is. 
L'\rry must always serve the customers. If L'lny pL,ce:s a 
higher priority on anything cbc in his life during busin~ 
hOJrs, it is considered a distroction, arx:l. nnl'il be taken away. 

The t:w crn will never run o ut of food. A shipment of 
go<Xls is provided CVCI)' week, placed just outside the 
back door. lh:: quality of these goods slowly lessened as 

L LADD Y E'OTI-1 (L- LAD YE AUTI-1) 
Gargantuan celeslial. lawful euil 

Armor Class: 23 (natunl armor) 
Hit Points: 496 (32d20 + 160) 
Speed: 60 rt .. fly 60 ft. (hover) 

STR DEX CON INT WIS CHA 
20(+5) 14(+2) 20(+5) 30(+10) 30(+10) 18(+9) 

Saving Throws: Dex +11. Con +14. Cha+l8 
Skills: Arcana+ 18. Perception +18. Deception+ 18 
Damage Immunities: acid. cold. fire. poison; bludgeoning, 
piercing and slashing from nonmagical attacks 
Condition Immunities: blinded. charmed. deafened. 
frightened. poisoned. stunned. prone 
Senses: darkvision 300 It.. truesight 60 ft. passive Perception 28 
Languages: Silence 
Challenge, 30 ( 155.000 XP) 

Entropic Jlngtr. If Llad Ye'Ol:h missed an attad: on her last 
tum, her first attack at the start of her next tum has advantage. 
Immortal Rdmting. When Llad Ye"oth drops to 0 hit poirts. she 
ro:edes bad into stillness and is banished for a time 
Innate S~Ucasting. Llad Ye'oth's speUcasting ability is 
Charisma (spell save DC 26). Her can innately cast the 
foll01N1ng spells. requiring no material components: 
At will: btstow curse. ray of enfeeblement. scrying 
3/day each: inseel plague. mirage arcane. reutrst gravity 
I/day each: harm. sequester 
Lt~ndary Rtsi.stance (5/Day). If Llad Ye·oth fails a saving 
throw. she can choose to succeed instead. 
Limited Magic lmmunily. Unless she wishes to be affected. Llad 
Ye'oth is immune to spells of 5th level or lower. She has advantage 
on saving throws against all other spells and magical effects. 
Magi, \Vccipons, llad Ye'oth·s weapon attacks are magical. 
Re~neration. If Llad Ye"oth has at least I hit point. she 
regains 30 hit points at the start of her turn. 
Surreal Mouement Uad Ye'oth cannot exist in a single space 
at a single time. and insteads uses doorways or windows as 
outlets for her limbs. For combat's sake. she takes up to four 
large spaces at a time. 

the years went by, shifting from vibrani fruits to bulks of 
pot:nocs and oats. The ale went from fine craftsm:mship 
to a simple, passionless brew. 

The building will survive. No n1.;1ucr what weather 1hc 
outside buildings face, or an}' amount of rot infesting the 
walls, they will never fall. If a tornado "'ere to wipe 1hc 
city from the carch, Poor L·1rry's would endure, and sec 
customers 1hc next day. 

Larry will never run out of money. L.·my was given a 
la'l,">C sum of money upon agreeing, after which a small 
trickle of copper and silver continued IO flow tO the 
nwcrn through cuM:omcrs. Lany now h.-is a small hoard 
of 250 gold pieces stored under his bed, which he cannot 
spend, as he cannot leave the nwcrn. 

A CTIONS 

Multiattack. Llad Ye·oth can use her Frightful Presence. She: 
then makes four attacks. chosen from the attack types below. 
Jlge Bladt . Mefee Weapon Attack: +14 to hit. reach 25 ft., 
one creature. Hit: 25 (3dl2 + 5) piercing damage. If the target 
is a creature. it must succeed on a DC 26 Constitution saving 
throw- or rapidly age 2d6 years. A creature that ages 30 years 
from this ability t~ns to dust and dies. 
lnfating lntrwion. Melee Weapon Allack: + t 4 to hit. 
reach 25 ft., one target. Hit: 20 (6d4 + 5) poison damage as 
the target is ~lied with bacteria and spores. If the target is a 
creature, it must succeed on a DC 26 Constitution save or 
b«:ome: poisoned for I round. 

ld4 hours after the attack, the creature must reioll the save 
or t.1ke an additional 14 (4d6) poison damage. 
WitMrin,g Whip. Mefee Weapon Al tack: + 14 to hit. reach 25 
ft.. one target. Hit 20 (4d8 + 2) necrotic damage. If the target 
is a creature. it must succeed on a DC 26 Constitution saving 
throw- or its hit point maximum is reduced by an amount 
equal to the damage taken. This reduction lasts until the target 
finishes a long rest. The target dies if its hit point maximum is 
reduced to 0. 
Frightful Prtsence. Each creature of Llad Ye·oth's choice 
within 120 feet of her and aware of her must succeed on 
a DC 26 Wisdom saving throw or become frightened for I 
minute. A creature can repeat the saving throw at the end of 
each of its turns. ending the effect on itself on a success. If a 
creature's saving throw is successful or the effect e:nds for it. 
the creature is immune to Uad Ye'oth's Frightful Presence for 
the nexl 24 hours. 

L EGENDARY A CTIO NS 

Llad Ye'oth can take 3 legendary actions. choosing from 
the options below. Only one legendary action option can 
be used at a time and only at the end of another creature's 
tum. llad Ye'oth regains spent legendary actions at the start 
of its turn. 
Attack. Llad Ye"oth makes one attack using her blade. whip or 
infesting intrusion. 
Su"tal Mouemmt. Llad Ye'oth moves up to half her speed. 

Degrading Ma.gic. Llad Ye'oth casts bestow curse or ray of 
enfeeblement. targeting a creature within range. 
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TREETOP 
TAVERN 

T
o a void being invaded, and to keep a cl05e eye o n those who pass t hrough the sacred woods, the inhabirnm s c reated the 
Treetop Tavern! This rnvcrn is owned and ope rated by a community of wood elves and forest gno mes, who cu ltivated a 
rich, sky-scraping forest to live ii,. A netwo rk of b ridges, rope swings, and zip lines connect a variety of b uildings high 

up in 1he trees. though none arc easily visible from below, in lc.ceping ~•ith their goal of protcning :md preserving rhc forcsr. 
A number of pl:nforms rest o n the f,,'fOllllCI, n;:ady to pull up any guest who sets (00( on them. 

Player characters of any level can enjoy respite in these woods, as long as thC}' respect their surroundings. The greatest 
threats here are minimal, and it is optimized for characters leveled 1~3. This ravem should be placed in a large forest but 
can a lso be a famastical section of smalle r woods, a nd can be close to or for away from othe r seu lcmems. It sho uld be:: 
prcsenied 10 1he party as vibmni, full of life, arw:I sci a1 sccmint:lv perilous h eigh ts (it's not- they have b irds to catch you .. 
unless you were pitch1.-d off o n purpose). 

AREAS OF THE TAVERN 

The tavern spans the rop:s of a multitude of tfl."CS, though 
the main tavem welcome/bar area is perched among the 
branches of 1he largest 1rcc, rough ly in the center of the 
o verarching structure. Much of the rnvern is alh·e: rabies 
a nd cha irs a nd the bar itself have been grown imo useful 
shapes by 1he a rtisuy of 1he wood elves over 1he years. 
Even ll'l.lny of the bridges that connect the areas of the 
ravcm arc 1mw:le from brot'Khes and vines that ha ve grown 
t~-e1her. Any cbmagc to 1hc living iavcrn is sc,•crcly 
frowned upon and 1n.1y result in being suddenly and 
unccrcmon iously dropped over the edge of a pfatform 
by G reeba, the residetll sccurit}'· 

COMMON AREAS 

A 1 The Forest Floor 
When char.1cters enter the area d irectly under the tavern, 
1hcy may no t nocicc anything at fi rst other than the forest 
appearing particular!}' healthy and well-tended. ll~e 
bounty of the foresl is on d~lay here with berry bushes 

and useful plants, especially to druids o r others interested 
in herbalism. Player character.. with a passive Perception 
of 11 or higher will immediately no tice the srablcs, but 
only those with a passive Perception of 14 or h igher will 
see the lif1 platfonns without a b it of searching. 

THERE ARE A T O TAL OF 

FOUR LIFT PLATFORMS: 

A 1 A L:.trge Platform (to A3) 
The largest of 1he platforms will comfortably hold up to 

seven gucslS (and their baggage), and is located next to 
the largeSt tree trunk in t he area. It is the ma in lift used 
for guests and conncclS d irectly to the main hal l/ba r area. 
O nce all guests l'l.lvc stepped onto the platform , they wili 
hear the call of a bird (often a maf.rpie) and the platform 
will begin to rise using a system of well-hidden gears and 
pulleys constructed by the gnomes. 

When players ascend using this platform, th ey can not 
help but nor ice P,LSSing by the windows of the o wner's 
q uarters (BS) on 1he way up to the main ha ll (AJ). 
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A 18 Med;um Platform ( to C3) 
This platform is \ocawd behind the stables (A2} and 
will hold up ro five guc!lrs. It connects dirccdy to the 
mid-range guest rooms: 1hc Owlcry (CJ). 

A lC Griffin's Nest Platform (to CS) 
The smallest of the platform lifts prm•idcs a secure and 
private ascent direc tly to the Griffin's Nest suite (C5). 
A watch of n ightingales provide their song on the way 
up. G uests not booti.ed into the suite will not be able 10 

activate this platform. 

A 10 Tomm's wh;rylyg;g (to B7) 
A single-scat biqclc-likc wheeled lift provides d irect 
access to Tamm's workshop (B4). 

A2. The Stables 
The srablcs arc the only building 
associated with I he T rccrop Tavern 
that is located at ground level, 
purely for practical reasons. Guests 
can house their non-flying mounts 
here. While typical in shape and size 
(housing up to eight 1nounts), 1he 
building itscl( was woven together 
from pufT'()SCly planted saplings and 

"====='r blcrKls in well with its surrounding:;:. 

A3 Main H all 

The 1min hall is the primary hub o( the ta\!cm and 
provides easy access to nearly every area. When the 
players enter, they will notice SC\•ernl key fc-atures: 

The "room" is a roughly oval-shaped space surroundi..."'<I 
by the living branches of a very old oak tree. Additional 
branches, some as large as a good-sized tree themselves,. 
grow through 1hc floor. But 1hc focal point is 1he lh•ing 
00.r that stretches along the bock of rhc area. Shaped from 
Still-growing branches, it is a living 1hing as well as: an 
imprcssi,•c bit of fomiturc. Shelves behind the bar are 
stocked with a dizzying ,•ariety of colorful bottles, many 
with mysterious bits o( herbs or fruits floating in them. 
Squirrels and other small tl'L--C•dwelling animals. run and 
Oy around, some obviously on errands or job.i. 

Sturdy, inun<wable rabies, ,ilso grown from the hos1 
tree, arc placed around the room seemingly without care 
for ~itioning. Some arc too close together, making it 
easy to overhear conversations, while one parti-cular rnblc 



sits by itself in a dimly lit corner. A number of rcgul;u 
patrons and tavern guests gather in the room, listed in the 
Tavcm's Guests section. 

First-time visito rs or guests will be greeted promptly by 
Alt in Oakcnlock, the propric1or, or his wife, Gw)'nyn. 
They will be welcomed, informed of the rooms available, 
and told the Rules of the Tavern: 

• Lh•ing parts of the ta\'crn must not be hanned. The 
forcs1 and the ravcm arc all pan of nan,rc and must be 
respected as such. 

• Guests arc welco me to enjoy all common areas, bot arc 
asked m not explore the private areas such as the apiary 
(B6}or workshop (B4) without prior pcnnission. 

• The Hanging Pond (A6) is only open to visitOt"S fro m 
cock's crow ro ni.ghrfall for safety reasons. 

In closing, Oakcnlo<:k will draw the party's attent ion 
to a small b ut brilliantly shining golden statue in an 
alcove to the left of the bar away from any tables. Ir 
resembles n othing more than a happy chestnut pecking 
out of i1s husk, and sitS on a small wooden pcdcStal. It is 
approximately 1he site of an apple. 

"And this, rhis is the precious l1"MS1rre of rhe Tree1q, Ta,.'1?171, 
the Hear, of rite Forest. If has been passed down for generatioos 
and is t~ OOlr tome. As you can set, i.t is ma<k <:i solid gold 
and kep: in prisline condi.tion." He wags a long fingcr al the 

part)'. ''h is uery importam chat you l10f 101UTI it,~ 

He 1hcn smiles and goes on to give d in.-ctions ro the 
,,arious amenities of the tavern and hand out any keys for 
rooms rented. 111e keys are carved from polished ebony. 
one of 1hc hardest woo:ls known 10 exist. 

If examined, it is easy to sec that the Hean of the Forcs1 
is not guarded in any fashion and is easily worth upwards 
of 500 gold pieces. 

Sec Events: the Hean of the Fore$! for additional 
details o n whar happens if a guest touches rhc set.--d. 

A4. The Bower 

TOA3 

The enterta inment smge at the Trec1op Tavern has few 
equals in beauty. O:,nstruc1cd to resemble a bowerbird's 
nes1, the dr.nnar ic entrance sweeps up and welcomes 

,., 
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visicors to enter. O nce inside the cozy sp:-ce, guests will 
see a raised stage surrounded by small, round tables. Every 
scat includes a hand-embroidered cushion decorated with 
tranquil wildlife scenes. A flickcrin~ globe floats in the 
center of the room providing illumination, dimming or 
brightening as the siiua1ion calls for. The Bower is o nly 
accessible ,,ia walhvay/bridb,c from 1hc ma.in hall (AJ). 

The only other light emanates from small wooden bowls 
holdi1lg wh.'lt looks like some kind of cvcr-buming/aerie 
frrc. Attempting to steaVrcmovc one of 1hc bowls from the 
room will cause the thief to be outlined in violet light for 
six hours, giving arrackers (if any) advantage on anacks. 
Additionally, the rhief will not be able to ext me, any bcn, 
eftt from invisibility. T:wcm employees will know "·hy 1he 
char.i:ctcr is glowing and any ability check.s 10 inter.1ct with 
them will have disadvantage for 1hc duration of the effect. 

AS. T he G reenhouse 

The arboreal b'TCenhoosc is full of plants and even small 
potted t n.--cs. All of the vegetables and herbs ust.'d in the 
meals are b'TOWn here, and guests arc welcome LO stroll 
through at any t ime of 1he day or niglu. In fact, some r,1rc 
flowers only bloom at night. T11c lean-10 shaped space 
is always full of the rich smells of good din and flowers. 
Small woodland creatures arc constantly in and out, 
working on odd jobs such as weeding, killing insects, or 
picking ingredients for the kitchen. 

The greenhouse is conn ected by rope bridge t o AJ the 
main hall (AJ ). and by zip line to the kitchen (82). 

A6. The H anging Pond 

103 



104 

Suspended from the branches of several trees is a vCI)' 

large, boot-shaped structure constructed of sustainably 
harvested wood, and filled with water. The pond is fed 
by a heated spring via a system of gnome-ck"Signcd pipes 
(which arc also used to hea1 some of 1hc tavern rooms). 
The water contains a special blend of trace minerals and 
essential oils perfect for relaxing in. 

If players visit the pond for a soak, they will find that 
they lose on.c level of exhaustion for each hour spem in 
the baih, and when they leave they will benefit from the 
effects of the .s.i.ncnmry spell for one hour. 

If visiting the pond while polymorphcd on the night of 
a full moon, a character will be restored to their normal 
self after one minute of immersion in the purifying waters. 

Any visi1 after nightfall means players may encounter 
id4+ I giant frogs that like to bathe there at night and do 
oot appreciate being disturbed. 

The pond is connect·cd by walkway to the ma in hall 
(AJ) and via srairs to the Oakenlocks' quarters (B5). 

TilC rookery is both a stable for flying mounts and the 
home for a multitude of winged animals and birds of all 
shapes and sizes. It is located 1,car the crown of the main 
tr1.-e 1hat houses 1hc Treetop T:wcrn and is accessible via 
an indin<."(I walkway from the main hall (AJ) or stairs 
from the Griffin's Nest suite (CS). 

11,e area can't properly lx- called a smble or a room; 
rather it is a collection of nests and roosu of all sh:1pcs 
and sizes. Some small wooden plarfo,ms arc pbced here 
and there for footing and rope handholds do1 the area. 

A1 the upper end of the rookery, investigating players can 
find a hippogriff nes1 wi1h a freshly bid egg (sec the Quest 
Board: The Egg}. 11,c hippogriff may or may not be at the 
nest, d<..•pcnding on whc1hcr or not it is current ly hunting. 
Players can simply try to take 1hc egg-a DC 17 Athlct'ics 
chec.k if the hippogriff is r.ot there. If the hippot,"Tiff is 
there, they have a number of options such as killing the 
hippogriff and stealing the egg, or using subtcrfu~rc to 
distract the hippogriff and get it out of 1he way. 

However, the rookery Is full of flying creatures going 
in and oot at al l times of the day and night, so other 
creatures (basically, any flying creature one can imagine, 
including cntomodrakcs, bennu , cockatrices, griffons, 
pseudOOragons, stirges, or wyverns) may take an interest 
in wha1 is going on. 



SERVANT & PRIVATE AREAS 

B 1. Hidden Staircase 
A hidden door at the b~ of the tree lhat holds the 
kitchen (B2) leads to a stairway inside the tree that 
goes directly to the kitchen. The door can be opened 
by locating atx! pressing the "lock" burl with a OC 
12 lnvcstig::\tion or Pcrccp1ion check. The staircase is 
prinmrily used b\' the b'flOffiCS who work in the kitchen 
and is only dimly lit by a fow small openings left on the 
HCC by woodpeckers. It is no1 panicularly spacious, so 
larger ch.,racrcrs may encounter difficulty rm.versing it. 

82. Kitchen 

Though relatively small. this room contains everything a 
well-stocked kitchen requires. including a large fl replace 
with a roosringspi1, a wanning oven bui lt of brick, and 
muhiplc cauldrons bubbling over rhc flrc. The kit.chcn is 
a busding location during 1hc day and evening but staffed 
by only one (usually sleepy) gnome worker al night, on 
call for any latc-nighl orders. 

A hand cranked wheel-operated dumbwaircr goes 
direcdy from the kitchen t0 1hc Griffin's Nest (C5) . 
The kitchen is connccu.xl by a covered walkway to the 
Oakcnlocks' quarters (B5), by rope bridge to the main 
hall (AJ), by rope walkway to pamry (83), by zip line to 
1hcgreenhousc (AS), by stairs to the brewery (B4), and 
by rope and vine ladder 10 1he apiary (86). 

B3. Pantry 

,., 

TREETOP TAVERN ~ 

Larger than the kitchen i1 scrn.'S, the pantry is foll of 
prccarioush• siackcd supplies. including: 
• A larder of wooden shelves full of tOOt vegetables, dry 

goods, preserves, eggs, and meats 
• &rrds of finished ale, wine, and the ravcm's own 

special blend of honey mead, Gwyn)•n1s Blend 
• Hanging rncbof drying herbs 
• Freshly harvested vegetables and herbs from the 

greenhouse (A5) incended for that day's use 

This storage area is only accessible by a rope ""alkway 
from the kitchen (B2) or by zip line from 1hc brewery 
(84). The door is locked at night but open during the day 
as workers arc constamly going back and forth bctwe<:n 
the rooms. The key is held by Gwynyn Oakenlock, 
but the door can be unlocked wi1h a successful DC 15 
Dexterit}' (ll1ievcs Tools) check. 

84. The Brewery 

The brewery contains two huge copper s1ills and 11 

muhitude of wooden vessels and day jars full of mead 
and wine in various stages of fenncmation. The air is 
thick and heavy with the smell of rea:>t and alcohol, but 
kept magically cool by Gwynyn Oakenlock. Slight wisps 
of fog periodically waft through the room. The walls arc 
tacked full of scraps of parchment containing recipes 
and lists of ingrcdicms. 

The room is kept locked, with a key held by Gwynyn, 
but can be unlocked with a successful DC 16 Dexterity 
(Thieves Tools) check. The brewery is connected by zip 
line to the pantry (BJ) and by stairs to the kitchen (B2). 

The recipe of Gwynyn's Blend is wrincn on a 
particularly old and 1ai1ered piece of p,1rchmcn1 on 1hc 
wall fanhcst from t he door. The recipe is a very simple 
listing of ingredients: spring water, honey, yeast, and 
lemon balm. 
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BS. The Oakenlocks' Quarters 

The Oakcnkx:b live in a suite of rooms inside the very 
large main tree, directly underneath the main hall (AJ). 
The rooms arc small but richly furnished, with most of 
the furnishings being purpose-grown by the Oakcnlocks, 
as both arc accomplished dniids with a particular interest 
in the growrh and manipulation of plants. The floors 
arc covered with soft rugs in warm tones. There arc no 
curtains o n the windows, c,,cn though the AIA platform 
goes right by one side, as the Oakcnlocks like to be able 
to see thcsrars and trees. 

All of the rooms, including the washroom, arc full 
of stacks of books. Altin Otkcnlock has an extensive 
library of books containing all manner of druidic 
knowledge and an impressive amount of spell scrolls for 
druid spells up to levd six. 

The Oakenlocks' quarters nre conntX:tc<I by a covered 
Mtlkway to the kitchen (82), bysrairsto the main hall (A3), 
and by ano1her sci of srnirs 10 the hanging pond (A6). 

86. The Apiary 

82 

Tite apiary i.sn'r really a room, bul' a pl:uhm buil1 an:x.u,d 
an unllSl.1ally L-ugc, consmntly buningbce hive located near 
the top d the main rrce. It is conncc1cd via rope and vine 
ladder to the kitchen (B2). The bees are abnormally large, 
approximately the size of very plump OOIS, ::md produce 
the SJ)l">Cial honey used by OwFwn O:lkenlod:. 10 m:1k.e 
Gwynyn's Blend mead. The hi\'e is least ac1ive during mid­
day when moM of the bees arc out collecting pollen, with 
all returning by sunset. 11-.c bees arc sluggish during times 
of rain or lower temperatures (lcs; thnn 50 dcgn.--cs F) nod 
almost entirely cbnnant in the winter months. 

If a charnccer attempts to take any honey or honeycomb 
without raking precautionary measures (which can be 
discovered while conversing wi1h Poziver Dench). ld4+ I 
swarms of bees will attack. 

Raw honey placed on \\'Olmds will act like a topically 
applied potion of heal ing. 

87. Tamm's Workshop 

llH~ Tree1op Tavern is full of invemive gnome-crafted 
solutions such as tl,e lift platfonns, the heated h.'l.nging 
pond, dumbwaiters, and surprisingly comfonable 
restrooms. Tamm Torgin's workshop is where al l of these 
creations were designed and made. The workshop is 
more of an open-air platform 1han a room (corweniemly 
allowing uni mended explosions to cause as liule damage 
as possible). Tables arc piled high with bits and bobs of 
metal and \\'ood and half-completed inventions. The floor 
is marked by scorch marks and strange scratches. 

A hanging bed th:u resembles aver}' large swallows 
nest is located in rhe center of the room and Tamm often 
sleeps over, even though he has a home and a long• 
suffering wife ncarb}'· A clockwork magpie is perched 
on the bed and serves as both an intruder alarm and a 
wakt-upca.11. 

If the clockwa-k magpie is 1ri~,crcd, ld6• I anim,'l.t\..-d ter­
rible teakettles come bubbling orn d a cupboard and attack 
al~ide the clockwork m .. "lgpic unlcsscaUcd off by Tamm. 

TI,e workshop is connected by zip line to 1he main 
hall (A3) and is also directly accessible by Tamm's 
Wh;d)'g;g (Aid) . 



GUEST ROOMS 
& NECESSARY FACILITIES 

11'\Crc arc three dns!-es of rooms available ::it the Trcct0p 
Tavcm= Poor, Comformblc, and a single Aristocralic suite. 

C 1. The Swallows 
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hucndcd for price-conscious guests, the Swallows 
provides a poor b1.1t dean level of .accomnuxbtion for 
gue.scs who do not mind sharing space with thei r fellows. 
The large, mostly open-air platform has sturdy rope 
hammocks for sleeping. Blankets and pillows arc provided 
to g11es1s at check-in, or guem ma~• use their own. 
Backpacks and other belongings can be hung on hooks, 
or a lockable chest can be requested. A fow folding room 
screens arc placed around the platform and can be moved 
to provide a sca.nt amount of privacy. 

11\0ugh the Treetop Ta\·Crn's common areas .-ire 
primarily at what would be considered a "'comfortable" 
level, the Oakcnlocks keep the Swallows affordable so 
that anyone can afford to sray and enjoy al l the a1ncni1ics. 
The Swallows CM be reached by walkway from the main 
h•II (AJ). 

C2. Washrooms: The Titmouse 
The Swallows all share a single common washroom with 
''Cl)' basic (but clean) facilities. Hov:cver, cherc arc only 
two toilets, so a line often forms in the mornings and 
evenings if the inn is particularly busy. There arc four 
showers. All water is recycled using a complex system 
of gnomc•builr pipes and filters, most of it being used to 
water the plants in the greenhouse (AS). 
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C3. T he Owlcry 

There arc fi\·C rooms at 1his lc\'cl, individually labeled: 
The Spocted Owl, The Barn Owl, The Borcal Owl, The 
Tawny Owl and 1l1c Snowy OwL Each room contains 
a double-sized lx"XI fiued with a plump, fca1hcr,1icking 
mamcss and a quih hall(ln1,.'1<lc by the owner's wife, 
Gwynyn. A sm.ill iablc and chairs are also included so 
that guests may choose to sup in their own room. Other 
items incl~ a pewter wash basin, freshly laundered 
rowels smelling of l:wcndcr, and a lockable wardrobe for 
stori ng clothing and other personal itCl'ns. Removable 
cots or hammocks ;arc available if neccs.sary. 

The Owlery rooms can be reached by walkway from the 
main hall (A3) ordin..>-ctly via rhc AIB lift platform. 

C4. Washroom: T he Shrike 
The Owlcry rooms also share a common washroom, bot 
of a higher quality than ll1e Titmouse. There are four 
toilets and four showers, p lus sinks with running hor and 
cold warcr. Bars of hone}' and goat milk soop, made by 
Gwynyn, arc provided. 

CS. The Griffin 's Nest 

A single sumptuous suite divided into duce rooms is 
available at the Treetop Tavern, but only by pre-arrange­
ment as the suite is often occupied by the C ritic and/or 
the Secker, either of whom nrny arrive without much (or 
any) n01icc. If the Critic and the Seeker are in residence, 
they will of1cn be found discussing how 1he Cri1ic's "in• 
vcscmenu" arc going, either in the Griffin's Ncsi or while 
enjoying the nigluly entcrrainments at the Bower (A4 ). 
If the Seeker is there, they may bring out Brassbox in the 
Bower if they fed the place needs livening up. 

If the suite is empty upon arrival, guests can book ii', 
though the price is at the aristocratic level. Callt:xl 1hc 
Griffon's Nest, it C\len has its own private lift pla tform 
for direct aCCC$. 11lc bedroom conrains an exceedingly 
comfonablc woven bed-nest large enough to oomfonably 
sleq, six people, provided 1.hcy arc very close. The sining 
room includes a li" ing wood dining mble that can ch,'\nge 
shape and size tosui1 the !_.'1.IC:Sts (with help from Altin 
Oakenlock), a dumbwaiter direct to the kitchen for service, 
and cory O\lerstuffc<l ch::\irs. The suite also has a private 
restroom including a cub with n1nning ho1. and cold water. 

Besides the private platfonn, the suite can be accessed 
by stairs from the mtlin hall (AJ). 



THE TAVERN GUESTS 
The Treetop Tavern is a large, well-known inn thm is 

popular with locals and travelers in whichC\'Cr area r0t.1 

place i1. The number of gucst:s can fluctu:uc (and rhc 
C J .shared accommodation can hold as many guests as 
necessary by adding .Kldition,·1' hammocks), but listed 

below arc a number of sample NPCs th:u cnn be inclttdcd 
during chc players visit, many with accompanying quests. 

Kark Anklebone 
A splendid example of both a barbarian and a half-ore, 
Kark is an overly muscular regular at the Treetop Tavern 
(using 1hc bandit captain statistics with a Strength of 17 
and Constitution of 16). He commonly wears a wolf,fur 
cape over leather annor. He usually keeps any weapons 
he finds while adventuring and thus has an extensive 
collection. While he usually just comes to drink and scare 
soulful\)' at Grceba if she is nearby, he sometimes stays in 
the Swallows (Cl) if he's had a few too many to stumble 
home. While he has had a crush on the ha lf-orc-h alf-
e lf G reeba for some tin-.e, he has not yet worked up the 
courage to confess. 

Eamon the Silent 
Eamon is an avcragc-si2cd human man with piercing 
icy blue eyes and sandy hair. He i.s a monk and uses 
the acolyte statistics, He wears a very simple brown 
homespun robe tied about wi1h hemp 1wine. Tirnugh 
he docs nor drink alco hol, he frequents the main hall 
(A3) a nd can be found 1here nearly every afternoon at a 
rnble in a darkened comer, separate from all the rest. He 
f~wors a lemon verbe1,a, hyssop, and seemed geranium 
blend for his herbal tea. No one has ever heard him 
speak and there is a standing b;u bet among all the staff 
and regu lars to sec if anyone can get him to speak even 
one word. The pot is currently up to 75 gold and is held 
by G rceba for safekeeping. 

Dunstan Forgehand 
Dunstan, a male dwruf commoner, has lx.'tn a regular ttt 
the T n:.-etop Tawrn for yearS, even rhough he mns hi.sown 
brewery in a nearby village. An average-size dwarf with an 
unmly red beard, he can usu.111,, be found in 1hc main hall 
(A3) nursi1;g a mugof Gwynyn's Blerw:t or watching the 
e ntertainment in the Bower (A4). He is particularly fond 
of cfancing ri ightS a1xl has a large appetite. 
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Elda. a fomalc l ight~~~~a~~fZ~~~ is a newly arrived 
guc.st staying in the Swallows (CI ). Sh e is quite young 
and naive, though friendly if spoken to. She wears 
lca1her armor so new 1hal it still creaks a bit as she 
walks. This is h er first time sta,•ing at the ta,•ern. When 
interacting wi1h the player characters, Elda wi ll speak 
enthusiastically about both the Oakcnlocks :md the 
preserva1io n of nature in general, as well as her desire to 
grow into a mighty druid some day. 

Yarius Kevril 
Yarius is a male half~\( warlock (use cult fanatic) and 
a regular guest in the Snowy Owl room (C3), where he 
stays whenever he passes through the area. He is often 
seen with his sprite familiar flying around his head. lncy 
whisper together frequently. Yarius has long hair that 
i1ows past his shoulders and appears to be a d iffcrent 
color every day. He wears brightly colored robes cut of 
(inc doth. He can usually be fo1md in the main hall (A)) 
or the Bower (A4), bur wanders all O\'er the inn and vi.sits 
the hanging pond (A6) almost daily. l(Yarius and T.·unm 
Torgin wind up in the same room for any reason, it is 
obvious that Tamm is avoiding him. 

Borin Firheart 
Borin, a male half-elf (commoner) woodcutter, is a 
regular at the tavern. He lives nearby and can often 
be found in the nmin hall (AJ) or the Bower (A4). A 
muscular man with a la rt,>e nose and somewhat dose-set 
eyes, h e smells of pine s.-ip. If the party contains a bard, 
there is a good chance that Borin will 1ry to pick a fight, 
as his parent's marriage fell apart after o ne of them nm 
off with a traveling bard. Borin carries a hand axe and a 
hunting knife, and never has more than IO ~'Old on him a t 
any given tune. 

Mirabelle Mistle 
Mirabelle is a female human bard (commoner) currently 
performing a t the tavern. Her hair is an unnatural 
shade of pink and she has delicate features. She wears 
a fitted leather bodice adorned with ribbons of many 
color.s. Her favorite instrume nt is the lute, but she also 
is a big practitioner o f prestidigitation and illl1sion. 
She nonnally ir:wels with a companion/assistant 
named Gavin. She visits the Treetop every few months 
arid srays in the Tawny Owl room (CJ). \Vhcn 1101 

performing, shl'" can be found in either the ma in hall 
(AJ) or the hanging pond (A6). 

J 
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THE TAVERN OPERATORS 
Altin Oakenlock 

Altin Oakcnlock is an accomplisl-.c<l male wood elf Circle 
of the Lmd druid and proprietor of the Tn..--ctop Tavern. I-le 
takes his dmics as a protector of the forest very seriously. 
Very mil, even fora wood elf, he is slender and tends co wear 
tailored, formal clothing ra1hcr than robes or le-at hers. He 
a lways carries a handkerchief and usually has a book. While 
slow to anger, there ::u-c a few things that spark Ahin's ire: 
daint1f.>C to the living ll\\·Crn, lying, and stealing. Altin knows 
the can trips dnci:lcra/1 and thont whip and the spells speak u:ith 
animals, animalfriendship,/aerie fire, gust of wind, moonbeam. 
speak wirh plams, and plam grou•1h. He has +6 in Animal Han­
dling and +4 in both History and lnvcstigarion. 

Altin is most of1cn found in ihc main hall (AJ), where 
he tries to personally greet every g\lCM (and make sure 1hcy 
understand 1hc rules of the ta\'ern), or in the Oaken locks' 
quarters (B5), where he spends a lot of time reading. Al 
night, he likes to sec wh:ltC\'Cr enterrninment i:S goi~ on in 
the &wer (A4). 

Gwynyn Oakenlock 
Altin's wife, Gwynyn Oakenlock, is a female Wood Elf, and 
an acc(H11plishcd Circle of the Land druid, bur rather than 
immersing herself in books and research like her husband 
she prefers to be hands-on. She crafts e\•erything from soap 
w quilts and healing potions, and is primarily l'{'Sponsiblc 
for the cozy and comfort:lblc feel of the i,m. Tall and 
shapely, she usuall)' wears long flowing dresses or robes. 
Her long brown hair is kept in a tidy plait down her bad:. 
Gwynyn knows the cantrips dnudcrn/1 and mending and the 
spells speak with animals, c1tre U"011nds, entangle, spike growth, 
and speak wi1h plams. She is proficient in Herbalism and has 
+6 in Natme and Medicine. 

She is most often found in the mtlin hall (AJ) or 
experimenting in the kitchen (B2) and brewery (B4). She 
is currendy trying to craft a new mead recipe to rival her 
original Gwyn~•n 's Blend mead. 

Greeba the Green 
GreeOO is a female half-on:/half,wood elf berserker 1vith 
a base Strength score of 18 and a base Charisma score of 
15. Being b0th ore and wood elf 1n.'lkes for a complic;ued 
background, .ind i1 wasn't until GrceOO found a home at the 
Treetop Tuvem that she felt she truly belonged anywhere. 
As she towers over most guests, few seek. to cross her. With 
her green coloring and brown leathers, she finds it easy to 
blend in anywhere int.he environs of the tavern, which 
often make~ it seem that she has appeared out of nowhere. 
She has reddish-brown hair and pointed e.irs. Being half elf 
and half ore, Grceba has advanrab'C against being charmed, 
proficiency in lmimidation and Gmppling, ru..d knows 
the languages Elvish, Ore, Common, and Dwarvish. She 

C..-ccba 
The Grtm 

cannot be puc 
to sleep by magic. 

Greeba can be found 
anywhere at any time within the 
tavern as she is consramly patrolling. 
She has a fondness for strong ale. She takes her job very 
serious!)• and has been known to pitch offenders oor of the 
tavern when she catches them doing somc1hing that breaks 
the rules. If she has had any positive imcractions with the 
offender, then she might whisde for a flying beast fmm 1he 
rookery to catch them before they hit the ground. 

Poziver Dench 
Poziver is a male forest b'flOme commoner and rh,c Keeper 
of the Bees, with a base Charisma score of 14 a1ld Wisdom 
of 15. Small in stature but large in personality, Pmivcr is 
well-known 1hroughout t.he entire forest for his way with 
insects of all kinds. Exiremely nearsighted, he wears a pair 
of round goggles created for him by Tamm Torgin, which 
makes his eyes appear about rwice their acnial si?e. He was 
hir(.,d by Gwynyn Oaken lock to keep the lx-es, bur only 
agreed to the job after tasting her honey mead. as he prefers 
to li\'e aw.iy from o ther.;. 

If player ch:uactersengage Pmiver in friendly conversation 
(he particularly loves talking about his hobbies and love of 
inS(.'Cts over a pint), they may diSCO\'er one or more of t hesc 
helpful facts. especially ifhe is drunk. Roll ld6: 
J . Bees can be made calm enough to work wilh by spraying 

the area with a I: I mixture of wflter and dissolved sugar 
2. Smoking a hive can confuse the bees long enough to 

collect wh:lt rou need 
3 . Crushing a bee cauSc!S it to release an alarm pheromone, 

alerting the rest of the hive to d:lnger 
4 . &.--cs do not like strong vibrations, so banging on a hive 

is a bad idea 
5 . Sunrise and sunset arc the worst times to open a hive 
6. Keeping a calm State of mind is essential l'O working 

with bees 
He is most often found in the apiary (B6) or in the main 
hall (A)) for his daily ration of mead. 



Nomis Copperbottom 
Nomis is a sturdy, bespectacled male forest gnome in 
charge of both the stables (AZ) (raking care of gues1's 
horses) and the rookery {A 7) (looking after any flying 
mounts, as well as all the other flying creatures that live 
there. More comforrnblc with animals (flyi ng or land, 
bound) than wit h his fellows, his main goo! in life is to 

breed a smaller hip1:ogriff that can be comfortably ridden 
by a gnome. Nomis is a commo ner wirh a base Wisdom 
score of 15. 

TammTorgin 
Tamm Torgin, a male rod:: gnome, is a mage and inventor 
with a base Intelligence score of 18. He moved to the 
forest specifically to work at the Treetop Tavern after he 
heard about the gnonu.- inventions that made it work. 
He convinced the Oal:cnlocks to hire him by suggesting 
solutions to their inconsistent hot water problems. Tamm 
is bald but bearded. and 1here are n1mors tha1 his hair was 
los1 in one of his expcrimcnis. He wears a lca1her apron and 
various tools hang from his heh. 

He is usually fot.md in his workshop (B4) during the day 
and sometimes also at nigh1, if hisexperimem s did not 
finish in lime. He rei_,ularly takes his meals in the main 
hall (A)). He lives nearby with his wife (Drusilla), bur 
sometimes cm'l1l()t tear himself away from his "·ork. He is 
currently worki1,g on a new type of waste d iSpOsal system 
for the washroom plumbing. He loves riddles and pu:i:?les 
and will hawily converse for hours about such things. 
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Sylla 
Sylla. a female dryad. was a pan of the fores, long before 
1he tavern was opened. A t first resistant IO 1he idea, she 
has grown to IO\'C her job as bartender, as well as the inn 
and the people who work there and visit- pro\•idcd they 
follow 1he rules. Her bark-like skin immedirnely marks 
her for what she is in her nawral form. However, she 
normally uses an illusion spell to mask her appearance 
somewha1 so th.lt she looks, a1 first glance, like .l wood 
elf that just happens to have long, flowing green hair. 
A DC 14 Insight or Nature check will reveal her true 
nature in spite of the illusion. Regulars to the tavern 
already know her secret, and she has a following among 
locals for her ama:ing drink concoctions. 

When on dul)', Sylla is found in the main hall (AJ). Once 
the bar is closed, she usually melds imo the 1ree to rest. 

If a player chamcter is particularly kind to her or docs 
something beneficial for 1he ta\'em or n.:iturc in general, 
she may cast goodberry and give the healing berries 10 them. 

As a dryad, Sylla is capable of charming up to three 
creatures or humanoids at a rime. \Vith enough goodwill, 
she can potentia lly be enlisted to help Ka.rk in the Dear 
Cyrano quest. 

Kitchen & Garden Staff 
The staff of six that keeps 1he kitchens running and tends 
to the gn..--enhouse a rc a mix of wood elf, forest gnome, and 
human commoners . For 1hc most pan. they work behind 
the scenes m the tavern and stick 10 the servant :ucas Bl to 
B6. l11ey arc allowed 10 visit the evening cmertainmems 
in the &wcr (A4) whtn 1hcy :ire off duty, but most prefer 
10 rcrum to their respective homes nearby. The k itchen is 
overseen by Gwynyn Oaken lock, who also develops all of 
1hc recipes. If 1he players choose to interact wi1h the sraff, 
their at1i1ude will be generally chc-crful and frie1l<lly. They 
have linlc informa1ion to offer, though they all k.now the 
"secret" of Gwynyn's Blend mead. 

Service Staff 
Mimsy, Whimsy & Tansy Tallhand 

Three female fores1 gnome commone rs, all sis1ers, comprise 
1he bar staff responsible for delivering food and drinks in 
the main hall (AJ), to the gues1 rooms (Cl, CJ, and C5), 
and to the &wcr (A4). ll1cir names are Mimsy, Whimsy, 
and Tansy Tallhand, and they look almost identical even 
though they arc not triplets. All have light brown hair 
worn in a loose bun and rosy checked fucc.s, and t hey wear 
a. unifonn consiSting of a light green dress under il many• 
pocketed brown apron. Mimsy has a freckle on her neck, 
while Whimsy has one on her bosom, and Tansy has no 
freckles at all. 

If a guest is able to consistently tell them apart and call 
thtm by na.me after being introduced, they will be grateful 
and polentially help in any of the a\failablc quests with 
ach•ice or hints. 
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MENU 
The Treetop Tavem prides itSelf on using 

locally sourced or homegrown ingredients. 
Indeed, the rnvem is almost self-suffkiem. 

APl'E'l'IZEltl', 

Cheese & fnzf( &tcer - 2 sp 
An abundance of succulent and juicy berries 
from the forest, all locally harvested, served 
alongside soft cheeses made at the tavern. 

kxik & 0azo.n P=ak<iB - 3 $J7 
Freshly harvested leeks and onions are fowl)' 
chopped, battered, and fried. Accompanied 

by small clay rubs of raspberry chutney, onion 
marmalade, and a tomato relish. 

ramm:s- SmMlicd 
(Jar.lie- Bread - 4 $/7 

Piping hot bread straight from the oven and 
dripping in butter and garlic smashed to 

smithereeru by Tamm Torgin's steam-powered 
garlic smasher. 

Ofp_p.ivff Saasaffcs - 4 $J7 
Small link sausages with a special ten-spice 
blend, served with your choice of a thick, 

cheesy dipping sauce or gravy. 

EYl'lllrnS 

A= Stew - 4 $/7 
Surprisingly hearty and filling, this vegetarian 

stew is sure to pie~ even dedicated meat-eaterS. 
Packed full of root vegetables from the Treetop's 
own garden and only the best squirrel-~lected 

acorns, it is a warming dish sure to fill your belly. 

Vc»/4'o..u. RoMt - 6 $/7 
Venison haunch seasoned with juniper berries 
and rosemary, accompanied by buttered carrots 

and roasted potatoes. 

Pi[,coD Pie - $ $/7 
Wine braised pigeon and cabOOge pie in a 

hand-raised crust, served with a bramble gravy. 

S¢utfl;d Pk:a,slJ7J.¢ - ,3 sp 
Roasted pheasant with chesmut scuffing, 

served with mushrooms and pan-fried 
potatoes in a rich gravy. 

DESSEll'l'S 

ffoz,cy Cak&1 - I $/7 
Moist and delicious malted barley honey cakes in 
a honeycomb shape, sprinkled with sugar and a 

honey glaze. 

Poac-k:d Pears in. ffo.J:UtY - 8 q, 
Perfectly poached pears served in a warm honey 

sauce. Garnished with fresh mint leaves and a bit 

of honeycomb. 

Special Note: Any character who eacs the honey 
cakes or poached pears in honey will be suffused 
with a feeling of great wellbeing and peace, and 
will gain 4 temporary hit points. This effect lasts 

for 2 hours. 



CocK'l'.\ILS 

The Treetop Tavern specialises in infused liqueurs and the bar is packed full of jars and jugs 
with vari<:,us fresh and dried ingredients floating in them. I( you can imagine it, they probably 

have it. In addition. Sylla the Bartender has a standard menu of special drinks. 

{iwyziy;ns 8./,wd - ,3 s_p 
A special honey mead blend created by 
Gw)1nyn Oaken lock and brewed in the 

Treetop's own brewery. Served straight from 
the barrel at room temperature. 

Special Note: Any character who drinks the 
mead will 00 suffused with a feeling of great 

wellbeing and peace and will gain 4 temporary 
hit points. This effect lasts 2 hours for each mug 

consumed, up to 8 hours. However, after the 
second mug is consumed (and again on every 
mug thereafter) the drinker must succeed on 

a DC 14 Constitution saving throw or lose all 
skill proftciencies in Deception, Intimidation, 

Persuasion, or Perception for as long as the 
temporary hit points last. 

Syua s Sj,"c.W - 4 s_p 
This special concoction changes for every order 
and is never the same. Using her special dryad 

skills, Sylla the bartender creates a cocktai I 
especially suited for the drinker. 

While no two are the S!lme, they all oontain at 
least one ingredient from the tavern's gardens. 

Roll 4cl6 and select an ingredient from each column: 

Roll .... lngrtditnt lngrtditnt Ciarnish 
I Elderflower Raspberry LimtJuice Mini Sprig 

Cordial Juice 

2 White lemon Juice Blad(berry R.c>semary 
\\Ane Juice Spng 

J Spartc.~ng Es.senceol Cream Cinnamon 
Wine fog Ba,k 

4 Moonshine Smashed Orange l<n10n 

BildJ.bttrk BttfJr - 2 s_p 
Strawbemes JuK:e "'' ., 

' Oak Bantl AppltCider Runny Apple. Slice 
Aged Spirit 

A spicy, rangy brew blended from birch bark and 
birch sap. It has a foamy head and lots of bite. 

Swtttt( W"oodraff W"i= - 2 s_p 
A special cocktail only available when sweet 

woodruff blooms, this sweet white wine is 
infused with the delicate blooms of sweet 
woodniff for a full day and night. Served 

chilled and garnished with a sprig of sweet 
woodruff and a strawberry. 

Honey 

• Ju,1per Wh1pped Maple Candied 
Spint [ggWh11e Syr~ Che<,y 

1'1'fJtt(o_p s 1'.iu'fJfJ-Eferb 

l'isllntt - I s_p 
A light but full#hxlied tea is made by steeping 
sprigs of fresh lenlOn verbena, spearmint, and 
rosemary in gently toiling water. Served in a 

wanned mug. 
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THE GUEST BOARD 
A He Ip Wamed noticeboard hangs in rhc Main Hal I and 
conrnins a number of pieces of parchment stuck on with 

small silver pins, some older than others. 

THE CLOCKWORK MAGPIE 

You re.ad ir. Now take 1his noiicc. 

Quest Giver: Yarius Kcvril 

If player characters take the mrstcrious notice as rcc1ucstc<l, 
Yarius Kevril will approach the holder of the note at some 
point during their stay. He spins a long story about how 
he has been trying 10 buy Tamm Torgin'sclockwo rk 
magpie from him, bur rhc gno me has s1cadfastly refused 
ro sell. He asks the party to either ralk Tamm into 
selling it o r steal it for him from Tamm's Wo rkshop. He 
offers l50gold for the magpie in working condition (and 
will pay Tamm up 10 200 gold for it, if the party can 
negotiate 1hc sale). 

THE QUEST FOR KNOWLEDGE 

Novice Druid Seeks Help from 
Tho,t \Virh £xp,titnct. Thank y.,._ 

Q uest G ive r: Elda Ooggcn 

I( players rnkc lhis quest and talk to Elda, they will learn 
that she came to the Treetop Tavern in the hopes of 
learning from the Oakenlocks. Elda is very )'Olmg: and 
inexperienced. and is looking for a mentor and training. 

There arc a number o( ways the pla~'cr characcers could 
help Elda, including, but nor limited co: 

• Convince one of the Oaken locks 10 cake her on as 
an apprcnt ice 

• Have Elda accompany the player chamctcrs to J,_rain 
experience on simple qucsn;, s.,,ch as hunting in the 
forest or dealing with a small bandit problem 

• Take K,uk's quest and succcdully resolve it; have him 
rrain Elda in a druid-suitable weapon 

• Borrow or steal a tome of knowledge or spell ~roll from 
the 0:tkcnlocks' quancrs (BS) and give it to Elda 

Elda has little coin, but docs hiwe proficiency in 
Herbalism and will give the party ld4 porionsofhenling, 
and is happy to sell more at norrn,'ll C.OSt. 

ASSISTANT WANTED 

Help needed immediately! Ste me before ronidi,t 's show! 
Q uest G iver: Mirabelle Mistie 

Mirnbdle the bard is in a bind. Her normal assismnt, 
Gavin, quit the day before and is nowhere to be found. 
She has a magic act using prestidigiw1ion that re<1uires 
an assistam, She offers to pay 25 gold to anyone who 
will successfully help her wow the audience (OC 16 
Pcrform.,1"1Cc check) at tonight's show. 

If the player character passes a DC 20on the 
pcrfonna1\Ce check, <lll social interactions with tavern 
staff, regulars,. and Mimhclle will have a<.lvuntagc for the 
duration of their sta)' afterwards. 



SWEET, SWEET MEAD OF MINE 

Discrete hdp wanted. lf )VU're interested in the job, 
come w 1M greenhouse tU d1'5k. 

Quest Givc:r: Dunstan Forgchand 

If the player characters take the notice and go to the 
greenhouse (A5} at dusk, they will be met by Dunstan 
Foq:ehand. l-lc explains t hat he's been coming to the 
Treetop T.·wcm for years now trying to figure out the 
recipe to Gwynyn's Ble nd but has not be<:n able to 
discover its secret. He makes a honey mead of his own. 
brn it just isn't as good. He wanes someone to discover 
the secret and offers 25 gold upfront, with :m additional 
25 i:old upon complcrion of the job and a funhcr 50gold 
if they can secure the ncccs.s;uy ingredients for him so he 
can get stan.cd m.1.king his copycat mead righ t away. 

If players. find the handwritten rccipt~ for Gwynyn's 
Blend in the bn:.-wcry (B4) and bring ii' lO Dunstan, he 
will read it in confusion, staring that it's the same recipe 
he uses. He will refuse to pay more than 1hc 25 t,'<>ld he 
paid upfro1\l (and may request that back if argued with). 

The real secret toGwynyn's Blend is in 1hc magical 
honey from, 1he rn,•em's own apiary (B6). The player 
characters may disco,,er 1his by talking with Sylla (DC 
16 Persuasion), Po:iver (DC 18 Persoasion when sober, 
OC 14 Persuasion when drunk) orGwynyn (OC 17 
Persuasion) herself, though it is no secret among any of 
the staff who work at 1hc tavern. 

Dunstan will pay the additional gold if a supply of the 
honey is gi,•en to him. However, if Gwynyn or Podver 
discovers the theft of honey, there may be trouble. 

THE MISSING I NGREDIENT 

Looking [O'T extra u-ork! Have good taSle buds! 
See the bartender! 

Quest Giver: Sylla 

If player characters talk to Sylb reb-ard ing her n0tc, she 
will cxpbin that she has been working on a new cockt-ail 
recipe to add to the menu but isn't happ\' with wha( she's 
come up wilh so far. She asks if anyone "'Olild like to 

assis1 her in sourcing new ingn."<licms and volumcer to be 
a taste 1es1er for her. \Vhile there will be no pay, anyone 
who does so will be getting free drinks for the duration of 
their stay. If one or more of the player characters agree, 
they can receive as many free drinks as they want at any 
time during their entire srny, provided they flrst provide 
S}•lla with a new ingredient (i.e., one the)' have not given 
her before) and tell her their honest feedback after drink­
ing what she makes with it. 

Pmential ingn."<liem.scan be found by visiting the gn."Cn• 
hcusc (AS) or ,he forest floor (A l) ar1dsuccccdingon a OC 
10 Nature ched:. lngrcdicnts can be any fruit, vcf,_'Ct-ablc, 
herb, or plant (or anything else, at the GM's discretion). 

After each drink, the subject will foci one of the 
following effects (Roll ldS): 
l . No effect or her than a pleasant t:lSte 
2 . C.(mfuscd (same effi..-cr as the spell confu.s«-.>11, lasts 1 hour) 
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3. Blessed (same effect as the spell bless, last$ I hour) 
4. Sleepy (same effect as the spell sleep, but only affecting 

the drinker) 
S. Tough (same effect as the spel l barkdcin, lasts I hour) 
6. Enhanced (same effect as the spdl enhance abili1y, roll 

to choose which ability uiasenhanced, lam I hour) 
7. Protected (same effect as the 5pcll aid, lasts 8 hours) 
8. Swayed (same effect as the spell su~srion; in rhiscasc, 

the creature will be overly amenable ro any suggestions 
for 8 hours. Each suggestion made forces the creature 
to ,n.11.:e a OC 14 Wisdom checl:, either ending the 
cffr.-ct on a success or taking the action on a failure) 

D EAR CYRANO 

Help Km-k. See Karl<. 
Qucsl Giver: Karle Anklebone 

If players seek out Kark after seeing his I\O(ice, he will 
haltingly explain that he 1hinks it is time to rnke his 
relai ionship with Grccba to 1he next step. As he has 
never acmally said more than two words 10 her at a 1ime, 
an)' step at all is potential\)' progress. He does not ha,•e 
much gold, but offers up a weapon from his extensive 
collcc1ion and training in usi1,g it proflcicrnly. 

Pla)·ers can accomplish 1his in any number of ways 
including, but not limited to: talking G rccba into eating 
dinner with Kark, manipulating Grccba and Kark imo a 
hot tub dare in the hanging pond, influencing Sylla co use 
ll<'r ch.'\nn abiliry 10 bring the two together, or helping Kark 
write a love leucr to Grccba and delivering it. However, if 
things~ very badly wrong, there is dlC possibility ofGrccba 
chro\\ing someone om of the tavern-literally. 

THE Ecc 
Are you wlJ. with nimble fillt'fTS and a brat-e liean! 

See ti-, w,bl,nwtcr fa, a job. 
Quest Giver: Nomis Coppcrbot1om 

Nmnis Coppcrbottom will explain tha.1 he has been 
trying 10 breL•d a .smaller hippogriff, and 1hai one of the 
hippogriffs that sometimes ,•isits the rookery (A 7) has 
recently laid an egg. However. it laid the egg in a very 
pn.--carious spor at the very top of the rookery (which is, in 
tum, locat:cd near the very top of the Treerop T.'l,·cm). He 
wants someone co get the egg and bring it t0 him in the 
stables (A2), where he plans to hatch it. He offers 50 &rold 
for the intact egg. 

If the- h ippogriff is killed during the quest, Nomis will 
be heartbroken. He will still provide paylll(!nt as ag:ret.--d 
(provided the egg sun1ive<I), but any further in teractions 
with Nomis will be at a disadvantage. 
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EVENTS 
T I-IE H EART OF TI-IE FOREST 

If any members of the p:irty aucmpt to touch 1hc golden 
statue at any point, they will find that they arc unable 
to remove it from the alcove. No alarms wi ll go off, 
but they will feel a prick on their finger. The following 
morning, anyone whc, touched the Hean of the Forest 
will awake to find they have been polymorphc<l into a 
woodland creature. 

Roll ld6 .S 

Creature Owl Lizard Squirrd Raven Frog Bat 

If ALL members of the party have been tramformcd, 
they will be discovered by a maid who will infonn them 
thm they have been cursed for their greed and will h.·wc 
to work at the tavern in their p0lymorphcd state until 
the forest deems them worthy of the bodies thcy\•c lost, 
OR they can beg forgiveness from the proprietor and 
complete a rnsk 10 ha\•c chc curse removed sooner. 

If only SOME members of the pany touch,~d the stawe, 
this infonnation can be disco\'ered by a still,hum.1noid 
pany member by talking to Grecba or Sylla or ro either of 
thcOakcnlocks (bo1h of which arc dn1ids who can speak 
with animals). 

If they beg forgiveness from Ahin Oakcnlock, ,md pass 
a successful DC I001;ui.sma (Persuasion) check, they 
will be restored afrcrcomplcring their task: 
• Persuasion check of JI().. I)) - Clear a blockage in one of 

the the Titmouse (C2) shower drains left behind by a 
particularly hairy dwarf guest 

• Persuasion check of l14-16) - Weed the entire herb 
garden i n the Greenhouse (AS) 

• Persuasion check of {17 or higher) - Collcc1 rwo bushels 
of ooh• the best acorns for acorn stew 

An unsuccessful check will mean that rhc character is 
expected ro work at the mvcm in their polymorphcd srmc 
for 011c h()(.1r. 

Unsuccessfully attempcing to lntimida1e (OC 17) or 
use Occept ion (DC 15) on Oaken lock will anger the 
druid, in wh ich case roll ld6: on a I, 2, or 3 he will 
make the curse pcrm,'lncnt, and on a 4 or above he will 
attack the player cha~ctcrs. 

If 1hey talk to a drunk Pozivcr Dench, the party can 
discover a nimored i>OSSible third option co remove the 
curse: bathing in the hanging pond (A6) at midnight 
under din.-c:1 moonlight may rc,,crsc the curse. The full 
moon is the nigh1 Gwynyn rcfn..--shcs the curative nature 
of the waters and they arc a, their strongest. Of course, 
there arc poi:emial dangers wi1h barhing in the pond 1hal' 
la1e at nigh, ... 

TAVERN H ISTORY 

After a scc1ion of the local wc,ods was dcsuoycd during 
a particular!)' bloody period o( time due to lxmdicry and 
a feud between ore tribes, a group of fores1 gnomes and 
wO<XI elves banded together to prevcm .such occurrences 
in the future. The Oakcnlock family, already a leader in 
the local wood elf clan, (wers.'lw 1he plan. Afrcr much 
deba1e, the decision to open a tavern w;tS n1<1dc as a way 
to easily keep track of an)'Onc in the area. 

111c construction of the mvcm itself was mo,tly handled 
by the forest gnomes and has been much modified over 
t imc as new inventions have been developed. Both the 
gnomes and wood elves pride themselves on ma king 
the forcs1 a bcncr. safer place and protecting nature. 
Everything in the iavcm is suscainably harvested and the 
needs of 1hc local animals (even t'ho.sc 1hat· wind up on 
the dining wblc) arc also mc1. 

Over the years, the tavern has dcvclopccl a reputation 
as not onl)' a great place to grab a drink and cat good 
focxl, but a cozy and safe place to stay .. . as long as you 
follow the n1lcs. 

/\Inn 
Oakmlock 
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STAT BLOCKS 

T1 IE CLOCKWORK MAGPIE 
Small construct unaligned 

Armor ClaiiS: 16 (natural armor) 
Hit Points: 13 (3d6 + 3) 
Speed: 20 rt .. fly 30 ft. 

STR DEX CON INT WIS CHA 
6(-2) 14(+2) 12(+1) 2(·4) 13(+1) 5(-3) 

Senses: dartvision 60 ft. passive Perception I I 
Languages: ·· 
Challenge, 114 (50 XP) 

Knn Sight The clockworlc magp;e has ;tdva.ntage on Wisdom 
(Perception) checks that rely on sight. 

A cnoNs 
Btak. Me/ee Weapon Allack: +4 to hit, reach 5 ft.. one target. 
Hit: 4 ( ld4 + 2) pief'Cing damage 
Talons. Mefee Weapon Atlack: +4 to hit. reach 5 ft . one 
target. Hit: 4 ( ld4 + 2) slashing damage. 

SWARM OF BEES 
Mtdium swarm of tiny btasts. unaligntd 

Armor Class: 12 
Hit Points 13 (3d8) 
Speed: 0 ft. . fly JO ft. 

STR DEX CON INT WIS CHA 
6(-2) 4(+2) 8(-1) 3(-4) 12(+1) 6(-2) 

Skills: Perception +5 
Damage Resistances: bludgeoning. piercing. slashing 
Condition Immunities: charmed. frightened. grappled. 
prone. restrained 
Senses: passive Perception 15 
Languages: •· 
Challenge: t/2(100XP) 

THE TERRIBLE TEAKETTLE 
Small construct, unaligned 

Armor Cass: 13 {natural armor) 
Hit Points: 10 (3d6) 
Speed: 0 ft. fly 30 ft. (hover) 

STR DEX CON INT WIS CHA 
12 (+I) 15(+2) II (+O) I (·5) 5 (·3) I (·5) 

Saving Throws Dex +4 
Condition Immunities: blinded. charmed. deafened. 
frightened. paralyzed. petrified. poisoned 
Senses: blindsight 60 ft. (blind beyond this radius). 
passive Perception 7 
Languages : •· 
Challenge:: 1/4 (SOXP) 

Antimagic Suscqtibility. The teakettle is incapacitated while 
in the area of an ant/magic field. If targeted by dispel marjc. the 
teakettle must succeed on a Constitution saving throw against 
the caster°s spell save DC or fall unconscious fOI' I minute. 
Faist Jlpptarance. White the teakettle remains motionless 
and isn't flying. it is indistinguishable from a normal teakettle. 

A cnoNs 
St~m Blast (Recharge 4·6). The teakettle spouts out a 10 foot 
cone of scalding steam. Each creature in the area must succeed 
on a DC 10 Dexterity saving throw. taking 4 ( I d8) fire damage 
on a fai!ed save. or half as much damage on a successful one 
Stab. Melee Weapon Attack. The teakettle leaps forward to 
stab with its spout. which has been sharpened to a point. +3 
to hil. reach 5 ft.. one target. Hit: 5 ( ld8 + I) slashing damage. 

#Cttn Smt ll. The swarm has advantage on Wisdom 
(Perception) checks that rely on smell. 
Swarm. The swarm can occupy another creature's space and 
vice versa. and the swarm can move through any opening 
larger than I inch. The swarm can't regain hit points or gain 
temporary hit points. 

AcnoNs 
Bite. Mtltt Weapon Attack: +4 to hit. reach O f1.. one creature 
in the swarm's space. Hit 5 (2d4) piercing damage, or 2 ( ld4) 
piercing damage if the swarm has half of its hit points or fewer. 
Sting. Melee Weapon Allack: +4 to hit. reach oft .. one 
creature in the swarm·s space. Hit: J piercing damage. and the 
target must make a DC 9 Constitution saving throw. taking 4 
( ld8) poison damage on a failed save. or half as mu-ch damage 
on a successful one. 
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The Spring 
of Peace 

E
very d esert needs an oosis, and the Spring of Peace Tavern offers one of the finest ever to grace 1hc sands of any 
world. Buih around a ~ush, shimmering oasis, the Sprin,;i: of Peace Tavern offers all the respite o ne needs after a 
long journey in a hostile land. In addition to the brutal clements, 1ravclcrs have like!}• needed to pass through the 

territories of warring locals, so coming to this tavern-where peace is para1noum-is a grem relief. But as much as rhc 
proprietors and guests seem ro leave cxis1ing disagreements at the doors1cp, rhcrc can be 1cnsion thm m\dcrcuu the 
perfect peace. Tmvclcrs should be on ,heir guard, lest they gee swept up in local dispu1cs. 

11,is cavern hosts a d iverse m.'lrkc1placc, as it is a frequent stop for merchants from many different areas. TI~re is always a 
bustling trade taking place here, with goods ranging from the mu1xhme to the extremely exotic and rnre. 

\'Vhilc the main stn1cture is fairly smal! by tavern standards, tl1cre is pil,uiful space available with the surrounding an..--a. 11\C 
actual boundaries of the ravem grounds are always in flux as people arc cons1an1ly arriving, scn ing up camp, and leaving. The 
quality of lodging ranges from people jus1 throwing a bedroll down on the s.11ld to clabor.uc, luxurious tents thai one can rent 
from the propric{ors. including liCM1p! 

11,is t:wcrn can be enjoyed by characters of any level, but for those who wish to explore i~ secrets to the fullest, le\·el 
7-10 is recommended. 

AREAS OF THE T AVER N 

L EVEL A: O ASIS AND GROUND FLOO R 

... 
• A& A7 A8 

Al. Main Oasis 
A large pool that shimmers in the sun. the oasis is ringed 
with lush palm trees and all sons of plams. Birds arc 
plemiful, as arc fish that swim in the oasis. While some 
varieties of fish may loo\.:: familiar to local travelers, there 
are a few species tha1 only exist in this oosis. The source 
of 1he oasis is unseen, and is subject co much debate. 
The depth of 1hc onsis is unknown, despite all efforrs to 
determine it. Because of this, entry into the main oasis is 
strictly forbidden and enforced. There are roped-enclosed 
public sections to bo1h the cast and west side of the oasis. 
A varie1y of human, dmgonborn, and Amin gu:uds parrol 
the shoreline. The pool itself is also parrollcd by the 
dwel1er tunics, imclligent tun.Jes that ha\'e evolved to 
live in this water O\'Cr thousands of years. 

Al. Recreational Oasis 
The western section of the oasis is roped off for swimming 
and rccrcaiion. The water ranges from wading depth co a 
deep area for more actual swimming. 11,cre is an outdoor 
bar on this side of 1he oasis, as well as many chairs and 
blankets for relaxation. Rafts are av.iii.able for r,cnt.il, and 
many of them drift about in the sun. 
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A3. Healing Oasis 
TI1c eastern section of the oasis is also roped off, but it 
is much less rowdy and noisy than the recreational oa-
sis. Many pt."Ople believe rha, ,he oasis oomain.s healing 
propcn.ics. \Vhcther the water is actually medicinal o r not 

is subject co much debate (and many guests do debate it, 
loudly, on this spm ), but it is a fact that 1here is a higher 
conccnir:uion of plants wi1h medicinal properties here 
than one woold usually find. Many people come here to 
"take the cure" of the magical waters, or to research and 
barter for cuuings of the medicinal plants. The miner-
als under this panicular section of the oasis are rich and 
diverse, further adding to the re~,c1-.crmivc fodingonc gctS 
while relaxing in the pool 

A4. Market Arca 
In an open area between the oasis and the Spring of 
Peace Tavern, visiting merchants may display their wares, 
shop, arici trade. There arc many colorful tents, wai:,,ons, or 
somct iines merely blankets spread on the ground, showing 
goods of all types. lack of coin is not a lways a problem, 
as there are many opportunities 10 arran~ for trades, as 
well as ro earn coin in one of the many games of chance 
played in and around the tavern. 

The center area is kept open for perfom1crs. The Spring 
of Peace Players in panicular need the room for their acts 
involving acrobatics, fire dancing, and aerial stunts. 

The outer edge of the market area is for guest tents. 
Most traveling merchants smying at the Spring of Peace 
prefer 10 set up camp near their wares for convenience, 
but gucs1s not staying in the main building arc cncour­
agcrl to set up around the perimeter. Guests may bring 

their own sleeping armngcmcnts-anyching is. welcome 
from a simple bedroll to an elaborate caravan wagon. 
Tents may also be rented from the tavern, which offers 
three levels of tent and accompanying accessories; 
• Agate: A simple canvas structure, tall enough to 

comforrably sleep, bur not really big enough to spend 
waking hOlirs in. Includes a ground cover and b..>droll. 
Available in single, double, or party sizes (sleeps six 
medium-sized creatures comfonably). 

• J,uk: Lar~r canvas s1mcturc with some simple deco­
mtion, mlt enough to srand in. Includes ground cover. 
bedroll, and sining cushion. Available in sin&~e, double, 
or party sires. Can include set-up for additional price. 

• Wpi.s: Very roomy structure with beucr qua lit}' 
canvas and includes awning, all elaborately woven 
and dccorared. Includes a raised cor, bedroll, sining 
cushion, and small table per person. Set-up is included 
in the price. Available in single, double, or pany sires. 

For those wishing to cook in their tent, fire elementals are 
also available to rent. 

AS. Pax and Pints 
One may not realize one has entered the Spring of Peace 
Tavern at first, without a clear lxx1ndtH)' other t h:m 
passing through a large stone archway. The main bar area, 
Pax and Pints, is laid o u1 very openly co cake advamagc 
of brcezc.s. Mos1 of the bar area is open IO 1he s"y, with 
only the perimeter of the room having an actual ceiling. 
Awnings can he extcnde<I during the h0ttes1 parts o( the 
day, but most of the time the room offers an unobstmctcd 
view of the sky. Even with the openness, 1hc rich smells 
of spices and smokes pcm1cate the bar area. Most of the 
seating is on the floor, on comfortable CU$hions. 

The bar is usually tended by Asiri, who always keeps 
an eye on everyone to make sure the tranquilit)' of the 
Spring of Peace is kept, no ma.ltcr the complex:ity of the 
drink requested. 11\is bar is easily as noisy as any ta\'em. 

but the quality of the sound is d ifferent: 
joyous and good natured. laughter is with 
people, not a1 them, and aggression is rare 
When t hrcats do e1ncrge, cit her against 
patrons or rhe tavern iuclf, Asiri is masterful 
at bo1h diffusing situmions and escalating 
things ph)'Sically when ;:ibsolutcly 11ecessary. 



TI,c bar ir.sclf is a long sronc cornucnop. Parr of it pokes 
into the kitchen, nnd is lined with pors <ind baskets of ,wi, 
ous foods that customers may use "➔\Cn building their own 
cntrccs and UP[Ctizcrs. The counccn.op cootinucs into the 
main room, providing a generous wttkspocc for Asiri. TI~e 
$helves behi1'ld it h,1ve 3 v;"tSI am\' o(liquCfs, mixers.syrups, 
wines., and spirits,. People trodc at the Spring of Peace from 
all over the "'orld, so there arc many unc."pcctcxl finds here. 

A6. Office and Tent Rental 
While Asii-i has a desk in hl're, she is so rarely scmcd 
th:u Ahbad adopted it and .spends most of his time here, 
when he isn't setting up 1ents. People wishing to srny on 
the grounds of the tavern must visit Abbad. One wall 
is lined with books and scrolls, a mix of li1cmturc and 
nonfiction texts from the three clans. This wall is one 
reason the Spring of Peace is so dedicated to tranquilil)': 
the clans realized that their very history and culture was 
in danger of disapl)('aring in cot\Stam warfare, so one way 
w prcScn•e it was to store things at the ravem. 

A Wisdom (Perception) check of 16 or higher reveals 
that the stones in the floor do nor quite line up as 
expected. An empts ro find out more arc fruitless unless 
on rhc Secret Tombs or Case of the Missing Lamp ques.t. 
In either scenario, a OC lmelligcnce (lnvestig:uion) 
check of 15 determines 1hat moving a cerrnin book in 
the bookcase pops up a loose stone in the floor, revealing 
stairs that lead deep Ulldcrground. 

A7. Stables 
For the occasional Amin who might find stairs cumbersome 
and docs no1 wish co smy in a 1em, 1he indoor stables offer 
some small but comfortable pallets. Girla Amin usi.1."llly 
smys here, as she feels it is her duty co maintain .some 
presence in the cavern, since herfamil)' w;is the last Amin 
to manage the tavern before the Fadel took over. There is 
a lod:box here for weapons confiscated from patro1u. 11,e 
policy of Spring of Peace is that people will be trusted with 
weapons until proven otherwise. A successful Dexterity OC 
14 check (Thicvcs'Tools), will open the lockbox, bur if 
anyone is found with weapons that have been confiscated, 
they will be- ejected from the rnvcm. TilCrc is a back exi1 
that leads to mOStly empty desert. 

AS. Kitch en 
1bc kitchen of Spring of Pcocc is vast, and rich with flavors 
from all over the world. While it is overseen by Jamil, a brass 
dmgonbom, mo.t of the staff is a faroily of grimalkinn who 
found their way to the tavern years ago and loved ir so much 
th.it 1hcy ,W1.med to stay. They have turned foraging in the 
lands beyond the tavem into an an fom1. and many cl the 
rare meats and plants on offer are due to their cleverness. 
The ki1chcr1 boasrscby ovens, baskccs of ingredients, a!'ld 
bottles of spices and hcrl:is. Fresh herbs arc al.so available 
from the greenhouse, and Jamil is often foulld adding pL·ultS 
with no culinary value but purponed medicinal value to his 
dishes to "sec \\~lat will happen." 
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LEVEL B: ROOMS 

AND OPEN PATIO AREAS 

Stairs from 1hc Pax and Pints (AS) lead to the partly open 
second floor. 

Bl. Rooftop Patio 
The rooftop patio is an open area with a mix of SJX)ls 
covered by colorful awnings :md areas where one may 
enjoy the sun. Seating is plentiful, and this area offers a 
lovely ,1 icw of the oasis and the three pool areas. From 
here, one can sec that the main oasis appears to be 
bottomless. There arc many ripples as 1hc local marine 
life swims about and, on occasion. the vciy large head of 
what appears 10 be a tunic may emerge, then duck quickly 
back down before nnyone knows for sure what 1hcy saw. 

There arc a few cables that have games set out, some in 
progress, 01hcrs wai1ing for someone to si1 down and join. 
In one corner, 1herc is a table wi1h 1hrcc elders playing, 
trading insults, and sornetimcs gazing wis1full)• ;u the oasis 
and beyond. 
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82. Open Hallway 
The stairs from the first floor lead to a hallway that 
runs alongside Cl'lcloscd second-floor rooms and a patio 
area on one side, and :m open area with a stone railing 
that overloc.b the bar on the (){her. Awnin~>s shade this 
hallway from the sun, but arc rolle<I in at night to ol'for a 
better view of the stars. TI\c patio between the two sets 
of rooms has SC\•cral potted plants, some lounb'(' cushions, 
and smir.; leading 10 1he third-floor greenhouse (C2). 

83. Deluxe Suite 
This room is the best indoor lodging the Spring of Peace 
has ro offer. It is luxuriously appoimcd with cushions, a 
writing desk, and imricatcly carved cabinets for guests' 
clothing. Stairs lead 10 a rooftop p:uio (Cl) ill.It is al.so 
included when renting this suite. 

84. Asiri's Bedroom 
Asiri's bedroom is filled with a collection of weapons and 
various tri1\kets that show a life of travel and baner with 
others who have traveled. She has some books on I he 
various ga1nes pla~,c<l a1 1he tavern. Reading 1hem gives 
any player who subscqucn1ly plays Serpent's Talc with 
the ciders an advantage (dC5Cribed in the Want to Play 
a Game?qucst). AOC 14 Dexterity (Thieves' Tools) 
unlocks a small chest by her bed. This chest contains a 
journal wi1h drawings that theorize 1here is an entrance 
10 the oasis underneath the tavern somewhere. Asiri al.so 
writes tha1 her conversations with the dweller nirtlcs­
who, after many years of watching her, are beginning ro 
trust her-lead her to belie,,c 1ha1 the oasis is infinite in 
its depth, source, and healing pc)wCr. 

B5. J amil and Nasir's Bedroom 
The room is divided neatly down the center, with 
the clean, spartan decor of a human warrior 
on one side, and 1he cluner of a gregarious 
chef on the other. There arc numerous 
noc:es lying around the room, such as 
Jamil asking Nasir to try his latest dish 
tonight, and Nasir begging Jamil to 
please make his bt.-d because 
it's making Na.sir crazy 
and Jamil would sleep 
better anyway if he 
kept things neat. 

86. Hebeth and Shirreen's Room 
This guest room is currently occupied by the healer 
Hebc1h and his apprentice Shirreen. There is one 
luxurious heckling setup, and one uncomfortable pallet 
on the floor. There arc also numerous 1mnks fil led with 
bottles, containers of herbs, and healing texts. A OC 16 
lmelligcncc (lnvestig::nion) check finds ,hat Hcbeth's 
notes arc anal1•tical and he is skeptical rhai the oasis 
waters them.selves h,'lvc healing propcnics, although the 
plants that grow around it most cenainly do. Shirreen, on 
the other hand, writes in her diary 1hat she kno"'cs for a 
foct the oasis is indeed healing, as she is distantly rdmcd 
to the Fadels and her family lore has st0ries of an oosis 
that could heal nearly any illness or injury. 

LEVEL C 

CL Deluxe Suite Rooftop Patio 
l11is is accessible only b)' srnirs from lhc deluxe suilc 
(B3). It has a low roiling around it, and a fold.1blc awning 
that one can use for a sunshade during the day or, when 
additional material is unrolled, can provide a tent 
structure for additional guests. There are benches around 
the peri1nc1er of the patio. This offers a good view of the 
recreational oosis. 

C2. Greenhouse 
Stairs from the rooftop patio (Bl) lead to an area covered 
by a large glass dome. ll1e stairs then continue to spiral 
up through one of the towers (CJ). The grecnbousc 
is filled with a mix of ki1chcn herbs, edible pl ams and 
berTies thm do 110{ grow in this climate, and healing 
herbs. A1 flm it docs not. seem like anyone is in the 
gre<:nhousc, bu1 \V'iliting a few moments will show that 
the plants are being tended by a group of cacral folk: the 
plantS arc guarded by prickly pear cactal folk (Opunti). 
They will only attack i ( someone attempts to l~rvcst 
any o( the plants growing there without permission. 
If someone shows only curiosity about the plants, the 
Opunri will show ,,isitors around the greenhouse, and may 
offer fmir fmm their own bodies. If the fruit is refused, 
the Opunti 1\•ill force 1he visitor out of the greenhouse. If 
the fruit is accepted, the Opunti will consider it a sign o( 
las1ing friendship. 



C3. Sunset Tower 
This 10wer contains spiral stairs that go up, up, and up, 
finally ending ar the very top of the tower (DI). The 
stairs are barely wide enough for one medium hum.1.noid 
to walk at a time. It is a steep, exhausting climb, but it is 
wonh the trip, as the walls are decorated with the flnest 
examples of arcwork ever made b}' the Fadel, Jaiiri, and 
Amin - ponraiu, tapestries, relief sculptures, pages from 
rare m<1,nuscrip1.s. 11· shows a rich, diverse culture for all 
chreegrot.11.,s.. 

C4. Sunrise Tower 
This cower is idemical co CJ, only instead of separate 
artworks, there is an elaborate mos.1.ic thar shows rhe 
hiswry of the oasis and the ravcm. Mally b:u,lcs arc 
shown, but the oasis and the tavern as it grows over 
time is always left in peace. Attempting to decipher just 
who "'3S the cause for the original fulling out is utrerl}' 
impossible, as one p.1.rt of the mosaic may show the Amin 
as the evil aggressors, then the next will show them as 
innocent bystanders as the Fadel arc the aggrcs.sors, and 
then the Ja.2iri seem to be the ones to blame. On and on it 
goes, spirlirlg up to the mp of 1he tower. 

LEVEL D 
Ascending the stairs in either 
tower is a harrowing journey, 
especially near the top. For both 
towel'$, the top rooms can only 
be successfully reached with a 
successful OC 16 Dexterity 
(Acrobatics) check. 

DI. Top of Sunset Tower 
The stairs c.nd with a small hole thm leads to a platform. 
The only thing in the room is a large Serpcnr's Coil 
gamcboard. which can be taken from lhe room. TI1ere is 
a large skylighr open to the west. If a character has the 
playing pieces from Sunrise Tower and purs them on the 
boord, a brass dra1,.,on will fly to the tower and peer in the 
window as t he c,•cm A Brass Dragon's Game unfolds. 

D2. Top of Sunrise Tower 
The stairs end at a small hole that leads to a platform. 
The only 1hing in the room is a collccrion ofScrpcm's 
Coil playing pieces. rmher larger than 1he ones rhc ciders 
use in their game. There is a largeskyl igh1 open to the 
eas1. lf a player has the gamcboord from Sunset tower and 
sets up lhe pieces on it, a brass dra.1,.'011 will fly to the tower 
and ixer in the window as the e\'Cnt A Brass Dra1,•on's 
Game unfolds. 

The Spring of Peace 6 
LEVEL E 

El. The Tomb 
The stairs from the office (A6) lead deep down into the 
ground and finally end in a massive tomb. There arc 
sarcophagi here 1h..'1t seem to be home to Amin, Fadel, 
andJasiri alike. TilC mosaics on the wall look very similar 
to those in Sunrise Tower (C4), but these seem rodcpict 
evems before those shown in rhe wwer srnirn·ell. There is 
also a massive sculp1ure of a gynosphinx. 

E2. Passageway 
This passageway stan.s off well engineered, lined "'ith the 
same type of brickwork as the tomb and d-.c taYcrn above. 
As one travels fun her, [he bricks raper off until it is an 
entirely rough-hewn rock ca,•ern. 

E3. The Heart of the Oasis 
The pass.'lgcway opens to a massive chamber. One wall is 
inset with a thick layer of clear quartz, as transparent as 
any glass. Through the quart?, one can sec an underwater 
area illuminated by biolumincscem plants and an 
interesting spon~')' coml from which bubbles regularly 
stream. AOC 13 Wisdom (Pen:;:eption) check reveals 
that this is pan of the oasis, deep down. There is also a 
rock-lined pool in the chamber, about 25 feet in diameter. 
AOC 16 lmclligencc (Investigation) check re\!cals th.'lt 
there is a 1006c rock in 1he wall lining the pool. Behind 
that r0ek is a djinni lamp; rubbing it summons Afrnnta. 
Afranta is confused, as she had no idea where her lamp 
was, o r who the true owner is. If the quest Secret Tombs 
is not in motion at this rime, Afranm will disapixar and, 
if seen la1er in the mvcm, will have no memory of this 
evcm. The lamp cannot be removed from the room, and 
any attempt to leave with it will re.suit in the character 
being unable to pass into the passageway (EZ) until the 
lamp is replaced. 
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The Tavern Operc1tors 
- ---- ---- - -

Asiri Fadel 
If one has any worries abou1 their safCt)' at the Spring of. 
Peace, one look m the proprict0r and bartender will put 
all concerns to rest. Asiri is a female human, and lhe 
current operator of the ta\'Crn as well as the surrounding 
operations---and she takes her responsibilities very 
seriously. H er dark ha ir shades to briglu red at the rips, 
and is inuicatcly braided under a bandana. D.1ughtcr 
of the high priest of the Fadel, she is sonlCtimcs caught 
bcnvcen her devotion tO the peace of the tavern and 
those who work there, and her loyalty to her people. She 
can be a bit harsh with her cmplO)'CCS, and any gucsu 
who step out of line, especially if it threatens the peace 
of the tavern. Asiri is usually found at the bar (A5), but 
makes it her business to check o n all areas of the ravcm. 

Abbad Fattah 
Years ago, a human cribal warrior was found near dcach 
in the desert not far from the Spring of Peace and 
br0ugh1 back 10 1hc tavern. Jamil helped nurse him bad: 
10 health, and upon his full recovery, Abbad decided m 
stay m 1he t:avem. Over rhc )'Cars, he's become integral 
tO the ta,•cm's daily wor\:ings, and helped develop the 
current tent rental busincs.s, which expanded the tavern's 
popularity. I-le has become very quick at setti ng up the 
rental cents, and makes customer satb-faction his numbcr-
0 1\C priority. He is usually found in the office (A6) or 
setting up tents in rhc mar\:c1place (A4). 

Wh.11 no one knows is char Abbad is, in fact, a J:uiri in dis­
guise. Abb::i<l underwent a great quest 10 find a bra$S dra~'On 
who, 01.11 of distam fumilial loralty, granccd his desire 10 be 
cumed into a huma n for the purpose of spying m 1he Fadcls. 
During his time at the t.wcm, he h."lS come to the conclusion 
that fuuh for the disagreement is shared equally among the 
thn_--c groups. He is unsure ifhc should rc,'Cal hi1nsclf to Asiri 
and Jamil. He has tmly come to respect Asiri and knows she 
will not mkc hisde<:eption lightly-the n:vclation C(l.lld 
even rum her against keeping the ravem a neurral spot. 
Heal.so knows that Jamil will feel bctrn}'Cd that he was not 
trusted with the .secret, which could even tum Asiri agairac 
Jamil if she t hinks he knows. Abbad is looking for some sort 
of proof or inft')nnrnion \\~thin the tavern that he, Asiri. and 
Jamil could take to their families to help broker a peace. 

Nasir Fadel 
Asiri has an extensive family, but the relative she's doses1 
10 is Nasir, a human using knight statistics. A cousin on 
her mo1hcr~s side, Nasir grew up more as a big br0ther 10 

Asiri, and $ht tru.m him with th¢ $¢Curityof tht Spring of 
Peace. Nasir does his job well, n ot because he cares about 
the Spring of Peace, but b«:ause he is fiercely loyal to 
Asiri. For him, fumily comes first, and he often fears tha1 
Asiri's position at the tavern could cause conflict among 
their people. He can be found anywhere on le\lcl A. 

Jamil Ayad 
With a brass dragon's love of conversation. this brass 
dra~ mborncommoncr isa born tavern host. Jamil is 
chat t)', persortablc, and even though he is usually smtioncd 
in 1hc kitchen (AS) he loves coming out tochnc with the 
guests . I-le often tends the outside oosis bar ( A2) if Asiri 
is busy. Jamil is very casy~,oi1~, and even 
though his fumily and Asiri's have 
been enemies for}'C:lffl, the rwoof 
them ge1 on Sl•rpri.singly well. Jamil, 
like Asiri, onh• w,um peace in the 
oasis. And what better way to broker 
peace than by providing C\'eryone with 
good food and drink 1 

Jamil is also an amateur healer and 
spends a lot of time experimenting 
with the medicinal plants rhat 
grow around the oasis. He is one 
of ,he people who claim the oasis 
water itself has healing propenics, 
bm Asiri keeps telling him to 
keep tha1 fac1 to himself, as it 
can't be proven and will only cause 
more conflict. 

The Spring of Peace Players 
This acrobatic troupe specializes in telling t~e Story of the 
Spring of Peace in an intensely acrobatic dance routine, 
pctfonncd in the marketplace (A4). The performers 

rorntc, each picked :specially from 1hc 1hrcc families on an 
anmml basis. The contests and c riter ia for selection differ 
between the tribes, bot there arc always three each of 
the brass drngonbom (so convenient for 1he fire-dancing 
acts), Amin, and humans. 

The Dweller T1,1rtles 
The waters of the oosis (A I , A Z, and A)) arc patrolled by 
i1~tclligcnt tunics , evolved over time to live in 1his oasis 
and nowhere else in the world. The dweller turtles range 
from 1hc si!C of a loaf of bread to a large horse. They can 
speak a bit to visitors, but it's usual!}\ "Sray behind the 
rope," nccompanied by a gentle (or 1lC)1-so-~,cnde) bump 
in the right d irectio n. 

Rumors abound of one or more massive variants, who live 
fardo" 'n in theoosis (,,i:Jible in E3). There areoc<:asional 
sightings, as the turtles must breathe air, but no 011e has e,•cr 
seen one long en~h to dctenninc their tme nature o r just 
how big they might be. According to the dweller tunics, 
there is a special coral that grows deep underwarer that 
allows ninles to get air to brcmhe, rat.her than surfacing. 

Guards 
Guards ar<\ like the Spring of Peace Players, specially 
sclcc1cd from 1hc Fadel {human guard), Jaziri (dragon­
born guard), and Amin families. They arc instructed by 
Asiri to use force as a last reson., and never 10 a llow hann 
to come to another person if at a ll possible. 11,cy can be 
found in any area where conflict may arise. 



Afranta 
Afranta, the director of t1'e Spring of Peace Players is 
a female dj inni. Her bonlc is hidden somewhere on 
the Spring of Peace Tavern grounds, but her original 
m::iStcr is unknown, even to Afouua herself. She has 
very liulc memory of her life before becoming dirccror 
of rhc players. She only knows she has been bound to 
the oasis since long before there was a tavern or even 
any iniclligcm visitors. She knows she is a djinn i, bur 
only !ms the mos, basic undemanding of what 1ha1 
means or "'hat her powers arc. She has a hunch that 
she must h:avc a lamp somewhere nearby, but has no 
idea who might have it. Afrnnta also seems co have a 
sense of when violcm:c is about 10 occur in the tavern. 
She has a tendency to appear in that area and try to 
diffuse the situation wilh a joke, and on some occasions 
will physic.ally help lhe guards. She is usually in l'hc 
marketplace (A4), and can be summoned to the Hearr 
of t he O:lsis (E3). 

11,e only beings at the oasis who know anything aboot 
AfranraS bmparc the dweller rurrlcs. 11,ey will mention 
that there once was a strange object that looked like the 

lamps used at the tavern that was found in the oasis waters. 
It had t he effect of m .. 'lking the dweller turrles and other 
water dwellers in the oosis unusually aggressive, until the 
ciders among the dweller turrlcs pot it somcwhcr-e where it 
could do no more harm to the creatures of the water. None 
of the dweller runlcs in rhe oosis h.we any idea where the 
lamp is now, other th.·m rhar ir is nor in rhe war er. They 
say they h.we told Afranra this many tin-.cs, but she never 
remembers any of it. 

GirlaAmin 
One of the fow Amin currently working at the Spring of 
Peace, Girla offers her services as a dcscrr guide, and as a 
scour on occasion. (It was she who found Abba.d in the 
descn many years ago.) She ofren look.s bitterly ar the 
tavern buildings because it was her people who first built 
them, and now they are controlled by the Fadel. Still, she 
prefers peace to open warfare, sitlCe both her parents were 
killed in one of the ntan)' skinnisht.--s fought around rhc 
oasis. O ne of her favorite pastimes is hunting the dcscn's 
colossal wom1s. She can be found in outdoor locations 
(Al, A2, AJ. A4). and in the stables (A7). 
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The Spring of Peace 

The Spring 
of Peace 

Menu 
APPE'l'IZEUS 

Hummus tm.d E'.zw'( 
Pla«~r - 2 sp 

Our ldtchm grim,-Jk.ins scour the fands surrot11xling 
the oasisdaily to bring us the best wild chickpeas. 

Barely a day passes bet "-cen the chickpeas grou•ing wild 
and finding their way into JamilS vat of secret spices. 

Thcrc is ncxhing like i1 on canh! Served with flatbread 
cooked in our own clay O\'COS. and plcntv of oli\•es and 

fig, hnrvesuxl from the trees around the c,asis. 

S¢.iff tm.d Clo - S sp 
Ideal for the traveler on his way, or for thoc;e who 

wa nt an C.tSy•to-cany sn.1ck to their room or tent, or 
even the recreational oosis (please, no food in the 

pools! It upsets the dweller 1urdc's tummies!). Order 
grope le.t\'CS or a pita pocket fresh from our oven, 

then s1uff with the various food items available at the 
ki tchen side of the lxir. ltcms arc subject to change, 
,fopending on " '!1,11 the grimalkinns find and what 

tradttS have bought n.-cently. 

8/tldava - $ sp 
A delicacy perfected by Spring of Peace's chef 

Ja1nil Ayad, this baklava is flaky, slightly swcetcnt:.-d 
wi1h honey from a hive on the !,'founds, and 

flavored perfectly with lemon and cinnamon. 
Dri!zlc with chocolate, caramel, or a berry syrup for 

an additional fee. 

E :vrmms 
Build Yow- 0w..n i(abob 

- 5 sp p ~r ffllCSt; 
The Spring of Peace kitchen bar has a variety of 

meats, fruits, vegetables, mushrooms, and all sorts 
of things anyone could ever want to skewer. After 
assembling, you have the difficult question of how 

you wam your kabob roasted! ()prions a rc: 

• Send to the kitchen, where our grimalkins will 
make sore it is roasted perfectly. 

• Request Jamil co visit your table and flame it as 
you watch. 

Request a s1nall fire elemental, who will be 
dclivcn.""<l to your table in a mcml bowl. For an 

addi1ion.1\ fee you may rci.iin the fire elemental in 
your tent or room for the duration of your stay. 

Clz,:imtuki= Sr;~w - ,t, sp 
~ grimalkini\S OOfiSt'ult ly m1a1~ btrn~n 

1hcirdu1ies in the kitchen and plying their skills as 
sawcn&-Crs. lhcy find all sons of deHcades in the lands 

ar(J.ind rhc tavt'ITI, and much of wh.1t they find goes 
imo the stew. We'd say what is in the stew here, but all 
we ever h<..--ar is ''We found it!" They've never oomc up 
with a bad batch, though, socm and enjoy! Served in a 
communal pot: for ~·our table, with plcnry of fresh bread 

to dip into it and rice on the side. 

S~d ~ff~t;abl~s - $ ,sp 
Gmpc leaves and cabbage stuffc.'(I with rice, on ions, 

carrots, turnips. and b..--ets and stewed to perfection. 
Meat available upon request. 

Ptm.-E'n~d Sco_zp~o.a 
Ta.ii - 2 sp 

8.'l.ttcrctl and frk'<I in a bed of buttery spices, this 
dish can also be ordered as a shared appct izer. The 

creamy dip nullifies the pois(>n, but some guests 
swear against using it, 



The Spring of Peace O 

Pan t'ntd 

B<"'l'"'"Taol 

{Jaa.rd Out;y Co/i'bc - S sp 
This drink will be sure to wake you up! Our signature coffee is flavored with cardamom, and 

sugar syrup. Molas.scsspirits may be added for those who don't need to be THAT alcn. 

5o&kmff [kdcr (/).c llo.tJ.ch - ,f, sp 
This drink was made by a rrio of grimalkinn during a short break, and quickly caught the 

notice of many visitors. h is made by mixing 1nolasscs spirits, blue ci1n1s liqueur, lime juice, 
cnmberry juice, and a few dashes of orange bitters. Finally garnished with a cherry, and 

consumed tmdcr the shade of a palm frond. 

Asiris l'ba.rs - 4' sp 
This drink is a (mgr.mt cock roi l from desert herbs and spices to make ~'Ou sweat if you arc 100 

hot or warm >'OU up on tho;c cold desert nights. Combining juniper berry spirits, cold green tea, 
lemon juice, and egg whites, this drink is shaker~ to produce a frothy head that is finished wi1h 
p<)\\-dercd sugar, card,unom, and mint leaves. The foam helps keep the cvcr-prcsen1 Mnd out of 

your drink, so you can cnjO)' it at your own pace! 

J:&c ~tcrof£.im - Ssp 
This cocktail is an homage to what brough1 c,•cryone to the oasis and what gives lifo in the 

desen. It combines molasses spirirs with sm,1ller portions of cinnamon and "·om1"'ood liqueur, 
and a dash of wormwo<Xl bitters. This drink is finished off with a blut citrus liqueur poured 

softly to fonn a distinct layer over the rest of the drink.. 
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----------------
The Tcivern Guests 

---------------

Pama Amin 
A female Amin in the prime of life, bu1 tcnninally ill 
from a mysterious disease. TI1c Amin arc known for their 
healing skills, but Pan1a's illness is beyond all their knowl­
edge. She knows she has Huie time left, and she wanted 
tO come to the Spring of Peace, to bask in its beauty and 
reminisce about the days when she was a young filly and 
her family managed the Spring of Peace. She rents the 
most cxpcmive tent in the market area (A◄), and spends 
most of her days reclining at the healing oasis (AJ ). 

PemethAmin 
A )'OUng male Amin, son to Pama. He has brought his 
mother here to sec if the healing waters of the oasis, its 
healing herbs, or one of the many healers who come here 
can hdp her. He also suspcccs that there is hidden knowl­
edge within the tavern that could aid his mother. For 
a ll his love for his mother, he often avoids her, spending 
most of his time in the Pax and Pints (A5) or the n.">Crca­
tional oasis (A2 ). 

Hebeth Galen 
An elven commoner healer with years of experience 
and many, many pt.--oplc saved, Hcbcrh has tra\,eled to 
the Spring of Peace to evaluate claims 1hat the waters 
then'15Clvcs can heal. Hcbcth is skeptical, and wants to 
.scientifically prove the water's capabilirics or lack thcrt..--of. 
Hcbcth is usu,,lly found around the healing oasis (A3), 
caking nmcs and samples. 

ShiYYeen SkywaYd 
A human commoner healing appremice, Shirreen 
is in awe of her menror, Hebcth. Unlike him, she 
is firmly convinced that 1he oasis water has healing 
properties. She is constantly chided by Hebcch for 
not being logical abou1 the "'<acr, but believing in it 
blindly. She is never for from Hebeth, and is usually at 
the healing oasis (A3). 

THE F AMILIES 

JaziYi 
17\e Jru:iri arc a clan of brass dras;:onbom, currcmly settled 
to the west of the Spring of Peace T.wcm. While they 
are mostly typical for their species, this panicular family 
tends to have a milirom ou1look, remembering how they 
were forced from their homeland by w,u. Their attitude 
has mack them di~trustfol of the newer arrivals to the oasis 
landi, and i1 is onl}1 recently that the ciders ha\'e begun 
permitting members 10 take cmpl()\•mcnt at the tavern. 
Always on guard, they send spies to the tavern periodically. 

Amin 
Tl\C An1in arc crcarures similar 10 centaurs, but instead of 
having a horse- like appearance from ,he waist down, they 
resemble camels. Their hair tends to be coarser than hu­
man and ranges from t.i:n to nearly black. A light for cov­
ers their arms and torso as well, and from the waist down 
they arc nearly indistinguishable from a camel. They 
favor loose, su11-protcc1ing clothes on their more human 
parts, and ,nany drape colorful blankets and saddlebags 
over 1heir humps and backs.17\eir hooves arc well-sui1ed 
for tr.wersing a wide variety of terrains, and d\C}' h.-we 
incredible endurance. This served 1hem well when raiders 
began to threaten their way of life and they were forced co 
flee their ancestral home. The Amin have a good working 
knowk•dgc of cuhivation and constTuction, and they are 
responsible for the majority of the tavern structure and 
gardens. It was their engineering expertise th."\1 allowed 
the design of rhe towers, and their medical knowledge 
chat aided in cu ltiva1ing the large arooum of healing 
plants around 1hc oasis (although the Fadel and Jaziri arc. 
prone 10 say the oasis had more 10 do with 1hm ). They 
currcmly reside to I he cast of the tavern. 

Fadel 
A clan of humans, 1hc Fadel have their home situated 
to the south of the rnvem. A <lccply spirirual group, 1hcy 
fled pogroms in their homeland and thought that the 
Spring of Peace would be their sanctuary. While 1he Jaziri 
accused them of contributing little to the tavern, it was 
the Fadcl's idea to make the towers a safe haven for art 
representing the history and culture of all three groups . 
For a brief time they coordinated a peaceful philorophical 
following that encompassed all three races, and things 
looL:cd hopeful. It was during this time that the t0mb 
under the tavern "-as constn1ctc<l and burials conducted. 
Despite manydisal,.,rccmcnts, the Amin and Jas.iri concur 
th.,t the Fadel arc the best suited to maintain the mvcm 
a1 this 1ime, given their dedication 10 the preservation of 
all three cultures. 

T H E ELDER'S GAME C IRC L E 

This group of cldc~ from each clan meet n.--gularly at the 
Spring of Peace's rooftop pmio (Bl ) 10 partake in games. 
The)' have done chis fur )'Cal'$. even when their clans were 
engaged in open warfarc.11\cy never stay at the cavern, but 
instead travel from wherever their clan 6 encamped to here. 
Sometimes agTL""Cmcnts are brokered over games, and some• 
times a sore loser retums to their home and co1wi.11CC.s their 
fumily that they 11(X.-d to anack one of ti~ other groups. 

Naba Fadel 
Asiri and Nasir's human grandnu:,thcr (comn10ncr). She 
has a very sharp tongue, and spares no one fmm her acute 
observations. She is a merciless player, but always willing 
to teach a newcomer to whatever game is being played. 



OppaAmin 
Grandmother to Pama, Oppa ran the Spring of Peace 
many years ago. h was her parent's generation of Amin 
who built 1hc ground-level suucrures. While she docs 001 

a lwa~·s like 1hc new changes, she undcrsmnds that times 
change, and things cannot always remain the same. She is 
a calm player, but a good one. 

NahaYkJahiYi 
An elderly brass dragonOOm commoner. He pretends he 
doesn't speak Common. but undcmands ii perfectly well. 
He communicates in gntms and gcsrurcs, especially to the 
other two ciders. He is acn,ally Abbad Fauah's grca1-
brr;mdfu1hcr, but he docs not recognize his descendent in 
his hum.'ln disguise. 

Nahas 
A male adult brass dragon, he made the oasis home 
many millennia ab'°· He often played b>a.mcs with his two 
friends and neighbors, Afmnta and Sphinxy. Because his 
lair was near the oasis, the area became magically warp<..·d 

O\'Cr time. After the falling out between the three friends, 
three sets of tracks spread out from the oasis, leading the 
Fadel, Jaziri, and Amin to the oosis in turn. 

Nahas knows nothing of this, as he has not been back 
to the oasis since the day he threw Afrnnra's lamp into 
the lake. He now lives for away, and it was he rhat granted 
Abbacl's desire to be trarufonned imo a human, never 
dreaming that it was for the purpose of infiltrating the 
tavern that grew up around his 01,c.c beloved oasis home. 
He will appear if players climb to the top of ci1hcr Sunset 
(E l ) or Sunrise (E2) Tower. 

Sphinxy 
Usually a statue in the underground tombs (El), Sphinxy is 
a gynosphinx. She racher hates the name Sphin.-.:y, bu1 will 
nor rel\ anyone her real name (so many, including Nahas, 
think it must be really embarrassing). She is proud-:!vcn 
for a 5,phinx-of hcr gamcplay and ability to solve riddles, 
but she made the mistake long ago of cheating at a game of 
Serpent's Coil against her friends Nahas and Afranta. This 
set into motion a magical mishap that led co the vicious 
conflict over the oasis th~t still "'~,cs centuries later. 
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The Quest Board 
The quest board is set into an claOOratcl)' carved stone 
fmmc, with a cork in.sci. Qucscs are tacked up with pins 

made from cacrus thorns. and wrirrcn on a variety of 
materials including leaves, linen, rmd pap~1rus. 

Gu1NEA Pies 
Tesr Subjecu Needed! Does 1he oasis u"uer heal! Or is 1he 
presence of heoling planu me,-e/y a coinc.idence! Come w 
1he OOnk.s of th£ Thernpe1uic Oasis co participate in ihis 
historic experiment! Generous compensation! Please see 

Shirreen for details. 

Shirn...-en is by the watc~ wirh a clipboord, taking the 
names of various people. Her mentor, the healer J-lcbcth, 
has a variety of mild poisons and samples of wntcr from the 
ooois. People who volunteer for the cxpcrimcm must fir.st 
take a poison, which will deal 2d6 poison damage. Hcbcth 
has a fi,·e-minutc hourglass timer which \\'ill run out, then 
wat"cr from the oasis will be adminiscen..'Cl.11,e wmer will 
heal for 2d6 damage. Hebcth is visibly surprised that the 
water will undo the damage, and Shirrccn is practically gid­
dy. As compmsation, Hcbeth will cover one night's lodging 
in a Jade Len-:! tcm. and offer a vial of the water that will 
heal an additional 2d6 damage. 

W ANT TO P LAY A GAME? 

Lcng-esrablished gaming group seeks fresh blood new 
players/ Come co fhe roofrop pmio and learn some new 

,ricious fun ptmimes! 

O n the roof of the Spring of Peace T;wern, the ciders can 
alinost ,1lways be found engaged in a ~,amc. While 1hey 
spend most of 1heir time battling each other, they are 
always cager for new players. They will teach, but then 
bmrally dcstror, any newcomer to their game. 11,ey play 
many things, but the game all three favor is Serpent's 
Coil. Played on a spiraling boord that resembles a serpent, 
the goal of Serpent's Coil is to move one's playing piece 
from the 01.1tsidc to the center of the board first. 

There arc 77 s1xw::es to traverse 10 the center of the coil. 
Moves aredcrennincd by mlling: ldl2 on each player's rum. 
• P1aycr rolls 1-6or 8-12: The pla}'Cr moves their piece 

that number of spots 1owards the center 
• Player rolls 7: A marble is dropped into 1he center of 

the coil and rolls down a grooved spiral in 1he boord. 
All players must then roll ld4 m see if 1he marble 
knocks their piece over as it rolls. 

• Roll I or 2: Rc1urn to beginning of bo..1.rd 
• Roll 3 or 4: Remain in current space 
• Gameplay continues until a player has made it to the 

cemcr of the boord (i.e., has reached a 10ml of 77 
wi1hou1 being sent back 10 the beginning). 



There i$ an unknown deeper suaicgy 10 this seemingly 
simple J,>am<.\ but only the ciders have mas1cred it and 
they aren't telling. Howe,,cr, if a pl.1ycr has nm .i.cross 
Asiri's notes in her room, their piece is only knocked o,•cr 
on a ld4 roll of I, with rollsof 2,4 having no cff,'Ct. 

TI,c GM plays as one or more ciders, and UJ} to sb: people 
in total may play. If a PC wins, theddcrs impan to them 
the strategy for the game, that, .should they play it again, 
g ives them immunity again.st the marble roll. If an cider 
wins, they will arrange for the loser's next meal or tent 
rental to be on the house, as a conwlation prize. (l11is usu• 
all}' invol,•cs Naba telling Asiri the arrangcmcm and Asiri 
gciring annoyed at her grandmother for Cfi\"'ting the cavern 
money and annoying the patrons with her game n...--qucsts.) 

P EST CONTROL 

Warriors wamed! The sandtoonns are interfering wirh ow tr<de 
routes, plus we're nmning low on stew meat. Please sec Girla 

Amin for more deUlils. 
Girla explains that once in a while, colossal worms are 
accractcd by the commo1ion and 1hrca1en people on their 
way to and from the tavern. While the "'orms avoid the 
oasis and tavern itself, i1 is bad for business fo r people to 
be dc\·ourcd by giant sandworms nearby. Girla can either 
direct 1he IX'rtY to the wonn, or accompany them as a 
guide (useful if the [X\ny is seeking more infonnation 
abou1 the ttwem, or needs another person 10 even the 
odds rigains1 the worm). If she riccompanics them, killing 
one wonn gains the pany 10 gp ix-r pcl'$0n, a Jade-level 
te1u, and fire elemental accC$5 for the duration of their 
smy. If 1he pany kills the worm without Girla's help, they 
each b'Ct 20 gp. a Lapis-lcvcl tem, fire demcntal access for 
the duration of their stay, arw:I one cloak of efoenkind. 

SECRET T OMBS 

ls rhe u11Jem hiding secreu! For years the Fadel have maintained 
control over the Spring of Peace and 1he Cknis. Bui U'ling5 were 
not aftt'<lJS thus! Come to the comer uwle m 1he Roc-remional 

Oasis t0 hear m)' th«mes. 
Pemeth A1nin is convinced that there arc unto ld secrets 
about 1he Oasis. He is always looking for someone new 
to share his theories, especially since most of the tavern 
srnff and 1hic regulars ignore him. It d istracts him from 
the worsening condition o( his mother. Pemcth's main 
miking points arc: 
• The oasis' water has been n.imorcd for yeani to have 

healing properties. 
• A11emprs ro find 1hc bottom of the oasis arc fn.ii1less 

and according to all reports, including from the dweller 
ninlcs, there is no bottom. 

• Pemeth wants to know if there is any hope for his 
mother in the oasis. 
Pcme1h thinks there might be a hidden passage in the 

tavern that leads to more rooms below, but he has been 
unable to fi nd it. As an Amin, it is kind of hard for him 
to sneak around. 
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TI1e parry will find a secret passage in A.siri's office. TI1is 
leads to a deep undcrgroond tomb (El). It is fi lled "'ith 
sarcophagi 1hat seem to be a mix of Fadel, Jaziri, and Amin. 
There is a gynosphinx st.tntc. wearing a necklace that upon 
a DC 12 Wisdom (Perception) check proves 1od(.'Picta 
serpent's coil playing board. Touching the nl-cklace will 
brir,g fonh 5 mummies from the scarphogi. who attack the 
party. Upon their defeat, Sphinxy the gynosphinx will stir 
and waken with a disgnmtlcd disposition. 
If the party has not yet encountered Nahru in the tou.icr, 
the following ewnt.,: will unfold: 

The innosphinx will challenge them to answer some riddles. 
Examples: 

• I ache for everything I have known. To have is my 
heart's very need. A bouomless pit nrnhing will fill. 
What am I? Greed 

• A bonomlcss jar that can hold flesh and blood. A ring 
• The person who buih it doesn't need ii. The person 

who bough1 it never used it. The person who used it 
never saw it. Wha1 is it! A coffin. 

If no one solves 1he riddle, the b')'nosphinx will turn back 
to stone and call fonh 2 mummies 10 anack the party. If 
the riddle is solved concctly, the gynosphi1\X will tell the 
pMty a fac1 abou1 the oasis. Possible facts arc: 
• l I is bonomlcss 
• The waters can heal illncs.i and injury 
• TI1c cmllict b::twcen the thn.-.c, fumilics is 1n.'tgi~l in nature 
• The magic causing 1he conflict was caused by two 

things never meant 10 mccr (a djinni's lamp :md 1he 
water of the oasis) combined with a brass dragon's 
regional magic 

Once rhc gynosphinx t urns back to stone, she will no1 
awaken again until 1he party encounters Nahas. When 
the pan·y cominucs into EJ, 1hcy may explore the 
room, but no further events wil l happen umil they have 
encountered Nahas. 

If the party has encountered Nahru, the /oUou/lng 
evenls tvill unfold: 

TI1c gynosphinx will nOt"ice that they have a carpet and 
exclaim, ,;TI1ac's one of Nahas' trinkets! How did you 
gtt that?" After the party explains, the b')'OOSphinx looks 
embarrassed. She confesses tha1 she was 1hc one who 
was cheating, because she could not always win and she 
was growing jealous of Nahas and Afrnma's skill. She h.'ls 
sensed the growing confl ic1 in and around the oasis, but 
is unsure how to fix it. She tells the parry that when the 
magic has gone this wrong, 1hc lamp must be brought 
to the djinni to fully break the magical hold: the act of 
bringing the lamp to che djinni, mhcr than using ii to 
summon one, shows that the djinni is no longer under an­
other's power. Sphinxy c..'ln tell them no more and returns 
to her stone form. No effons from pla},ers will awaken 
her, although each attempt to wake her will bring fonh 
another mummy. 

Continuing through 10 room EJ, there will be an 
extremely large Dwcl ler Turtle swimming by the quartz 
window. When Afmnm's lamp is found by the well, 1he 
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large Dweller Turtle will poke its head out of 1hc pool. It 
will ask the pla~·crs to please nikc the lamp far, far away­
it causes too much conflict in the waters, and the ,..,,orld 
above, and must be removed. 1nc dweller tunic conflm1s 
that the oasis is indeed bottomless and even connects 
with waters from other \\'Orlds. People should, "use it 
without fear of draining ir of its powers." 

Now chat the players have the lamp, it no longer 
belongs to the oasis and should be returned to its rightful 
djinn. TI\c dweller turtle says that the lamp must be taken 
from the Heart of the Oasis to fully break the oosis' hold 
before returning it to the djinni. This time, the lamp can 
be removed from the Heart of 1hc Oasis room. 

No mummies will come forth while players ha\'C the 
lamp. \Vhcn rhc players rcmrn Afrnnta's lamp to her, it 
rescores her memory. She calls for her old playnl.'UCS Nahas 
and Sphinx.y, who appear in the marketplace area, much 
to the disn1ption of the people there. Sphinxy admits to 
cheating, Nahas apologizes for throwing the lamp in the 
pool, and they TL"COnc:ilc. Sphinxy explains thm now th,11 
the lamp is bad in the hands of Afronta, rnther than in 
the oasis, h will oo longer interfere with the brass dr3!,0n's 
regional magic, and the rribes should be able to reconcile 
peacefully. Sphinxy also conflnns rhm the \\'<lt·er is OOuom­
lcss, and cm heal, and th:u knowledge should be CI\Ough 
for the three families to cease fighting over it. Sphinxy 1clls 
Asiri that, in re1um for all the trouble her actions caused, 
she will help Asiri navigate guiding her people and the 
other fumilics towanls peace, if she will allow the other two 
f.:unilics to equally comribu1e roand mn the tavtm. 

If Nahas happens to see Jamil, he will recot,'l1ize him 
as the dragonbom he transformed into a human and out 
him to e\•cryonc. Jamil is vel)' embarrassed and apologetic 
to Asiri and the other Spri1tg: of Peace cmplorccs. While 
Asiri and CSpt."Cialll' the other dmgonborn arc stunne<I and 
hurt, given the other recent revelations they arc willing 
to put aside differences and work towards running the 
Spring of Peace together. 

The three friends arc so grateful that they will bestow 
upon the player$ a crystal txif! of telepathy from Nahas, 
an ever.smoking bouk from Afranta, and two of the 
following items from Sphinxy (GM will roll ld4 
twice to determine which): 

mamd of bodily health 

manual of glUnfad exerci.se 

manual of golems 

manual of quickness 
of OC[ion 

Rfr.mca 

Events 
A B RASS D RAGON'S GAME 

Ar rhe top of ei1her Sunset or Sumisc Tower, 1hc 
pan}•'s investigations will be interrupted by the sudden 
appearance of Nahas, an adult brass dragon. He will 
poke his head into the tower and introducing himself by 
rnmbli1\_Q: the following: 

"OH! Afranta! Arc you ready for a ~>a.me! Where is 
Sphinxy! How did she fii in ,herd I'm so sorr}', I just 
got so mad ... " 

The brass dragon looks closely ar 1hc people in ,he 
tO\\.'Cr. "You aren't Afmnra. You aren't even djinni. Where 
are my gamemm,11cs! It's b'-"Cn ages, I'm dying for a game. 
\Viii you play! \Ve can talk! I've been dying for a game 
and talk, talk and game! Oh, my name is Nahas." 

If the players agree to a game, the board is scr up on the 
tower fl00r, and the dmgon can just reach in to move the 
pieces. No matter the outcome of the game, players will 
learn che following items as Nahas chatters on: 
• "Afrantn cheated! I don't know why-she was always 

an excellent player, she didn't need to cheat. And then 
she had the nerve to deny it, when it was so obvious! I 
just got so mad, I chrew 1hat lamp of hers into the oasis. 
That was before I found ou1 it was bouomlcss, I do 
hope that didn't cause any problems for her." 

• "I wonder where Sphinxy is. She's a i:,,ynosphinx 
and has a very long, elaborate name, bm "'e always 
just called her Sphinxy. It made her mad, which is 
proOObly why we called her that. I wonder if she's off 
sulking somewhere. She has a tendency to n1m to 
stone when she sulks, so I'd think she'd still be around 
here somewhere." 

• "I sense a 101 of humans around here, and bmss 
dmgonborn. They're all distant cousins of mine, you 
know! There was one t ime a brass dragon born came 
to me and asked to be changed into a human, of all 
things, I tried to ralk him out of it; even 1hough brass 

drob10nbom aren't nearly as good as dragons, it's still 
better than being human. But he insistccl, and 

I'm a sucker for fumily, so I gave him his wish. I 
wonder whatever became of him ... " 

After the game, Nahas will take the 
gamcboard and pieces, "In case Aframa Md 
SphinX)'COme back and wam a game!" He 
will give the players a carpe1 of flying, which, 
in addition to its usual function, can be used 
to cmer and exit the towers from 1hen on. 



TAVERN HISTORY 

This oasis' history is riddled with 1var, bloodshed, and 
many a brief respite cut short. There arc rumors of many 
amazing beasts: drngo1\S, sphinxes, and djinnL h's mos1 
nor.able history, however, comes from three families: the 
Jaziri, Fadel and Amin. 

In times far removed from what any mortal can recall, 
the oasis 1va5 home to a brass dragon, a gynosphinx, and 
a djillni. 11,cy were long,timc friends, and often came 10 

enjoy the calming wmcrs, and played many ga1ncs 01•cr 
the ccniuries. They were particular!), fond of Serpent's 
Coil, and could spend days playing it. On one futeful day, 
however, an argument arose O\'Cr 1hc fairness of the game. 
Tl1c brass dras,'(ln accused the dj inn of chca1ing arid, in a fit 
of rage, fhing the djinn's lamp into the oasis and flew off, 
nC\'Cf t o return. The djinn could not find her lamp, and the 
deeper it sank, the more she for~t, until she lost all memo­
ry of her two gamcmares. She rcmainOO tied ro the tavern, 
and snwson as a director of the Spring of Peace Players, 
but has no knowk>dge of the mvern th.,1 any other employ­
ee wo uld not have. lbc gynosphirn:, embarrassed that she 
was the one who had resoned to cheating, and that she had 
caused such conflict between her two friends. di.sappcan."CI 
into the canh a1ld wcnr imo a deep sleep of s1one. 

The dj inn's lamp S<lnk for an untold amoont of time, 
until it " "3S fou1ld by one of the dweller tunics. Knowing 
nothing of its importance, they kept it mldcrwatcr until 
they rcali!OO it was somehow causing aggrc::ssion among the 
dweller turtles. They found a phlce on dry land to srorc it, 
and 1here i t has remained. The lamp's loca1ion in the oasis 
has 1ied thedjinn to the oasis, effectively making the 
oasis itself her master. In addition to this, the presence 
of the lamp in 1he oasis' wa1ers warpt.-d the hrMs dragon's 
regional magic, leading people in need of safety to the 
oasis. bot also sowing discord :unong those who found the 
oasis and wanted to make it their home. 

A h.,odful of generations at,'O, three groups came 
from separate comers of 1he dc::scn. Tl1c first among 
them were t hejaziri, a cl:mofbrassdrngonlx>m 
fleeing war. T11e Jaziri had enough resources with 
them to survive on the life-giving water. and 
began building stmcturcs that would eventu• 
all)' become the Spring of Peace Tavcm. But 
construction was notcvcn complete before a 
second group arrived: the Amin, a centaur-like 
race escaping raiders. Initially the Jaziri foan.--d the 
arrival of the Amin would sap their prospcriry. Bur 
1hc Amin brough1 wirh 1hem knowl.cd1,ic, promising 
tO show the Jaziri sUStainable life duough cultivation, 
and helped them finish the basic stmcn1res that still stand 
today by the oasis. The two fumilics lh1cd in a shared but 
uneasy alliance, and bonded O\'cr their persecution by raid­
ers. This ~llhrncc found its hrc.-al'.ing point, however, with 
the arri\•al of the human fumily, the Fadel. 

The final group to arrive at the oasis, the Fadel, were 
humans fleeing a pogrom. Unable to provide resources, 
bul remarkably quick to lcam the newfound cusrnms, 
1he Fadel knew they had litt le to offer 0t1isidc of cultural 

The Spring of Peace ti/!':, 
wisdom. The leader of the Jaziri "''as the flm to call them 
out, fearing that dlC)' endangered the future of the oasis. 
The e,1ents that followed are impossible to 1racl::, as each 
fomily tells the story differently. The Amin would say 
the Jaziri became a mili tant threat, the Fadel would say 
unneeded tension caused a tear between them all, and the 
Jaziri ~ay the Fadel were leeches 1hat endangered the very 
sand they walked on. 

TllC aftermath of 1hc following battles led to the 
current Stale of the oasis: the Ja2iri are ourpos1cd t0 the 
West, the Amin arc outpostcd to the East, ar.d 1hc Fadel 
have assumed uncomfortable authority over the waters 
and her cavern. There is bitterness and rumors about 
the powers of 1hc oasis. The most persist.cm rumors arc 
that 1hc oasis has healing properties, and rhe wmcrs are 
infinite in their supply. 
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Stat Blocks 
A s1R1 F ADEL 
Asiri is a female human, and 1hc c.um::n1 operator of the 
tavern as well as the surrounding operations and takes 
her responsibilities very seriously. Her dark hair shades to 
bright red al the tips, and is intricately braided under a 
bandana. Daughter of the high priest of the Fadel, she is 
somct imcs caught bet \\'CCO her dcvot io n to the peace of 
the 1:wern a nd those who work there, and he r loyalty 10 
her people. She can be a bit harsh with her employees, 
as well as :m y gucsrs who step out of line, especially if i1 
thrcarcns the peace of the cavcm. 

A SIRI F ADEL 
Medium humanoid (human), lawful good 

Armor Class: 14 
Hit Points: 91 (14d8 + 28) 
S~d: 30ft. 

STR DEX CON INT WIS CHA 
15(+2) 18 («!) 14(+2) 14(+2) 12(+1) 16(+3) 

Skills: Perception +4. Insight +4 
Sensu: passive Perception 14 
Languages: Common. Draconic 
Challenge: 5 ( 1.800 XP) 

A CTIONS 

Multiattack. Asiri makes three enchanted scimitar attacks. 
Enchantird Scimitar. Mt lee Weapon Attack: +6 to hit. reach 
S ft, one target Hit: 10 (3d4 + 3) piercing damage, plus 2 
( l d4)firedarnage. 

R EACTIONS 

Et14Sillf Danct. Asiri adds 3 to her AC against one melee 
attack that would hit her. To do so. she must see the auacker. 

MATIJRE D WELLER T URTLE 
The waters o( the oasis arc patrolled by intclligcn1 
turtles. evolved over time to live in this oasis and 
nowhere else in the world. They range from the size 
o( a loaf of bread 10 a large horsc.11\cy can speak a 
bit lO visitors, bu1 it 's usually "Stay behind the rope," 
accomp.'lnicd by a gentle or llOl·SO•gcntlc bump in rhc 
righ t d ireetion. 

Rumors abound of one or more massh1e variants, who 
live far down in the oasis. There are occasional sightings, 
as the turtles must breathe air, but no one has ever St..--Cn 
0111! lo ng enough to de1crmine 1hcir true cxis1cncc or jus1 
how big they might be. According to the ~·ellcr Tunics, 
there is a special coral that grows deep underwater that 
allows mrdcs to get air to breathe, rather than surfucing. 

MATIJRE D WELLER T URTLE 
Medium beast neutral good 

Armor Cass: 18 {natural armor) 
Hit Points: 75 (10d8 + 30) 
Spe.ed: 25 rt.. swim 30 ft. 

STR DEX CON INT WIS CHA 
14 (+2) 8 (· I) 16 (+3) 10 (+-0) 18 (+4) 11 (+-0) 

Saving Throws: Con +5 
Skills: Perception +6 
Senses: darkvision 60 ft.. passive Perception 16 
Languages: Common, Aquan 
Challenge: 4 ( 1.100 XP) 

Hold Breath. The dweller turtle an hold its breath for 8 hous. 
Innate Spellea:sting (Psionies). The dweller turtle·s innate 
spellcasting ability is Wisdom. It can innately cast the 
following spells. requiring no components: 
At will: fire boll, ray of frost 
3/day each: magic missile. shield 

ACTIONS 

Multiattack. The dweller turtle makes t'NO attacks: one with 
its bite and one with its slam 
Bit11. Melee Weapan Allack: +4 to hit. reach$ ft.. one target 
Hit: 14 (5d4 + 2) piercing damage. 
Slam. Melee Weapon Attack: +4 to hit. reach 5 rt.. one target. 
Hit: 12 (2d9 + 2) bludgeoning damage. and the target must 
succeed on a OC 12 Strength saving throw or be pushed up to 
10 reet aw~ from the dweller turtle. 

:-.. ,. 



COLOSSAL WORM 
Just beyond the boundaries of the Spring of Peace, 
a writable nest of colossal worms hungers for short 
breathed tmvdcrs. They are encountered in the "Pest 
Control~ quest, and may alw be included in rraveling 
encounters or help serve as an introduction to other 
desert dwelling characters or families. 

COLOSSAL WORM 
Gargantuan beast. unafigntd 

Armor Class: 16 (natural armor) 
Hit Points: 189(14d20+42) 
Speed: 40 ft., burrow 40 h. 

STR DEX CON INT WIS CHA 
20(+5) 14(+2) 18(+3) 2(·4) 10(+0) 4(·)) 

Saving Throws: Con +7 
Skills: Perception +4 
Damage Resistances: piercing and slashing rrom 
nonmagical weapons 
Condition Immunities: blinded. deafened. prone 
Sense.s: blindsight 30 rt. tremorsense 120rt., passive 
Perception 14 
Languages: ·· 
Challenge: 10 (5.900 XP) 

Tunnt lu. The \VOrm can burrow through solid rock at hlll its 
burrow speed and leaves a 10-foot•diameter tunnel in its wa~. 

ACTIONS 

Multiattoclc. The colossal worm makes two attacks: one with 
its bite and one with its tail. 
Bitt . Melee Weapon Attack: +9 to hit, reach 5 ft .. one target 
Hit: 2) (4d8 + 5) piercing damage. and the target is swallowed 
if ii is a Medium or smaller creature. A swallo'Ntd creature is 
blinded and restrained. has tO(al cover against attacks and 
other effects outside the colossal \VOrm. and takes l0 (4d4) 
acid damage at the start of each of the colossal worm's turns. 
U the colossal worm takes a total of 30 damage before its next 
tum. it must succeed on a DC 20 Constitution saving throw 
or use its bonus action to regurgitate the swallowed creature. 
which falls prone in a space within S feet of the colossal 
worm. If the colossal \VOrm dies. its corpse slowly pushes the 
consumed cfeature out 

Tail. Meltt Weapon Atlack: +9 to hit. reach Io ft.. up to 
two targets within S feet of each other. Hit: 14 (2d8 + 5) 
bludgeoning damage. 
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AMIN 
The Amin arc creatures similar to centaurs, but instead 
of having a horse-like appearance from the waist down, 
they resemble camels. Their hair tends to be coarser 
than human and can range fro m nm to nearly black. A 
light fur can cover their arms and torso as well, and from 
the waist down they are nearly indistinguish,'lblc from a 
camcL They favor 1006c, sun,protccting clothes on 1hcir 
more human pam, and many drape colorful bl:.nkcr.s and 
saddlebags over 1heir humps and OOcks. Their hooves arc 
well-suited for traversing a wide variety of l'crra ins, and 
they have incredible endurance, which served rhem well 
when raiders began 10 threaten their way <i lifo and they 
were forced to flee their ancestral home. 

AMIN 
Large monstrosity. lawful neulral 

Armor Oass: 12 
Hit Points: 53 (8dl0 + 8) 
Spee:d: 40 ft 

STR DEX CON INT WIS CHA 
14(+l) 11(<-0) ll{+ I) 16(+3) 12(<1) 13{+1) 

Saving Throws: Con +3 
Skills: Nature +4. Survival +2 
Se:nse:s: passive Peteeption 11 
Languages: Common. Elvish. Draconic 
Challenge:: 3 (700 XP) 

Dtstrt Endurance. The amin has advantage on saving throws 
made to avoid exhaustion 
lnnott Spellcasting. The amin's innate spellc.tsting ability 
is Intelligence (spell save DC 13). It can innately ca:st the 
following spells. requiring no material or verbal components: 
Al will: mending. resistance 
3Jday each: heat melal. moonbeam 
I /day: wind wafl 

A c-noNs 
Multiottock. The amin makes two attacks with its lance. or 
one attack with its longbow 
Lonee. Meiee Weapon Atrack: +4 to hit. reach 10 rt.. one 
target. Hit: 8 ( Id 12 + 2) piercing damage. 
Longbow. Ranged Weapon Attack: +4 to hit. range 150/600 
ft.. one target. Hit 4 ( ld8) piercing damage. 





The Grand Sh.,nty is an old pirnle ship that was repurpo:sed as a seaside inn. It has garnered some fume (and a little 
notoriely) for being a welcoming destination for crews sailing 1he savage seas. Not only docs it serve hearty food and strong 
drink, but it is home ma fascinating daily spectacle: ghosts of pirates arri\•e each day a1 dawn arid dusk, singing Siea shamies 
while 1he}' work the t.,sks 1.hey once did while alive. 

The based tavern is run by a sea captain who retired after lo.sing her lc~,s while capturing a pirate during her last 
commission. The strong and vibrant caprnin suffered nOI from the capture, quickly adapting to the use of a wheelchair. 
What will the party do when an old enemy of the Commander arrives looking for revenge~ 

This location is a grea1 place for characters to recharge when exploring 1hc high seas, or as a place 10 begin an oce:mfrorn 
adventure. The threats associa1c<l with 1his tavern arc intended to challenge a group of level 5-8 ::1;dvcniurcrs. However, 
well-spoken parties may have an easier 1imc resolving some of the situations tha1 arise. 

AREAS OF THE TAVERN 

The Grand Sh.'\nty should idcall~, be doch.-d beside a 
small trading villab-e or a small isolated island. h could 
also be docked at any type of pon, and may even ferry 
passengers ~,ween nearby docks on occasion. A pair of 
boarding ramps from 1hc docks provide eas}' access to this 
thrce-mas1ed sailing vessel's main deck. The ship boas1s 
an imprC$ive aftcastlc, and refined cabins in the bow and 
available for paying guests to spend the night in comfort. 

General Features 
• Throughout the ship, 1he wood is smooth and well 

cared for. 

• Below deck, ccili11!,>S are only 6 feet in height, imposing 
disadvantage on attacks using two-h.'l1-.dcd or reach weap­
ons. Large creatures treat the area as difficult t<.-rrain. 

• Unless specified otherwise, all locks on doors and chests 
in 1hc Grand Shamy can be picked with a successful 
OC 15 Dcxteriry check wi1h rhievcs' rools or broken 
wi1h a successful OC 20 Strength check. 

• At night, hooded k:mtems throughout the $11ip provide 
dim light in all areas. except for the unlit hold. 

• Only one privy exists on the main deck (A9) available b 
t:wem patrons. Gucs1 rooms include honey buckets which 
are emp1icd O\'Crbcx1rd daily by 1hc ship's employees. 

• Stairs be1ween decks include sturdy railings, 3(lowing 
the Commander to lifl herself and her wheelchair 
between decks. 



Masts and Rigging 
The Grand Shanty is fully rigged and ready to sail, with 
du-cc masts. (foremast, mainmast, and mitzcn mast). All 
of the rou1 inc maintcn:mcc to a\·oid \\'Car and tear is 
performed by the ghosts, and the ship can perform shon 
cruises i( purchase<! for an e\!cnt or partr-
• All lines and sails arc well-cared for by the ship's ghoots. 

S:tils arc snugly bound up on their yards. 
• Rigging provides C.4SY access up the masu, allowing 

characters to move a1 their nonnal climbing spt:.-ed 
\\'ithout needing to make any climbing checks. 

• Each mast holds t\\'O sails, the tops of which arc 30 ft 
and 70 f1 above 1hc main deck. 

• The main 1ms1 includes a 5-foot-radius crow's 1'\efit 80 
feet above the main deck. A small railing encircles the 
platfom, providing half-cover for Medium characters 
and three•quancrs cover for S1n .. ,II ones. 

I 
Ship Armaments 
The ship is armed with two bolt throwers: one on the 
for<.."Castle deck (Fl) and one on 1hc poop d1.."Ck (Al). 

Sharl-b1tc 
Sam 

FORECASTLE 

The forecastle is a structure built atop the main deck at 
the bow of the ship. 

Fl. Forecastle Deck 
TI\e deck atop the forecastle pn:widcs a clear vi.cw over 
the bow of the ship. A wood carving of a pig's head, the 
ship's figurehead, is visible jutting in front of the boat a 
few feel below this deck. A 3-foot•high rail around lhe 
deck's peri,ncrer offers half-co"cr for Medium creatures, 
and 1hrce-qu:utcrs cover for Small creatures. 

Ringers. rhe r:wern's musician, likes 10 ph1y a top the 
forccas1 le during busy homs, affording guests on the m:tin 
deck below a fine view of her sx=rformance. In the center 
of the forecastle stands a bolt thrower, wilh a supply of 6 
hca"y darts nea.rby. 

Ghostly Duty. The ,ghost ofVokla the Sharnan appears 
here to watch the sun rise and set. She can provide a 
wealth of infonna1ion about the ship, the ench:anrcd 
feather, and Captain lronguts' history. 



F2. Large Guest Rooms 
At the fron,t of the vessel are 1wo comforrnble guest rooms 
with fine le-ad-framed windows looking ou1 from the bow. 
fa,ch room contains a pair of b....'<.ls, a lockable chcs1 wirh 
key. chamber pots, and a pair of comfonablc chairs. 

F3. Smaller Guest Rooms 
A pair of smaller guest rooms arc located in the forecastle, 
with entrances directly 10 1hc main deck. Each room 
provides a small window, a bunk bed, and a chair. At the 
foot of each bed sits a small box for belongings. 

AFfCASTLE 

This nvo-sroricd struc[ure rises :u [he stem of the ship 
and is gcnernl\y reserved for rhc ravcm's cmplO}'tt:5-

Al. Poop Deck 
The poop deck sits :uop 1he aftcastle and is the highest 
deck, providing a splendid view of the ship. A )-foot• 
high rail around the deck's pcrimcl'cr offers half-cO\'Cr 
for Medium creatures, and 1hrcc-quartcrs cover for Small 
creatures. In the centt:r of the poop deck stands a bolt 
thrower, with a supply of 6 heavy dtuts nearby. 

A2. Quarter Deck 
This deck i.s gcncnllly reserved for the officers of lhc 
ship when at sea. This deck includes the ship's wheel, 
the mi:zen mast, and a pair of comfortable benches. 
A )-foot-high rail around the deck's pcrime1er offers 
half-cover for Medium creatures, and 1hrec-quarrcrs 
co,•er for S mall creatures. 

A3. Captain's Quarters 
This comforrnble cabin belongs to Commander Animcsia 
Faulistus. lt includes bcau1iful windows that look OUl lhc 
pon, s1cm , and smrboard sides of the ship. h is furnished 
with a large bed, wardrobe, chest, writing desk, small 
book.shelf, worktable, chairs, and couch. 

When not inspecting the tavern's operations or chatting 
with the ghost ofC'lptain lronb•Uts, Artimesia usually 
relaxes here, reading a book accompanied by H00ts Magoo. 
• The desk includes a h.'llf-wrinen memoir by 

Commander Faulisms. 
• Maps of t he area and a set of navigator tools cover 

the table. 
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• TI\e bookshelf comains a fine collecrion of 
literature and a variety of manuals relating to 
sailing and n:wigation. 

• The chest is closed with a high-qmlity lock (OC 20 
to pick, DC 25 to break) for which only Commanckr 
F.iulislius has the key. C.Onminc<l within is l ,<XXl gp, 5 
gems wonh 250 gp each, 500 sp, scrolls of revivify, greater 
rc:mration, and lesser restoration, a pocion cl climbing, a 
J"Otion of healing, and a potion of greater healing. 

A4. Officers' H all 
This hallway includes a door opening onto the main 
deck and duce doorways opening into cabins and 1hc 
officers' lounge. The mizzenmast rises through the center 
of 1his hallway. A bulkhc.ad with a concealed door (DC 
15 Perception check to find) hides the mechanisms 
connecting the shipwhccl with the ship's rudder. 

AS. Shark Bitc's Quarters 
This large chamber was once lhc first mate's quarters and 
is now Sh:ui:: Bite Sam's cabin. It isfittclyappointcd with 
a comfort.1ble bed, desk, wardrobe, and chest. The chest 
contains Shark 8i1e's mca&'Cr pos.sessions, including 25 gp. a 
line drawing of a comely female dwarf, and spare clothes. 

A6. Officers' Lounge 
This room is exquisi1ely 1rimmed in dark "·ood and 
reserved for private dinners for well-paying guests. 

A large table domin,'ltCS the room, which can 
comfortabi}1 sit 12 people. A shelf is filled with detailed 
maps of the area. A dumbwaiter in 1hccomerof 1he room 
connects with the gal Icy one deck below. Doors on 1he 
port and scaiboord sides open on the galleries (A 7) hung 
on the ship's sides. A set of double doors leads to the 
officer's hall (A4). 

A7. Galleries 
A narrow enclosed platfonn with windows throughout 
hugs the ship's s1em, providing excellent views ro the side 
and behind the ship. 11,is space is otherwise empty. 

AS. Ringers' Quarters 
This comforn1ble chamber was once an officer's quart.ers 
and is now the home of Ringers, the Grand Shanty's bard. 

l11is room is fomishcd wi1h two chests, a pair of 
ch.1irs, and a large bed covered by a thick blanket and 
numerous pi llows. The larger of the '"'0 chcs1s is fi lled 
with clothing and costumes, while the smaller chest 
contains books of romantic poctl)', a potion of heal­
ing, and a pouch filled wilh 100 gp. A small bookshelf 
holds many pages of music and tin~• bottles filled with 
swce1-smclling salves and lotions. 

A9. Privy 
This room provides a discrete privy for patrons of rhe 
Grand Shanty. 



--------------
c)Tl c cfawrn Operators 
------------

Commander Artimesia Fau{istus 
Commander Animcsia Faulistus was an able naval 
commander who hunted pirates on the savage seas for 
many years. Pirates grudgingly rcspcc1c<l her for her 
dogged per:-istcncc. Her last task as a sea captain was 10 

capture the pirate Captain lrongut:s. However, because of 
the pirate's magical abilities, he was always able to elude 
Conunandcr Faulistus. She only caug:ht up wi1h lronguts' 
ship after the pir.nc's death in a mutiny led by his once• 
trusted first-mate. Commander Faulistus captured the 
mutinous first-mate but lost her legs in the procCM. 

Commander Fauli:mtS retired afrcr her grie,1ous injury 
and was given Captain lronguts' ship for her years of 
mcri1orious service. She renamed the \'CS.SCI rhc Grand 
Shanty because of the singing ghosts who arrive each 
dusk and dawn to care for the ship. She converted the 
boat into the permanently docked, floating tavern it is 
today. She is unaware that the last pirate she captured, 
BloodyGra.cie, has escaped prison and wi ll soon arrive 
to reclttim che ship. 

During the day, Animcsia travels the ship, ensuring 
all is in order, When n01 rouring the boat, she enjoys 
watching the sea from the poop deck (Al) or reading in 
her cabin (AJ) with Hoots Magoo. During the ghosting 
hours at dawn and dusk, the commander is usually joined 
by the ghost of Captain lronguts, with the two often 
cn&'Tossed in conversation on a bench :ltop the quarrcr 
deck (Al). 

CommJndcr 
l\rtunc5fa 
Paulisrus 

Appcar.ince. In retirement, Animcsia still proudly 
wears her commander's regalia. Despite needing to rely 
upon her wheelchair m06t of the t ime, she remains as 
strong and confident as ever. Her wheelchair is compact 
and mobile. She hat.I handr:lils in.nalled on all srnirs 
throughout the ship, a1lowing her to lift herself and her 
wheelchair bern·een decks. As a result, she has de\•cloped 
powerful foreanns and can likely win am1-wrcstling 
competitions with most of her crew. 

Quesrs and Events. When 1hc characters fi rst arrive, 
thC\' might pursue quests from the Commander's job 
board, including Wom1s in the Hold and Game Night. 
However, once Bloody Gracie captures the .)hip (sec 
the event Ship At Sea), 1he Commander will likely be 
tr.i.pped, h,'lnging alive in agibbc1 from one of 1he masts 
as an acr of cruel "·cngc~mcc. 

Captain Garious lronguts 
For many years, Caprain Garious lronguts was the pirate 
caprain of the Pig's Whistle, which would eventually 
become the Grand Shanty after his death. He is now a 
ghost, cursed 10 serve whoever posSCSSC$ t.hc enchanted 
feather he stoic long ago. 

Garioos is one of the few ghosts with a strong enough 
personality to understand his fate. He has grown very 
for1et of Commander Faulisrns, spending his ghostly hours 
wirh her e\•Cry dusk and dawn, sining on a bench :uop the 
quaner deck (AZ). He is protective of Artimcsia and will 
do e\'crything in his power to protect her. 

Limited Abilities. As with all 1hc other ghosts bound 
to 1hc enchanted feather, Garious' powers arc cx1rcmcly 
limited and must obey its owner's c0111111,'lnds. However, 
once a day, the owner can request Captain lronguts to 
manifest more strongly. If he agrees, (or 10 minutes, he 
crm gain the powers of a v.rraith. (Sec stats for Caprnin 
lrongut's enchanted foaiher.) 

Appearance. When C'lptain lronguts appears, he 
presents an imposing ghostly figure of six feet, with a 
handsome face and wearing a captain's unifonu. His 
ghostly form never wears a hat as a symbol of his lost 
caproincy since Bloody Gracie's mutin)'· 

Quests and Events. Once Blood}•Gracie captures the 
ship as described in the Ship At Sea evem, Captain 
lrongtns will do e"crything in his power to save 
Commander Faulisn1s from her fate, approaching the 
chamctcrs and requesting their aid. 

Basil "Sticks" Faulisitus 
Basil Faulisitus is C'lptain Garious's older brother and 
the ship's cook.. Most call him Sticks because of his rail• 
thin ph\'Siquc and the walking stick he uses to help with 
his sore knees from years spent lifting heavy pots in the 
kitchen. S1icks is always willing to try cooking something 
new. I( the characters bring him fresh meat or seafood, 
he can l'Um it into a delicious feast. He's heard giant hull 
wom1s can be mouth-watering but has never had the 
chance to work with rhem. 



Scicks is~ human berserker. If forced imo combat, he 
wields a massive cleaver (treat as a greamxc). He was 
never as brave as his sister and will guiltily full in with 
Bloody Gracie should she take the ship, but do his best to 
secretly free his sister. 

Sricks spends most of his time in the galley (Area L9). 
He has a private cabin (LI I) but tends to sit near the bar 
miking with Shark Bite Sam (Area M4). 

Hoots Magoo 
Hool$ Magoo is the ship's mascot and long-t ime 
companion 10 Comm;mdcr Faulisitus. He is an awakened 
parrot who often acts as the Commander's eyes alld cars 
when she is elsewhere. 

Hoots likes to play dumb, pretending 10 be a typical 
parrOt; however, he has rroublc holding in puns and 
On<:rlincrs should the opportunity present itself. Once 
he becomes friends with someone, they will be forced to 
endure an u1l<:nding barrage of bad jokes from the bird. 

Quests and Eumt.s. Once Bloody Gracie capt\1rcs the 
ship as described in the Ship At Sea event. Hoot:S will hide, 
stayingoutofGracie'ssight. He is smart and will look for 
every opportunity to help Commander Faulistus, including 
asking the characters for help if he's aware of their abilities. 
Hoots isn't mvarc of th<' enchnntc.--d feather's p<>wers bu1 
suSpeets the ghosts that appear cbily arc tied to it somehow. 
He knows Gracie's crew stoic the feather and will suggest 
i1s recovery may help defeat the pirate. 

Sharkbite Sam 
Sharkbite Sam is a gregarious dwarf missing three fingers 
from his right hand diE to a shark. If asked abom his 
hand, he says he and a :shark got into an argument they 
had to settle with a bit of tussle. "You think my hand 
looks bad~ You should'a seen the other guy." 

Sam tends the bar most hours of the day. At nigh, he 
rests in his cabin (A5), He is utterly loyal 10 Commander 
Faulisitus :lnd will look for every opponunity to help his 
Commander. Sam uses the statistics of a dwarf thug. 

Ringers 
Performing most evenings is liingers, a tiefling entertainer 
(noble). She got her name from the dozens of gold 
earrings cmb...'<klc<l in her Car$. She cll'li1ns to have one for 
each of her lovers and may ~uggest she's looking for an 
excuse to get another. "I'm not promiscuous. I just really 
like people." 

Ringers loves to accompan\' the gh06ts with her lure 
whenever ,hey :-ippcar and sing. On her off hours, she 
rests in her cabin in the quarter deck (are:\ A8). 

Volda the Shaman 
Volda 1hc Sh:unan is one of the few ghosts on the ship 
aware of their situation. While alive, Volda served Capra in 
Jronguts as a spiritual advisor, helping him understand his 
enchanted feather's limimtions and its curse. 
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Now in ghosrl}' fonn, Volda sit.son the forecastle deck 
(Fl), watching the sun rise and set each dawn ~:md dusk. 
If spoken to respectfully, she will answer questions about 
the ship, Captain lronguts, his enchanted feather, and 
their history. She knows the full capabilities of the foarhcr 
and will advise the chamcrers to seek it om once Bloody 
Gracie rakes the ship. 

Bob 
Bob is one of the ffiail\' ghosts haunting 1hc ship. He 
typically manifests in the hold, bobbing up and OOwn as 
he scrubs the d1."Ck. 

Bob is slight!}' more aware of his surr01.mdin1,,s than the 
other ghosts tied to the cnchamed feather. He is aware 
of the giant hull wonns infesting the hull's front section 
(area HI). Tilough unable to Speak, Bob can rcsp0nd to 
questions by bobbing up and down for "yes" and left to 
right for "oo." He can be an excellent tool for GMs to 
offer clues about the ship or iu history. 

Other Crew 
Given the Grand Shamy has a host of ghOS1s keq')ing the 
ship in t,'000 working order, Animcsia has little need for 
m.tny employees. The boat hasn't saik-d for years. Her sm.,,11 
crew only knows how to nm the tavern and has little to no 
sailing experience. Most of the staff relax in the common 
lower deck (L7) or sleep in the nearby hammocks when 
not working. Her remaining crew, all commoners, arc: 

• Eugenia T. Malenthorpc (human) - carpenter and 
general repairs, sleeps in a private room LI 2. 

• Bart Grundspatch (gnome) - wait staff, sleeps in a 
hammock 

• Sala Fcintank (ha.If.elf) - wait staff and budding artist, 
sleeps in a hammock 

• Thragg Thunderann (half,orc) - cook's assistant, sleeps 
ina hammock 

• Gimp Bigits (human) - t,>encral laborer, slccp.s 
in a hammock 

Captain Ganou5 
lrongut5 



MAIN DECK 

This area is "'here 1-nost guests of the Grand Shanty enjoy 
their food and drink. The two largest mans (foremast and 
mainmast) rise from the cc mer of this deck. Eight small, 
round tables with stools are scaucrcd across the deck. The 
Grand Shamy's ser,.1crs, ,he gnome B:m Grundspatch and 
1hc ha\f .. dfSala Fcinronk, circulate throughout the deck. 
trying to keep patrons happy. 

Ml. Forward Cargo Access 
A cam,as-toppcd wooden frame covers access to the 
lower Jc\,clS of the ship. A standard action is required to 
open a 5-foot,squarc section of this cover. When opened, 
portions of the lower deck arc ,•isiblc, including the hold 
cargo access (L4). 

M2. U ppcr Capstan 
This iron pillarcm:nds 10 the lowcrclcck (L5) and is used 
10 wind rope. Metal bars extend from 1hc pillar, enabling 
several sailors 10 r0taic 1hc pillar to move heavy loads 

M3. Aft Cargo Access 
Like the forward c:ugo access (MI), this access provides 
e ntry to the lower deck and is covered by a similar 
canvas-covered wood frame. When opened, portions of 
the lower deck near (L7) are visible. Resting atop this 
access arc two dinghies named "Bacon" and "Ham." 
Each dingh~1 has rwo pairs of oors and can hold eight 
Medium humanoids. 

M4. The Bar 
A simple bar has been cobbled together from \\'oodcn 
crates topped with a wide plank. Shark-Bite Sam 
can be found here 100s1 hours of 1hc da\', 
either scrvi ng guem or smring out to 
sea. If Sticks the cook is off duty, 
he often sits here as well. 

LOWER DECK 

The ou1er walls of the lower deck are hung with 
hammocks availabk: for patrons and employees. 

Ll. Cabin 
A pair of large !,'llCSt cabins arc found in the forward 
section of the lower deck. Each of 1hese roon~ 
comfortabh1 sleeps four Medium-size humanoids with 
a pair of bunk beds. A small rnble, chair, and chest 
complete 1he room. 

L2. Storage 

This room is used to store bucketS. mops, shcctS, and 
ocher sundry supplies used on the boat. 

L3. Forward Hold Access 
The foremast descends through 1he ship here. A trnpdoor 
on the forward side of the mast opens to the lower hold 
(H2). Metal rungs on the mast make the descent to the 
lower hold rel:uivc\~, easy. 

L4. Hold Cargo Access 

Built into 1he floor is a hole to access the lower hold 
(HJ). It aligns with the main deck's forward cargo access 
(MI) above. A shon 1wo•f00Hall railing surrounds the 
access hole tha1 provides h .. 'llf-covcr for Small characters 
bu1 docs not provide cffccth•e CO\'er for anyone larger. A 
rOpc nc1 covers 1he hole when nm moving cargo. 

LS. Lower Capstan 
This iron pillar extends to the upperck.tl (M2) and is used 
to wind rope. Mcrnl bars extend from the pillar, enabling 
several sailors to rotate the pillar to move heavy loods 

L6. Aft Cargo Access 

The main mast descends 1hrough the ship here. A 
trapdoor on the aft side of the mast opens 10 the lower 
hold (1-14). Metal ru•~rs on the mast make the descent to 
the lower hold relatively easy. 





L7. Lower Common Area 
This area is locatt.-d directly beneath the aft cargo access 
(M3 ). TI1c Grand Shanty crew will use this area to set up 
a makeshift buffet and bar area when inclement weather 
prevents the main clcck's use. The space comai1'1S many 
wooden crates nnd planks the staff used tO set this up. 

LS. Rear Hn.Uway 
This h.1llway includes doors opening onto the lower deck 
(L7), rhe ga lley (L9), and a cabin (LI I). The mizzenmast 
rises through this hallway. A bulkhead with a concealed 
door (DC 15 Perception check to find) hides 1he mecha­
nisms connecting 1he shipwhccl 10 1hc ship's rudder. 

L9. Galley 
This well-organiZl.-d galley is used for cooking all of the 
f<x'.ld for the ship. An impressive set of cast-iron srovcs 
srands next to the outer hull. A dumbwaiter provides 
an easy mci:i.ns of trarupon ing food up 10 the officers' 
lounge (A6). The aft end of the room contains arable for 
preparing food <md tubs for washing. One door leads to 
the rear hallway (LS), while a second opens into the ship's 
f<x'.ld stores (LIO). 

Working here most of rhe day is Sticks and his assistant 
Thragg. Thrngg often comes and goes, delivering food to 
either the main deck or the lower common area. 

L10. Stores 
This room is packed with food and spices used on the ship. 

L11. Sticks' Cabin 
This room is Stich' cabin. It contains a simple bed, 
wardrobe, chest, desk, and table. S1icks usu.-dly onl)' 
sleeps here, spending most of his time in the ga lley (L9) 
or talking with Shark Bite Sam at the bar (M4). As a 
result, his cabin is almust always a mess. Pcoplc:!: who do 
not know St icks may wrongly assume it was ran.sacked 
because of its diso11,-anfat.-<I state. 

Sticks is very miserly, having saved his gold for many 
years. His chcsr contains 500 gp worth of coin and a 
rolled-up scroll upon which is an ink illustration of a 
fancy restaurant he hopes 10 open one day. 

Lt2. Eugenia's Cabin 
Eugenia is the ship's carpenter and general fix-it person. 
She sleeps here when noc working or socialidng with the 
crew in the lower common area (L7). Gi\·en the ship's 
regular ghostly help, Eugenia rarely has much to do on 
the bom and is oftc.-n quite bored. She keeps 1his room 
immaculately clean. She rei,'l.1larly acquires fresh-cut 
flowers to brighten the Olhcrwisc dark space. TI1e room 
is furnished with a bed and chest and some shelves where 
Eugenia smrcs her carpenter's tools. 



HOLD 

The hold is the lowest deck on the ship. It's separated 
into two main sections; a larger forward area used to store 
bulkier supplies and a rear compartmcm containing the 
rudde r mochanis.m . 

The raised ribs of 1hc $11ip's frame provide half cover 
for Medium-sized charactcn., and three-quarters cover for 
Small ones. 

Hl. Worm Infestation 
The front section of the hold st0rcs cxrra sails and rigging. 
The wood beneath these items is infested wil'h gianr hull 
worms, threatening not only workers who come here but 
a lso the hull's integrity. The worms have damaged the 
spare equip ment and partially eaten most of the spare 
sails. which will limit the ship to move nt half speed. The 
rigging i5 unusable unless repaired. 

Each 5-foot square of the shaded area on lhc map 
includes a single giam hull worn,. They will hungrily 
attack an y creature that comes within 5 feet. The worms 
avoid leaving their boreholes, preferring to a ttack 
creatures from the safety of the hull. 

Damaged Wood. The damage from each of the worms 
has become so great that the worm's physical fom1 now 
helps maintain chc wood's imcgrity. Should a 1\'0fOl be 
killed, there's a 25% chance the s-.1rmunding wood breaks, 
causing 1\-ater to flood into the hold. This occurs with 
every wonn killed. How quickly the water rushes in and 
how long before the ship begins to sink is left to the GM's 
discretion, but quick thinking by 1he characters will be 
required l'<) prevent the boat from sinking. 

H2. Forward H atch 

A hacch in 1he ceiling provides access to the lower deck 
(L4). Rung:s fixed to the base of the foremast make it an 
easy climb to reach. 

HJ. C:ugo Access 
The access hole to the lower deck (L4) is direcily above 
1hisarea. 

H4. Aft Hatch 
A ha1ch in the ceiling provides access to the lower <led. 
(L6). Rungs fixed to the base of the foremast mnkc it an 
easy climb to reach. 
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HS. 'Tiller Room 
This space contains spare tools and cquipmcm nC\.'<ied to 
fix the ship wheel and connected mechanical i1ems. A till­
er mechanism connects from the rudder :u 1he ship's stem 
throt1~1 this room up to the qtk'lrter deck (A2). The access 
tunnel containing this mechanism includes access panels in 
the rear hallway (LS) and funher up in 1he officers' hallway 
(A4). Ti11y charnctcrs can easily tr.werse 1his access tunnel, 
while a Small charnc1cr could squeeze through. It is too 
narrow for a Medium-size character ro mwerse. 

CAPTAIN lRONGtrr's 

ENCi !ANTED FEAT! IER 

\Vondrotu lcem, legendary (requires a11unemem) 

Tl1is large, pristine white feather once belonged to Cassie 
Wormreader, a legendary figure somc1imcs rcfom.--d to 
as Fate's Misncss. It was carried by the pirate Captain 
lronguts for many years, helping him become one of the 
most feared scourges of the sea. 

Nomrnl anunemcm time for his item can be shonencd 
to jus1 I minu1e if it is i1\Sen ed into a ha1 wom by the 
attuning individual. Once attuned, an individual may 
benefit from the feather's abilities so long as they both 
remain on 1he sainc plane of existence. 

\'(./hile ammed. ro the feather, for one hour at dawn and 
dusk each day a host of up 10 100 ghostly pirates m.·mifest 
t O do your bidding as per the unseen .servant spell, so 
long as they remain within 500 feet of the feather. J( 
no1 directed, dlC ghostly pinucs pcrfonn general duties 
appropriate to 1he location they find themscl\lcs. 

S,,ell:s. The feather has IOchargcs. regaining ld6 + 3 
chaq,,,es at dusk. While attuned, )OU can expend some d its 
charges to cast one of the fi.)llowing spells (spell s.wc OC 16): 
I Charge; detea magic,fogclo1«l, sancruary, shield 
2 Charges: gust of wind, im:isibility 
3 Charges: Wspel magic, nondetection, speak with the dead, 

counierst,eU 
5 Cha.-gcs, legend k,,., 
While attuned you also gain the Angered Spirit action. 

Angered Spirit (I /day). While on I.he Grand Shanty, the 
ghosrs of C1prain lron{-1'\ . .tts and Vo Ida the Shaman can 
be summoruxl for IO minutes to ~ ist }'OU, provided they 
wish rodoso. Tl1cyeach manifcs1 as wraiths and ren1m tO 
their previous bound ghostly fom1 after one houl' or if their 
wmi1 h fonn is killed. 

Cur.se. Attuned creatures are cursed by the feather. bound 
to it for ercmi1y. Upon death, the soul of I he botind crea­
ture becomes one of 1hc ghosrs who manifes1 each cby. 



Oct:p-Sca Crab Ca.kc,s - ,3 $JJ 
Sticks claims he makes these cakes using a traditional mennan recipe. Given he grills 

these tasty parries, there's a good chance he's lying, bur that hasn't stopped r~mons from 
wolfing down order after order. 

S,a,J:WJ._p Ra(c - ,3 SJJ 
Ample portions of freshly caught steamed shrimp are hugely popular with patrons and 

employees alike. Served with a simple cocktail sauce, they remain among the most popular 
items on rhe menu. 

l?.icc a.nd Petts - 2 $JJ 
This comforting and filling dish is served in a hollowed-om coconut shell. It's a wann 

stew of rice, kidney beans, and shrimp, spiced with hot chili and served with slices of lime. 

Sam :S- fewo.1:•i(c Shark S(cab - 6 $JJ 
The tavem sells a good supply of shark steaks to its patrons. 11,ick barbcqucd cuts of the 

fish are served alongside roasted potatoes and seaweed coleslaw. 

{;Jz'a.:a( Crab - 7 $JJ 
11,is dish is not always available but is hugely popular. Large chunks of expertly steamed 

crab are served with unhealthy doses of melted butter and slices of lemon. 



RKc nJ 
Pc.as 

COCK.'l'.\11,S 

Poorm./i.JJ. s WO/T - 6 cp 
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This drink is advertised as the best discoun.t beverage, but is nothing but watered-down 
dark grain spirits. Served in a pbin tin cup, ir's nor very tasty, but it is exceedingly cheap. 

:fes(iZJ.17 felt{; - 2 sp 
TI1is potent cocktail is served in a hollow nautilus shell and con rains a mixture of strong, 
dwarven molasses spirits and a tincture of rare, venomous sea urchin juice. Characcers 

drinking an entire portion must succeed on a DC 13 Constitution saving throw o r become 
poisoned for Z ( I d4) hours. 

Sczcks .Ru.m.m.at7{; - ,3 sp 
A few times a year, Sticks brews a batch of his famous dark molasses spirit. It is sold 

in bottles and is very popular with visit ing sailors, who gladly pay a premium co enjoy 
the fine spirit. 
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c)ftc cfavcr11 Guests 

The Grand Shant\' has become a pop1.1lar dcstinmion for 
ships looking to rest 1hcir crews and enjoy shore leave. 
As such, a great variety of patrons can pass through the 
tavern. Below arc a few who 1he player characters could 

meet when they visit. 

Haku.lis Eyesender 
Hakulis is obsessed with finding lore on Cassie WonnrcOO­
cr, Fate's MiStl'CS$. Her research has led her to the Grand 
Shanty, where she is in awe of the ghostly spirits that 
arrive each night. Hakulis is not yet aware the ghost she's 
seen talking with the C.Ommandcr each night is Captain 
lrong\ll.s himself, bot she is too afraid to ask. Hakulis may 
look 10 rhc characters to find out who the gl\OOt is and 
inquire a00tl1 the possibility of imcrvicwing it. Hakulis can 
offer 50 gp tocharacu:rs who do this. H.ikulis has rented 
one of the larger guest rooms in the fore seer ion of the 
Main Deck (F2). J-lakulis is a human using druid sratiscics 
augmented with proficiency in History +5 and Religion +5. 

Tiny Fishfoot 
Tiny is anything bm small . He is a human of large girth 
wearing liulc lx.;:ond shorts and a snug vest that barely 
covers his chest. He has come to the Grand Shanty bccmsc 
of its r<..-putation for good food. Tiny has little patience for 
chit-chat, preferring to focus on his food and make notes 
in a joumal he keeps of all the places he's eat'en. He has a 
shon temper and doesn't like to be disturbed unless it's an 
offer to taste a delicacy he hasn't nicd. He would be willing 
to pay ruwonc handsoincly who could bring him such a 
dish. Tiny has heard that (.>iant hull wonns can be divine if 
properly prepared. Tiny uses half.-orc berserker statistics. 

Tu.kitch the Sly 
Tukitch is a halfling spy. secretly working for Bloody 
Gracie. He arri\•CS a day or two ahead of the vengeful 
pirate to S1.11vc~, the ship and prepare for their attack. 
Although 1,.uy, he is an cffccti\•e spy, particularly after 
Gracie properly motiv:ltCS him with thrcars of violence. 
The halfling will discretely explore the ship and is 
particularly imercstcd in finding where Commander 
Faulistus keeps her enchame<I feather. He will be 
imcrcs1ed i n learning abolll any ,•isi1ors so he can 
forewarn Bloody Grac ie of po1en1ial threats when she 
arrives. Tuki1ch has advantage on Stealth checks while 
onboard a sailing vessel because of his many years at sea. 

B LOODY G RACIE'S CREW 

The Ship at Sea event describes Bloody Gracie's theft 
of the Grand Shanty. She arrives with a large crew 
of caP'\ble pirates, consisting of 30 bandits and the 
indivi<h'lls described below. 

Bloody Gracie 
Gracy Vindaloo, or Gracie Sweet Greens as she was once 
known, was the Om mate to Captain lronguts. Bloody 
Gracie coveted the haunted ship and led a mutiny against 
her captain rh.'lt won her 1he vessel for a short 1ime. 
Unaware that Captain lronguts' mastery of the ship's 
ghostly sai \ors was because of a magical feather, Gracie 
was captain for only a fow wed,s before, she and the ship 
were captured by Commander Faulisitus. To escape jail, 
Gracie made evil pacts with fiendish p.;wers who taught 
her Capuiin lrongurs' secrets. Now with inhuman abilities, 
Gracie has gathere<I a crew of pirates intenr on reclaiming 
the ship and cxac1ing revenge. 

At,pearance. Fiendish powers h.'lve transformed 
Bloody Gracie inroa wcrctiger lycanrhropc infl1scd wi1h 
inhuman abilities (see Bloody Gracie's scats on Page 
153). She feels empowered by her hybrid tiger•humanoid 
fom1, disdaining her old human form as weak. She wears 
the coat of a pirare captain and a large hat, which will 
include Caprnin lronguc's enchanted feather after she has 
capwn..--<l the Grand Shamy. 

Quests and fa~nts. Bloody Gmcie is the driving force 
behind the Ship at Sea event. She will try to press char­
acters into service on her vessel, recognizing their value 
should she win them to her side. 11msc who resist her will 
be imprisoned in hanging cages and left to die of thirst. 

One-Eyed Leward (First Mate) 
One-Eyed Leward is Gracie's imposing dragonborn first 
mate. He stands just under seven-feet mil, his blue scales 
starkly c◊nt:ras:ting wi1h his red Studded leather etched 
with a spider-work of black eichin~nc for each foe 
he's killed. He is unquestionably loyal to Gracie and 
will defend her to the death. He wields a spear :and a 
small buckler. "Lewie" uses gladiator statistics wirh the 
following extra ability: 

Breath Weapon (1/shOTt rest). Lcward can use his 
aetion to exhale a 5-by-J0,foot line of lighinini:,:. Each 
creature in the line must make a OC 14 Dexterity saving 
throw, taking 2d6 lightning dama(.'C on a failed save or 
half as much damage on a successful one. 

Hookhand Morgan (Boatswain) 
Hookhand Mort,-an is named for the curved hook he's 
fitted over the sn,mpofhis left hand. He wears ragged 
studded leather and rarely fails to flash his scimitar as he 
directs the pirate crew about the ship. Morgan is a human 
bandit captain with a hook attack replacing h i.i me!~ 
dagger attacks: 

Hook. Melee \'Veapon Atwck: +5 to hit, reach 5 fr.1 one 
target. Hir: 5 ( ld4 + 3) piercing damage and the target 
must make a OC 13 Dcxtcrit~• saving throw or be grappled 
by Morgan (escape DC 12). Morgan cannot use his hook 
am,ck while he has someone grapple<!. 
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&Jltc Quest Cfloard 
Omunander Faulisitus has a notice board po6tcd beside the 

swirs leading t ip to the quaner deck, which she and the 
crew use to advertise odd jobs and fun events on the ship. 

W O RMS IN THE HOLD 

A message on the no1icc board reads. ~Seeking brat~ souls for 
a~us wk," signed by Commander Faulistus herself. 

The commander is aware of an infestation of giant hull 
wonns in che lo1vcrhold (area HI) but doesn't know the 
extent of the problem. She recognizes these creatures pose 
a significant threat co the ship tha1 the ship's ghosts cann(){ 
fix. Most of her crew arc n(){ skilled combatants, and she 
fears dealing with the worms may require seasoned warriors. 

If the Commander recognizes the characters as hardy 
adventurers, she may approach chem directly for assisrnncc. 

If the worms arc exterminated, she will pay l'ach 
character involved 100 b'P· 

G AME NIGHT 

Ocmsiooally, Ute Grand Shanty will po,c a nmice reading, 
"Gamil'\g Night This Eve. Join rhe crew in friendly competition 

once Uleghruts are aJx.d." 

Game night is a series of competitions meant tO entertain 
patrons on particularly busy nigh rs. It in"olves several 
ship-based challenges d~ignc<l to lest the mettle of 

patrons agninst the tavem 's employees. Each event 
features lively bcuing, cheering, and good-natured 
tauming of the participants. Player characters will be 
encouraged to participate and can join in any of rhc 
following games. Magical assistance from potions :md 
spells is strictly prohibited. Any found cheating will 
be thrown unceremoniously from the competition and 
treated with disdain for the rest of their stay by employees 
and guests alike. 

• Ann Wrestling. A series of marches setup between 
competitors, with winners playing winners umil a final 
champion is declared. Each march is a best two o ut 
of three arm wrestling cont~ using Strength ability 
chccb. Commander Faulisitus occasionally joins in the 
competition, oftc.n win ning. 

• Sk>tving rf«! Sails. This is a test of one's ability to 
lifr sections of the S.'lil and secure it to 1hc y~rdarm. 
This challenging evcm evaluates the time it takes to 
complete three successive casks. Mcch.'lnically, each 
rnsk is awarded a score described below, with the 
h ighest score winning the contest. 

• Reach rf«! Rigging. Olarnctcrs must climb a mast to 
rcath the yard arm they have bce1, assig1'\Cd. Char11tte~ 
receive I poim for every 5 fcc1 of climbing speed 1hcy 
h:wc, to a maximum of 6 pointS wi1h climbing :il)C(.-dsof 
30 feet or greater. These points are adjusted by making 
a Strength (Athletics) ability check and consulting the 
Scoring Adjustment Table. 



• Cre.itures with an inn.ire climbing speed, such as from 
a spider climb ability or similar, autonl.'Uically rccei\'C a 
20 on this ability check. 

• Pull Up the Sail. Once atop the yardann, panicipanu. 
must carefully pull up the portion of S..'lil they\•e been 
aMib,ned. This te:st rt,quires a Strength check. Consult 
the Score Adjustmen1 "fable to dctennine how their 
rcsuh affeccs their score. Characters proficient with 
vehicles (waler) lm,•e advantage on rhis check. 

• nl.? the Lines. Once a participam has pulled up their 
section of the sail, they must se<:urc the sail with rope. 
Have the participant make Dexterity (Sleigh t of Hand) 
check, then consult the Score Adjustment Table to find 
1.he effect on ,heir score. Charoc1ers proficiem wi1h 
vehicles (water) have ad\·anrage on 1his check. 

SCORE ADJUSTMENT TABLE 

Ability Check Scoring Adjustment 

20 +3 

15-19 +2 

10- 14 +I 

10 .0 

CEvents 
1l1e following two e\!ents dramatically affect any 

characters who s~nd the night on the Grand Shant~r. 

ARRIVAL OF THE GHOSTS 

The enchanted feather stolen by Captain lro~'tJts has a 
hose ci l'.,~lOSt pi races bound to it. E.'lch day at dawn and dusk, 
these ghosts materialize on board and begin perl'orming rhe 
msks 1hey had in life to keep the ship in good \\Qrki1'\g order, 
including deaning 1hc ck."Cksand repairing the sails, lines, 
and wood of the vessel. The ghoscs sing sea shanties while 
worL:ing. l11e ghosts will gcnera1ly ignore people on the 
ship (with a few exceptions). However, should someone 
on the boot sing:asong, 1hcywitl join in thechoms if 1hcy 
know it or hannonize by humming if thl-y do not. 

The Sea Shanty staff look forward to the ghosts' 
arri\!al each day, though 1heir morning appearance 
is less appreciated, especially if there was a lot of 
drinking the nigh1 before. 

The demeanor of the ghom will change dram atically 
with the Ship at Sea e\·em described below. 

SHIP AT SEA 

Should the characters rest overnight on the Grand 
Sh.'lnty, they may be pre.sent when Bloody Gracie returns 
to chiim the ship. 

Bloody Gracie arrivcsstcalthilt• late at night with a crew 
of pirates consisting of One.Eyed Lcward (dragonbom 
gladiator), Hookhand Morgan (half-eUbandit c:,prnin), 
Tukitch the Sly (halfling 5Pl'), and 30 lxindits. Tukitch 
stealthily steals Caprnin lronguts' enchanted feather from 
Comm,"lnder Faulisirus's chambers and brings it ro Bloody 
Gmce, who immc<lia1cly anuncs to it and rakes comm) 

of 1hc ship. Mcanwhile, lhc rest of 1hecrcw quie1, 
ly l,1unch the vessel, navigating it out to sea. 

Ar some point, Commander F,1ulistus is 
dragged from her room, thrown into a 

gibbet, and then hung from the 
mainm,'ISt for all 10 sec. 



Once at sea, Gracie marshalls 1hc pa$.Scngers and ship's 
personnel onto the main deck .ind ancmptS to press them 
into her 5ervice. She will try hard to co1wince capable 
characters to join he r crew. Th06c that resist, she will at• 
tempt tOSl1bduc rather than kill, locldng them in a gibbet 
or a cell with no food or water. Gracie's cr~w of pirates are 
skilled sailon and will sprc..d through the ship as needed. 

lni.'Oiuing the Characler.s. When and how the GM 
makes d,c players aware tha t the ship has been stolen is 
left to their discretion. Suggestions include: 
• Omrncters with h igh prusivc Perception scores notice 

the rocking of the boat o r sounds of pirates " 'orking 10 

dircc1 the ,•cSScl at sea. 
• HoOls Magoo wakes up the characters, asking them to 

help save- the Commander. 
• At dawn, 1hcy arc visited by the ghost ofCaprnin 

lronguts. who is dis1raugh1 a1 1he Commander's 

TAVERN HISTORY 

Garitus was very young when he was captured and pressed 
into service by pirates. Despite the initial trauma. the 
you1h took to life on the high seas. He thrived among the 
pirates. His stnmg1h, cooragc, and bois1erous personality 
were well rccciw.>d, and within a few years he was a valued 
member of his pirarc crew. 

His luck changt.xl dramatically afrer visiting the remote 
island home of the lc1,iendary fonunc-tcllcr Cassie 
Wormreader, who pirates called "Fa,e's Mistress." Garirus 
had been plagi.M.>d by night rnares ands.ought insighl fro m 
lhe prophetess. As Cassie began her reading. Garillls 
became entranced by a majestic while feather 1he fortune• 
teller kept hung within her hu1. Before Cassie c ould 
finish, Gariws gr:tbbed 1hc feather and fled ro h is ship. 
Legends :Sa)' the island 5<tnk beneath the \\'<.\VC:S and Oissic 
Wonnreadcr was never seen again. Many a pirate fear 
Cassie will curse them all for GarinisS brazen theft, and to 
this day attempt to appease Fate's Mistress b)' throw ing a 
portion of a ny bo<,ty they win into the sea. 

To Oaritus's surprise, the foathcr was enchanted. 
Numl-r0us ghosts were bound 10 the feather, appearing for 
an hour at dusk and dawn to scn·e whoever possessed the 
item. With rhc hclpofhiscnch.·mted fcmher Garitus won 
h imself a ship, the Pig's Whistle. Garitus' carefully kept the 
fem.her$ magic a secret, claiming the ghostS that served cad, 
day were ricd to the lxxt1 itself. Togc1herwith his ship and 
his cnd,antcd feather, G arritus grew into a feared pirate an d 
:SCOU'l,'C d the wild se~hc ncfurious C'lptain lron~'I.Jts. 

After years of lrot'l,'l.lts tcrroriiing ships, Commander 
Artimcsia Faulistus was scm to capture him and bring h im 
10 justice. A skilled sea captain, Faulistus had patrolled 
the coasts for many years serving the goodly kingdoms 
tha1 border the savage seas. She de"elopcd a reputation 
of perseverance ,md fairness, earning h er gnidging respect 
even among- the pirates who were often her quarry. But try 
as she might, lronguts continued ro C\fade her, thanks in 
pan: to the powers of the pirare's enchanted feather. 

It w.isn't umil C,piain lron1,'l.us' first maie, Sweet Greens 
Gracie, betrayed her capniin 1ha1 Comm,·mder Faulistw; 
finally tracked down the infamous pirate. Gracie was young 
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prcdicameni and begs 1hc ch.1rac1ers to S:l\ 'C h er. 
• Bloody Gracie's crew marshals the characters ro the 

main deck, 
The Ghosts. M06t ghosts bound to C'lptain Jronguts' 

enchanted feather don't full~• compreh end their fate, 
but their norm., lly jovial singing turns to sad d irges 
once Bloody Gracie is in control. The spirits of Captain 
lronguts and Volda the Shaman arc aware of the 
silUa1ion and dctes1 it, bu1 arc powerless to he lp while 
Bloody Gracie holds the ench anted feather. 

The Threat. Bloody Gracie and her large crew arc a 
dangerous threa1, likely beyond d,e player characters' 
c:ipabiliries unless they n..--c:eive assistance. How 1hc 
characters respond is up to them. Perception and Insight 
checks should provide the characters with a clear idea of 
rhc threat rhey face. 

and ambitious, and she coveted the Pig's Whistle with itS 
ghostly servants. She resented Captain lronguts, believing 
he was ur1dcserving of such a fine ship. She vowed it would 
belong to her, and after momhs of planning, persuasion. 
and coercion, Gracie inc ired mu1 iny. Her plan worked to 
perfection. She gle<:fully slew Caprnin lrongur.s and hung 
his body from the mast for all 10 sec. 

Unfortunately, Gracie knew nothing of the magic 
in lronguts' enchanted fcather. lrongms' trusty p-arrot 
companion, Hoots M3&'00, hid the feather to keep its magic 
away from the rurncoa1 fit$1 mare. Without rh e feather's 
magic, the ghosts arrived each n ight to perform their 
shipboord duties but refused to obey 1he commands of the 
ship's new captain. Gracie could not call upon the powers 
once used by her pn.--deccssor. With a depleted crew arid no 
magic , Comrnandcr Faulisrns caught up wi1h Gracie wi1hin 
weeks of the murin)'· After a shon battle, the commander's 
forces won 1he ship and captured Gracie. 

Commander Faulistus paid dearly for 1hc victory, 
l<lSing her legs in the fight. When she retired from her 
naval duties because of he r terrible injury, d"IC Com­
mander's patron rewarded her for her years of mcritori~ 
ous service with the spoils of her last victo ry, granting 
her the Pig's Whistle. Faulsirus promptly retired with 
the ship to a remote island port. The ghosts tied ro the 
encha111ed feather coruinued to return each dawn and 
dusk, dutifully performing the tasks they did in life :;md 
singing sea shanties while they worked. Comma nder 
Faulistus found this surprisingly comforting, renamed 
the ship the Grand Shanty, and ttansfonued i1 into the 
welcoming floating tavern ii is today. 

Years passed. \Vhile Gracie was t~ped in her prison 
cell. she made pacts with dark forces from bcyol)(I. They 
granted her great powers as well as the mnh behind 
Captain lmn1,'Uts' crichanied fca1her. G racie escaped prison 
using her newlr acquired fiendish might. She h::tSgathel\.--d 
a host of pirates and now calls herself Bloody Gracie. 

Gracie remains angiy tha1 the Pig Whistle fell through 
her grasp. She feels it was stolen from her, blaming 
Comnl.'lndcr Faulisnis for her fine. Now th..,, Gracie 
knows 1he secrets behind ,he ghostly ship, she intends 10 

reclaim it from Commander Faulistus once and for all. 



Stat cnrocks 
COMMANDER ARTIMESIA fAULISTUS 
Medium humanoid (human). neu1raf good 

Armor Class: 9 (12 with Inspired Defense) 
Hit Points: 90 {I 2d8 +36) 
Sped: 30 rt (IS ft when 001 in her wheelchair) 

STR DEX CON INT WIS CHA 
18(+4) 8(·1) 16(+3) 14(+2) 14(+2) 16(+3) 

Saving Throws Wis +4 
Skills: lnsig_ht +4. Perception +4 
Senses: passive Perception 14 
Languages: Common. Dwarvish. EMsh 
Challenge: 3 (700 XP) 

Braue. Artimesia has advantage on saving throws against 
being frightened. 
lnspir«t Dc/mse. While Artimesia -.vears no armor and 
wields no shield. her Pl:. includes her Charisma modifier. 

AcnoNs 
Multiattaclc. Art:imesia makes three scimitar attacks. 
Scimitar. Mel« Wea,oon Al!ack: +6 to hit. reach 5 ft • one 
targ<t. Hit: 1 (ld6 + 4) slashing damage. 

GJA!'ff HULL WORM 
Medium beast. unaligned 

Armor Class: 12 (natural armo1) 
Hit Points: 28 (4d8t8) 
Speed: 10 ft.. swim 30 ft. 

STR DEX CON INT WIS CHA 
14(+2) 10(.0) 14(+2) I (·5) 6(·2) 2(·4) 

Skills Perception +3. Stealth +4 
Damage Resistance: acid. cold. fire 
Senses: blindsight 30 ft.. passive Perception 8 
Languages:· 
Challenge: I (200 XP) 

\Voodsht ll. White most of the hull \VQrm·s body is encased 
within the ship's hull. it gains a +5 to armor class. 

ACTIONS 
Bitt. Melee Weapon Atlac-k: +4 to hit, reach 10 ft., I target. 
Hit: 11 (2d8 + 2) piercing damage. 
Acid Spitde (rtchargt S·6). Each creature within a 15-foot 
cone must make a DC 13 Dexterity saving throw. A creature 
takes 10 (3d6) acid damage on a failed save. or half as much 
damage on a successful one. 

HOOTS MAGOO 
Tiny beast. chaotic good 

Armor Class: 12 
Hit Points: 10 (4d4) 
Speed: 15 ft.. Oy 60 ft. 

STR DEX CON INT WIS CHA 
3(·4) 14(+2) 10(.0) 10(.0) 10(+0) 12(+1) 

Skills: Perception +3. Stealth +4 
Senses: darlcvision 30 ft.. passive Perception 13 
Languages: Common 
Challenge: I 14 (50 XP) 

Flyby. Hoots doesn·t provoke opportunity attacks when he 
fijes out of an enemy·s reach. 
Mimicry. Hoots can mimic any sounds he has heard. including 
voices. A creatllfe that hears the sounds can tell they are 
imitations with a successful DC 13 Wisdom (Insight) ctieck 

AcnoNs 
MultiaUack. Hoots makes two attacks. one with his beak and 
one with his talons. 
Btak. Melu Weapon Attack: +4 to hit . reach 5 ft.. I target. 
Hit: 4 ( ld4 + 2) piercing damage. 
Talons. Me/ee Weapon Allack: +4 to hit. reach 5 ft.. I target. 
Hit: 4 ( ld4 + 2) slashing damage. 

SHIP ARMAMENTS 
TI\c ship is armed with two bolt throwers- one on the 
forecastle ck--ck (Fl) and or1c on r.he poop deck (A I). 

BOLT THROWER 
largt object 

Armor Cass: 15 
Hit Points: 39 (6d6) 

Damage Immunities: piercing. poison. psychic 
Bolt thr()"o.Vtrs are massive naval crossbows firing heavy, 
longsv.,ord•sized darts. A bonus action is requiied to load 
the weapon. another bonus action to aim the weapon. and a 
standard action to fire it. Because of this. it is often operated 
by two creatures at once 
Bolt. Ranged Weapon A flack: +8 to hit. range 150/600 rt. . 
one target Hit: 17 (Sd6} piercing damage. 



Medium humanoid (human. shapechanger). neutral euil 

Armor Class 18 (studded leather. 22 with dauntless defense) 
Hit Points: 127(17d8+51) 
Spud: 30 rt .. (40 ft. in tigerfo,m) 

STR DEX CON INT W IS CHA 
17(+3) 22(+6) 16(+3) 10(+-0) 13(+1) 18(+4) 

Skills: Acrobatics +I I. Intimidation +9. Perception +9. Stealth+I I 
Damage Immunities: bludgeoning. piercing, and slashing 
from nonmagical attacks not made with silvered weapons 
Senses: dartvision 60 rt.. passive Perception 16 
languages: Common (can·1 speak in tiger form) 
Challenge: 13 (10,000 XP) 

Shapechanger. Gracie can use her action to polymorph into a 
tiger-humanoid hybrid or into a tiger, 01 back into her true form. 
which is humanoid. Her statistics. other than size and speed. are 
the same in each fonn. Any equipment she is wearing or carry• 
ing isn't transformed. She reverts to her uue form if she dies. 
Cunnil\f Action. Gracie can take the Dash. Disengage. or 
Hide action as a bonus action on each of her turns. 
Dauntlns oqense. While Gracie is wearing light or no armor 
and wielding no shield. her AC includes her Charisma modifier. 
Evasion. lf Gracie is subjected to an eUect that allO'Ns her to 
make a Dexterity saving thr<>'N to take only half damage. she 
instead takes no damage ir she succeeds on the saving throw. 
and only half damage if she fails. 
Kttn Hearing and Smell. Gracie has advantage on Wisdom 
(Perception) checks that rely on hearing or smell. 
Legtndary Resistance (I/day). lfGracie fails a saving thrO'N. 
she can choose to succeed Instead 
Pounce (riger or Hybrid Form Only). II Gracie moves at least 
15 feet straig'ht toward a creature and then hits it wrth a claw 
attack on the same tun. that target must succeed on a DC 16 
Strength S3\'i ng thlO'N or be knocked prone. 1r the target is prone. 
Gracie can make one bite attack against it as a bonus action. 

c}Jie Grand Shanty • 

B LOODY GRACIE 
Appearance. Fiendish powers have mi.nsformcd Bloody 
Gracie into a dan~rcro1.1s figure. She is cursed with 
wcrctiger \~·canthropy and is infused wi1h inhuman 
abilities (see stats at the erx:I of this section). She feels 
empowered b}' her hybrid tiger-humanoid, preferring 
it to her o ld human form she views ns weak. She wears 
the coat of a pirate captain and a lart-c hat, which will 
also include Captain lrongut's enchanted feather after 
capturing the Grand Shanty. 

Sneak Attack. Once per tum. Gracie deals an e.xua 21 (6d6) 
damage when she hits a target with a weapon attack and has 
advantage on the attack roll. or when the target is within 5 feet 
of an ally of her that isn·t incapacitated and she doesn't have 
disadvantage on the attack roll. 

A CTIONS 

Mulliattack (Humanoid or Hybrid Form Only). In 
humanoid form. Gracie makes three attacks: one with her whip 
and two with her stinging scimitar. In hybrid form. she can 
attack like a humanoid or make one bite and two claw attacks. 
SUl\fil\f Scimitar. Melee Weapon Attack:+ 12 to hit. reach 
5 ft, one target. Hit: 10 ( ld6 + 7) slashing damage. and the 
target must make a DC 15 Constitution saving throw. taking 
24 {7d6) acid damage on a failed save. or half as much damage 
on a successful one. 
Whip. Me/ee Weapon Attack: +I l to hit. reach 10 ft.. one 
Wget. Hit: 8 (ld4 + 6) slashing damage. and the target must 
make a DC 19 Dexterity saving throw or fall prone. 
Bite (T',gtror Hybrid Form Only). Mtltt WeaponA!klCk:-+8 
to hit. reach 5 ft.. one target. Hit: 12 (2d8 + 3) piercif'€ damage. If 
the target is a hLmanoid. it must socceedon a DC 16 Constib.Jtion 
saving throw Of be cursed with 'M!retiger tycanthrop;. 
Claw (Tiger or Hybrid Form Only). Melet Weapon Altack: +8 
to hit. reach 5 ft .. one t.irget. Hit 7 { ld8 + 3) slashing damage. 
Light Crossbow. Ranged Weapon Atrack: +I I to hit. range 
SQ/320 ft.. one target. Hif: 8 ( ld8 + 6) piercing damage. 

L EGENDARY ACTIONS 

Gracie can 1akt 3 legendary actions. choosing from the options 
below. Only one legendary action option can be used at a time 
and only at the end of another creature's tum. Gracie regains 
spent legendary actions at the start of her turn. 
Weapon Attack. Gracie makes a weapon attack. 
Flettneu of Fool. Gracie mo\lts up to her speed without 
provoking opportunity attacks. 
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W
hether hovering scdatcl}' in. a concealed grouo near .the ocean floor or majestically surfacing in a fountain -i of spray, The Dnmken Treasure makes an impression. Capable of going nearly anywhere at any dcpr:h in rhc 

2 ocean, i1 is alm061 as luxunous as the average noblc'scasdc-fitting, as it is a ca)tlc from a long-forgotten 
civilization. It was given the gift of flooration by an mgcnious combination of a naturally occuring buoyant 

coral in the central mwer, a marvel of nautical engineering constructed in and around rhc base of the castle that allows for 
steering and perfect control in all but rhc most violent swrm.s, and finally a unique magic 1ha1 allows for fine movement 
comrol. Frequented by both oceanic rra,•clers and occasional surfu.cc-dwcllcrs, the Drunken Treasure can be both a place 10 

rest and a transport. For a surfucc-dweller who has always been fascin:ucd by the ocean , the unique brearhcrs available only 
from the Drunken Treasure offer a way to fully experience life underwater. 

This tavern is suitable for underwater adventurers of level 1-3. It can be all)' place in the ocean: floating on the surface, 
h iding on the ocean floor, tucked imo a coral reef, or anywhere else ~·our setting would reasonably allow. It is a useful 
(if expcnsi\•c) transpon over the sea, and can offer mall)' opportunities for adventure. Players level 3-6 can explore the 
more challenging quests that pose a threat to the ta\'ern itself. .. if they ch006e the right path. More advanced players can 
physically handle anything the tavern and the surrounding waters hold. 

AREAS OF THE TAVERN 

The tavern's primary structure is a casllc with one large 
central tower and four smaller, slimmer rowers at each 
comer. lllcrc is a mechanism underneath 1he casde tha1 
allows Steering and propulsion, which is comrolk-d from 
within the castle but is not easily accessible by guest:$. 

Many of the guest rooms are shown as being self­
enclosed on the map. Rather than having traditional 
doors or passageways leading from within the main 
s1n1Crure, all are acccssibl(' by ('xt('riOr windows or 
portholes. Some guest rooms have auics. allowing more 
room for b rger panies. 

Variant: R ising Towers 
At the GM's discretion, additional guest roo1ns may 
be added to accommodate story-related characters or 
mounts. 1l1is can be done either by expanding the 
number of adjacent towers, or increasing the height 
of 1he existing towers. 

AO. T he Open Ocean 
11,c firsi place :my visitor arrives a1 is, Jl.'llur.llly, juSt 
outside The Dnmkcn T rcasure's walls. Stationed around 
the main entry m A I arc 1wo mcrfolk scouts and two 
cuttlcfolk who blend into the wall. The merfolk are quick 
to fetch aquox breathing devices for any surface dwellers, 
and 1he spies arc always w:uching for larger 1hrears. If 
need be, they can also make quick com-act with Gergi, 
the healer-on-staff. 

155 
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Aquox Brea thing Device. This necklace is made of 
a leathery seaweed fiber, scgmcmed by small glass 
comainCr$. In each of these containers is a portion of 
cnch:mtcd aquox coral, which must be replaced every 
24 hours. It rakes a crcarnre 5 minu1cs ro adjust 10 the 
density of the new air, during which 1ime they can 
breathe buc are considered rcs1mincd. 

While wearing these breathers, a creature 
can comfortably breathe underwater, and 
gains a minimum swim speed of 10 feet. 

A 1. The Tavern Arca 

The seating and service of The Dninkcn T rcasure is 
cunningly designed to resemble a surface-dweller tavern, 
with0t11 having things flooting willy-nilly 
1hroughour the room. TI,c rnblcs 
and chairs arc cithcrcarvl.-d 
entirely from stone, or, if 

they arc made from wood, have wciglucd legs 10 ensure 
they stay p~1t. Every dish comes CO\'Cred with a weighted 
lid to keep food from floating away and being scooped 
up by the wild sea life that is constant!}' swimming 
abou1. There is not much in the way of silverware, as 
both inerfolk and cu11lefolk tend ro tear into their food 
with their teeth or beaks, but knives .tre tethered to rhc 
table and sheathed al each place setting if needed. Sep 
Zittel, the cuulefolk banender, will eagerly greet any 
newcom.::rs. He is accompa1,icd by a mix of mcrfolk, 
cuttlefolk, and intelligent sea crcaturts who act as servers. 

Since all of the food at The Drunken Treasure is served 
raw, food preparation mainly consists of cuning and 
arranging. Most of the food is delivered fresh each day 
through a window by the bar. 01binets keep the various 
covcr(.-d plates and serving dishes from floating away. 
Guests arc pennittcd to s<> fishing during their :stay, and 
then their food can be prepared fresh for them for a 
small foe. 

A2. Buoyancy C hambcr- Aquo x C olony 
The buoyancy chambers l isted on each floor arc all part 
of one enormous tower room stretching from ground 
level to the vcr}' top of the tower. l11crc arc mechanical 
apenurcs th.·11 can separate cac.h segment of the cha mber, 
depending on the desired buoyancy level. When the 
segments above Al arc all submet1:cd, whic.h is often 1~ 

case, creatures can swim through the chambers freely. 
There arc ledges around each floor's aperture, allowing for 
the operators to conduct business in them. 

Located in 1hc base of t he Buoyancy Cha,nbcr, this 
room contains the bulk of a spon1r1• coml called aquox that 
enables 11,c Dnmkcn Treasure to floot. The main operator 
of 1his room is Phara Molusca, the air technician. This 
chamber is always fllk>d :;~hair due to the acrion of 
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M~ of those who work at 1hc Dnmkcn T rcasurc arc 
ci1her mcrfolk or cuulcfolk. Any guest capable of casting 
speak with animals finds 1ha1 most animals at The Drunken 
Treasure arc wildly intclligcm , mainly working out of 
curiosity about those who visi1 from the surface. W h ile the 
undersea h umanoids cannot carry ()n a conversation with 
sea creatures, there are some species that can communicate 
on a simple level using booy language, simple phrases, and 
(rarely) unconscious forms of telepathy. Some mcrfolk and 
cuttle-folk arc remarkably better at commu1\icating with sea 
creatures d"l.1n ochers. 

Sep Zittel 
Sep is the jovial male cuulcfolk host and barh .. -epof 
The Drunken Treasure. He perfectly embodies the blend 
of surface and sea cultures 1ha1 permeates The Drunken 
Treasure's ambience. Sep is flucnr in many languages, 
which, coupk-d wi1h his easy.going manner, mah-shim an 
excellent c.mwersationalist. Sep is fiercely proud of his 
concoctions' ability to be mixed and consumed even in a 
watery e1wironmem . 

Word i.s that he is considering raking an apprentice 10 

share his secrets with. 1hc magic 1hat he uses to mix \'arious 
drinks underwater is very specialized, and he would lo\'e to 
pass his secret along to one who irul}' appreciates ii. Sep 
is considered "odd" by most of his fellow cutdefolk, as he 
rarely uses h i:, illusory abilitie:,. When n0t tend ing 10 his 
concoctions, Sep enjoys watching the light show. 

Cephila 
It migh1 be tricky to keep an underwater ravcm clean, bu1 
you'd never think so to look at The Dninken Treasure. 
Every surface is kept clean of debris and algae, except in 
specific garden areas. This is all thanks ro Ccphila, an 
exact ing octopus who employs a team of various bottom• 
feeding pct$ that 11\•c 10 clean. Under her guidance, 1hey 
keep Tl,e Drunken Treasure spic and span. 

Cephila .S.."'l)'li liule to anyone mher than fellow workers 
at the tavern, but she docs answer requests from visitors, 
proving she is able to undcr:mmd Common as spoken by 
:surface-dwellers. Ccphila rakes her job seriously and often 
uses her nal'ural camouflage to keep her presence hidden 
from guests so they aren'1 disturbed. Because of 1his, she is 
a hidden wellspring of information, knowing many things 
thai guests would perhaps like ro keep secre1. 

EEST: Electric Eel Security Team 
The Drunken Treasure's calm atm06phere is enforced by 
the presence of several electric eels of varying sizes. The}' 
pauol mosl public areas of the tavern, watching all the 
time and always ready to pr0tect 1he tavern and it$ people. 
They do 001 usually speak to guests, but communicate 
dearly, if :si mply, to the proprietors of the ta\•ern. T11ey also 
protect the aquox coral, as that is by far the most \•aluable 
commodity ofT11e Drunken Treasure. 

Menon Kelpie 
Menon, an elderly male merfolk, was a historian on the 
original team excavating 1he castle that eventually became 
The Drunken Treasure. He has now swi1ched his inrercsr.s 
10 running a profitable inn. While he is all abou1 being 
a proprietor these days, he still maintains his scholarly 
interest in history. Menon is quire proud of rhe d ispla}' that 
he and his friend Hansca developed on 1hc [hird floor and 
will ralk abou1 i1 for hours. He can be a b i1 t01.1chy about 
errors in the di.splay, so tread lightly if you find a mistake in 
the description plaques. Menon frequently visits the busier 
areas of the ravem, ensuring guests comfort and enjoyment. 

Malah Kelpie 
Menon's sister, Malah (merfolk), is an accomplished 
scientis1 specializing in oxygen processing in undcrwmer 
plants. She was first to observe the unique qual ity of the 
aquox coral that gives the central tower, and thus the 
whole castle, the abil iry ro float. She also dcrermined how 
10 adapt the coral 10 create the bremhing devices available 
10 every vi$i10r. Real\~•• wi1hou1 her, 1he casrle "·oold s1ill 
be fim1ly rOOtt.-d in the ground. She tends to the coral like 
a child and can be maternally vicious to those who would 
threaten it . When she is not working in the chamber, she 
can be found in the control room. 

Phara Molusca 
Ph,.·u-a is the cuulefolk technician for the breathing 
apparatuses that arc available 10 surface-dwellers. Every 
$urface dweller i$ given one upon their ch«k-in to Thc 
Dnmken Treasure. TI1ey must be replenished with cor.il 
each day, or they lose their functionality and will cease to 
provide oxygen. Pham is the person to sec if you have any 
issues at all. 

She iscurremly trying to adapt the apparatuses so that 
she and other cuttlefolk can use them co visit 1he surface. 
She is quite shy and is more comfortable talking to people 
if they have an apparatus for her to fix. as if gives her 
something ro do wi1h her hands (and remades). Her 
natural color shifts a.nd her demeanor mdically changes at 
any mention of Sep, making it very clear she has u1lSpoken 
feelings for him. However, Phara will be the la~t lO actually 
admit this. 

Gergi the Healer 
TllC only human employed by the Drunken Trc~ure, Gcrgi 
is a druid (with goodberry, healing t(;()"rd and lesser -rest0ration 
prepared in place of his normal spell list) who has a 
panicular gift for the healing and treatment of breathing 
is.sues. A good sixty or perhaps even scvcmy years old, he 
has a mngc of 1rea1mcnc:s to help case the transition to 
using :.m aquox breathing device. He can be rather bmsque, 
but is a master of his craft. He is very protective. almost 
fatherly, towards Phara and is nm fond of any jokes made 
at her expense. Those who 1rea1 her badly 1nay find their 
aquox breathers mnning short before the anticipated time. 
Gergi uses a unique Sr one of Water Breathing at all times J 
(creating a continuous, personal water breathing effect), as 
to not use 1hc coral reserved for guests. 
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the aquox coral, but during buoyancy changes the upper 
segments of the chamber (B2, C2, 02) arc often flocxlcd. 
The pres.sure changes make the e ntire tower inhospitable. 
Due to the unique nature of this chamber. no guests arc 
allowed to e nter, d ue to the following risks: 

• Any creature caught in the con version takes 2d8 
bludgeoning damage. 

• Any a ir-brca1hing creature 1har spends more than 
I hour in the chamber suffers a level of exhaustion. 

• Any fire released in the chamber will rapidly consume 
flammable objects, deal double the normal fire damage, 
and potentially kill the coral. 

Aquox Corol Colony. This large clus te r of spon gy coral 
is arguably the only reason this tavcm exists. When fed 
small amounts of seaweed, aquox is able to rapidly destroy 
any ",ater ir comes in contact with and release a mass 
of oxygen. This is controlled by the aquox technician, 
Pham. who is also responsible for collecting a1ld 
cultivating the coral. 

A3. Vacant Guest Room 
One of the many, many perks of staying ar The Drunken 
Treasure is the private enrr:mcc 10 mo:n of the- guest 
rooms. Fitted with lockable (OC 1510 pick) porthole-style 
doors as "'ell as reinforced windows, they offer a lovely 
view o( the sea o utside, while providing a secure place to 
rcst .11\e rooms arc all c ircular and spacious, as furniture 
can be spread over multiple levels, nor just on the floor. 
The focal point of the room is a large chtmshc II bed, 
which can be lefl open or ck~ed, depending o n 1he 
inhabitant's preference for floating or noi while asleep. 
There arc also netted hammocks available 10 mcach to 
the walls and ceiling of the room. Pers arc welcome, 
with various nooks available for different sizes, from 
lobsters to large octopi. 

A4. Restroom 
While using the faciliti~ underwater can be unnerving at 
first, the rc:Strooms at The Drunken Treasure arc similar 
to those on land . O ne must be prepared not to be alone, 
as various bottom-feeding fish skim about con:scandy, 
keeping the area immaculate. Soopsrnncs arc available for 
scrubbing. and 1hercS no shormge of water (obviously). 

AS. D o lo res' Room 
An elaborately embroidered sign on the door reads 
"I LOVE OOLPHINS." Entering the room reveals that 
this is indeed the case for i1s residenl. Pictures and figurines 
of dolphins abound in this room, all broughl by Dolores 
An.io. There arc plenty of live dolphins milling around, 
coming in and out of the open windows at all hours. 

Dolores claims 10 be able to talk wirh them as easily as 
any humanoid, but she prefers to translate in the privacy 
of her own room, as most mcrfolk and cunlefolk believe 
dolphins (like other no1,,humanoid sea crearures) o nly 
communicate in images and fcclin&-s in place of a spoken 
lan&ruage. A tnmk (wi1h pictures of dolphins carved all 
over it) contc1-ins Jd8 gold coins, travelers clor hing, and 
2d8 bottles labeled "Dolphin Chat." Consuming the liquid 
in one of these boules gram s the effects of spt'-lk with 
animals for I hour. Dolores is unsure if it works for ()(her 
ani1n,'lls, bur from her perspective, who "·ould w;uu to talk 
to another animal if there arc dolphins around! 

A6. Kennel 
The Drunken Treasure is a pct-friend!}' tavern and thus 
provides space and care for undersea friends. Common 
companions including crabs. lobsters. sea hOrSCS and 
quippcrs here arc given top-notch care, and arc heavily 
monitored to m3ke sure they arc not eaten by another pet 
or a tavern guest. 11,e kennel keepers. two mer folk me1\, 
a.dot<' th<'ir <:ha.rgcs. How('\'Cr, tl'l<"y ha\•(' i\~('n.tly noti<:00 
rhe crca1urcs becoming upse1 and anxious in the hours 
leading up IO a large creature being spotted in rhc \•icinity 
of the ravcm. 
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SECOND FLOOR 

B t. Light Theater 
This room houses the main cnterminmcnt of 
The Drunken Treasure: an aqua1ic light and illusion 
show. Herc, various sea creatures-humanoid and 
otherwise-come to display 1hcir bioluminesccnt talcms 

to the surfu.cc-dwcllcrs, so that they may marvel at 
rhe amazing abilities llOl often seen o n land. Rcgul:u 
displays involve complete darkness, follo wed by faint 
lights that arc soon revealed as ei1hcr small frys o r large 
deep-sea homers. O ther$ feature com csts of agility lit by 
glowing corol. or equally vibrant s1orytclling. 

Gucs1s who like a challenge or pride thcmsdvcs on 
their observationa l abilities can try their luck spot ting 
the various c reatures before they are revealed. Other 
guesu enjoy betting on the outcomes of contests, 
especially Jake Redbeard. 

82. Buoyancy C hamber - Research Lab 
This room is devoted to Malah's (the rcsidcm merfo lk 
buO}'fmq, scientist) aquox coral experiments. At Pham's 
request, Mal ah is trying to reverse the effects of the coral, 
using ii' to make air breathable for c uttlcfolk. She often 
has questions about land plan rs and how they clean air 
for humanoids and animals. Mala always seeks t o improve 
the existing aquox breathing dc\'icC design a nd sometimes 
needs subjects 10 1est her new ideas. Of course, not all of 
Mala's tests are withom complications; you might want to 
be near Gergi or 1he surface if )'OU agree to help. 



83. Polyp and Pl:tnkton's Room 
This room houses rhe seahorse wranglers, Polrp and 
Plankron. l I is filled with 1he trnppings of 1ho.sc more 
accustomed 10 staying in 1hc open sea, as well as plcnl)' 
o( equipment for riding and taming giant seahorses. A 
loose ledger in 1he room can be found, which reveals wilh 
a OC 13 lnrclligcnce (Investigation) 1hat 1he 1wins are 
frequently c harged for 1hc medical care of people injured 
during giant seahorse riding lessons. 

84. Observatory 
This rcpurposcd gucsl room offers an aswunding view 
lx:hind TI'IC Drunken Treasure as i1 traverses the water. h 
has 01\C panicularly large, convex window made from rein­
forced glass 1ha1 enables one 10sec more of the ocean than 
anywhere clsi;: in the ta\·ern. From here, guests can some• 
tinlCs sec a \ °Cf)' large, multi-tentacled shadow far away. 

This room is most often empt y, save for the occasional 
guest calmly enjoyin,g the view. The party ma)' notice 
mtlrkings on the floor that look like a child's ch,:,lk draw­
ings. Most o( these drawings appear to be oddly unifonn 
scribbles, bu t a few depict what looks like the guest Zion 
next ro a smaller Zion. 

BS. Jake Rcdbeard's Room 
Jake Rcdbcard has been staying continuously at TI'IC 
Onmkcn Treasure longer than anyOnl', and his room 
shows it. More like a home th.in a tavern room, i1 is filled 
with various tnmks of clothing and souvenirs from his life 
of piracy. There is a set of carving tools on the table and 
many elaborate \Vooden carvings of ships, mcrfolk, and 
other things of the sea. The lar~rcs1 work in prOgrCss shows 
the Dnmken T rcasure itself, with a very large octOpus-like 
creature a tracking it. 

There is a n unlocked trapdoor in the ceiling that leads 
to 1he attic room (CS). 

86. Menon's Office 
Menon is usually milling around 1hc ravcm, making sure 
things arc working smoothly and 1he gut-sis wam for 
nothing, but he sometimes likes to recreat to his office. 
This fuscinating room contains various sketches of the 
castle during its excavation, rows upon rows of floor­
to-cciling fil ing cabiners on one wall, and a,, clabom1c 
rolltop desk with numerous compartinems. A successful 
search of the £iling cabinets yields infonnat ion on the 
cavern employees, regular gues1s, and a very thick flle 
with two words on the label: "LURKING SHAOOW." It 
derails all th e encounters The Drunken Treasure has had 
since i1s launch wi1h a large be;tSt. Reading through it one 
realites The Dnmkcn Treasure has been stalked or, in rare 
instances, openly attacked, by a monster. These atracks 
have been h arrowing, yet oddly uneventful with a r0tal 
death roll of tlm."C over 1hc tavern's em ire history. 

T11crc is a locked trapdoor in the ceiling that can be 
opened with a successful OCl5 Dexterity (Thieves' Tools) 
check or a kc)' obtained from Zion. It leads ro the attic 
room(C6). 

CL Room of Lost Treasures 
This room is dedicated to artifucts of the ICM1g- l061 hu1nan 
civilim.tiOn tha.1 once inhabited the castle. It is lmllcd with 
display cru;es and frames showcasing the items. Small 
plaques by each one list 1hcir hypothesized uses, which arc 
often humorous!)' incorrcc1, both in name and function. 
There arc musical ins1n11nems filed as n'k.>dical implemcnr.s, 
precious jewels described as children's toys, annor as 
dishes .. . the list goes on and on. 11,erc arc two historians 
(mcrfolk) who work in the tavern with an intcl't'SC in 
correctly labeling all these items, and they often n-qucst 
help from visi10rs from 1hc surface. The treasures rnngc 
from the completely mundane (which arc often locked up 
the most securely) to the rare and valuable that may not 
be recognized as such by I he owners. There arc 3 ( ld4+ I ) 
trained reel sharks patrolling this area, so thieves ma)' 
want 10 n.--c0nsidcr libcrtlt ing any of the items. 

C2. Buoyancy Chamber 
In addition 10 the m~ of aquox corn\ that grows through­
out the chamber tower, Malah has small JX)tso( new 
types o( coral growing here under special lights provided 
by biolumincsccnt plant life. This chamber is <levoid of 
seaweed, and gucsrs arc checked before being allowed to 
en1er (avoiding an unwanted air empt ion). The Electric 
Eel SecurityTeam-6 (2d4+2} electric eels-patrols 
this area, watch ing the experimental corals very closely. 
If an)'Onc other tha n Malah touches them, on purpose or 
accidently, the electric ee ls will attempt to deal a "warn­
ing shock." If attacked, they will swarm the offender. 

C3. H :msca's Room 
Hansca always rcquesis this room during her Sl.l\'S. as it 
connecr.s bya small bridge to 1he Room of Lost Treas· 
ures. She often will OOrrow items from the Room ofLos1 
T rca.sur~ to make nmes and sketches 10 fun:hcr her study 
of humans. Her room is filled with the usual furniture, 
as well as numerous tnmks and bags fillt.-d with pcrSOnal 
items, clothing, noc:ebooks, and a few human arrifuccs that 
have, for tl'IC most pan, incorrect descriptions. She has one 
particularly thick book,docipherable with a DC 14 lntelli­
gcncc (ln\'Cs1igation} check, 1h.•u impli~ th.'lt her favored 
theory is that the castle was from a land called "Atlantis." 

There is an unlocked trapdoor in the ceiling that leads 
ro the au ic room (D3). 
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C4. Zion's Room 
Zion's room has very little in the way of personal items, 
whic h issrrangc when one considers how long and how 
often he stays at The Drunken Treasure. The room is 
barren of any personal effects other than a drawer with a 
series of wax table ts written in an indecipherable lan!,'\Jagc 
or code, and some an pieces dcpic1ing d\C tentacled 
shadow $CCll in 1hc distance from the tavern. If 1hc wax 
writing is compared to the scribbles in 1hc obscrvacory 
(B4), the resemblance is striking. 

11,ere is a hidden trapdoor in the cei ling, revealed 
upon a successful OC 15 lncclligcncc (Investigation) 
check. It is locked from 1hc 0thcr side, but can be opened 
with a successful DC 16 Dexterity (Thicvcs'Tools} ch{..-ck. 
h leads to 1.hc attic room (~)-

CS. Attic of Second Level Guest Room (BS) 
This attic is c0111lCC1cd to Jake Rcdbcard's room. It is 
filled with numerous trunks and a hodgepod&i<: of various 
personal iti;:ms, ,nany of them 10<.>king rather the worse for 
wear after a long time underwater (his copy of Boun1y Isle 
is in a very sorry state). Upon a thorough investigation 
(OC 12), the pany will find several maps and documents 
describing a n a1,ciem pirate empire. This empire was 
based in a shoreside casile, and is said to have wi.nishcd 
overnight without a tr,:ice. 

C6. Attic of Mcnon's Office (B6) 
Accessible only from Menon'sofficc (136) below, this 
attic holds records from the original excavation of the 
castle. There are stone rnblets rhat, judging by dw notes, 
McrlOn was unable t.O decipher, but a DC 20 Intelligence 
(History) check shows that the castle was once owned by 
a pirate lord called Atlas. Oher notations indicate it was 
n0t pan of this world, but pulled here from another one 
entirely. A s1n.'tll bag in the room comains 3d8 foreign 
silver coins, deemed wonhless by Menon because they 
have tarnish ed with time. 

01. Control Room 
This room houses the controls for The Drunken 
Treasure. Menon and Malah alternate d uties here for 
the most part, but Hanska and Dolores a.re familiar 
e nough to hand le bnsic operations. Instead of a ship's 

wheel nnd other trappings of rirpical sea vessels, this 
room is fi lled wi1h various balls of light that can 
manipulate the vessel's con1rols. There arc differem 
sets of controls for ballast, pitch, roll, rudders, nnd 
forward propulsiol\. The bnlls defy any magic kl\own 
to surface-dwellers, and were s~dally enchanted by 
Dolores to control The Drunke n Treasure. A crea1urc 
can deduce basic directional comrols wi1h a DC 16 
Intelligence (Arcana) check. 

02. Buoyancy Chamber 
The buoyancy chamber cx1ends up two more stories 
beyond level 4, but· the only thing of interest here is 
more of the spongy coral growth, so thick there is b.'lrcly 
room to cmer 1he chamber. People arc discouraged from 
going up into 1his area, as that is where chc newest coral 
grows. and ii can be very sensitive. The smallest tm1ch 
can disturb the coral arKI set back anticipated growth for 
years, throw off the buoyancy of The Dmnken Treasure, 
and resolt in rransporration delays. Malah has an alam, 
set that will call the EEST (the electric eels th.it frequent 
C2) if anyone enters the room, a nd a single~\ will attack 
anyone who touches the coral via shock. Refu53J to leave 
after an initial shock will result in full combat, until the 
eels arc defeated or 1he inrruders arc unconscious. 

DJ. Hansca 's Attic Room 
Accessible only from 1-fansca's guest room (CJ) below, 
rhis room is crammed with \•a rious artifaccs from the 
human world that ha\1e nm yet made it to the Room of 
Lost T reasures. Some artifa<::ts include: 

• A steel tassct 
• A \\'af,'On wheel 
• A woodc1, toy that resembles a motorcar 
• A drinking horn 
• A mSt)' oil lamp 
• A petrified monkey paw 

Bringing one to Hansca with a n explanmion of whilt it is 
will cam the bearer a <::ochail VOl.ichcr. 

D4. Qua.Ila's Attic Room 
Qualia spends most of her 1imc hiding in che anic above 
her and her fut her Zion's room; almost entirely unknown 
by m0$t ◊ther residcnt.s:. She likes 
the :mic and ,he observatory (B4) 
because they bo{h have a window 
that looks out behind The 
Dmnken Treasure. She will 
not speak, but looks wistfull)' 
into the distance, and gets 
unnarurally excited when 
the shadowy giant figure 
appears. She doesn't seem 
to show any fear regarding 
its presence. 



alJc :itaucrn ®ucsts 

Hanska Silveiftn 
Hanska and Menon were bolh on the original mcrfolk 
excavatio n team of the castle. The~, began ,heir 
studies in mcrfolk history, but they were the only 
merfolk to become more (not less) interested in the 
castle upon realizing that it was once a human 
structure. \'Vhilc Menon shifted his focus to 
making the castle a profitable nwcm, Hanska 
maintained her inte rest in the humans. She 
uavcls widely, but o ften returns to The 
Drunken Treasure to organize her though ts, 
conduct research in 1hc untouched areas 
of the castle, and sometimes organize 
historical conferences. She and Menon 
arc often comparing notes and sometimes 
arguing ove r theories of thl" human 
civilization that once inhabited the castle. 

Zion 
For those unfumiliar with undersea humnnoids, Zion 
( protoloid) appears no less strange than the Other people 
seen at The Drunken Treasure. Ho"•ever, he has an air 
of enigma, as nearly all of his body seems to be co,•ered 
by cirher cloak or shell. He has been a regular ,•isiror 
to the tavern since its earliest <lays, and rarely leaves 
for long. Zion tends to be aloof and underspoken. but 
becomes increasingly interested in conversations abom 
1he monste r oucside. 

In reality, Zion and hisdaughterQualla arc 1wo of the 
few members of a species unknown to even the gre..ttcst of 
scholars. The mon.stcr that follows the ship was once the 
foster mother of his allcestors, as detailed in "Deep-Sea 
Encounter."' The gray shell that he seems to wear is actually 
a part of his natural head, which grows as both a physical 
and p;ychic prott.-ction. Under his cloak is a unique and 
disnirbing biolOl:,,y: Zion is lc.ss a humanoid than a mass of 
hydrozoan colonies. He is rravelling on this vessel in search 
of other me mbers of his species. 

~alla 
A very elusive creature, Qualia (protoloid, wirh only 
I hi1 d ie) is Zion's daughter. She looks and dresses exacth• 
like him; the only difference is her si?e and color of her 
cl.11nshell, which is muted orange. She rarely leaves her 
attic (04), only ever vi.siting Zion's room (C4} and, very 
rarely, in the observatory (84) looking out rhe obscn>ation 
window. If the party finds her here, they can ha,•e a brief 
discussion before Zion takes her away. 

01alla was born as an only child to Zion, and as their 
species reproduces asexually, has no mother. She is very 
curious about thl' monster outside, and foe ls an odd 
connection to ii. She may use unfamiliar utterances th:n 
resemble Deep Speech while searching for C.Ommon words. 

Jake Redbeard 
A true human pimtc (bandit captain) in the traditional 
sense, Jake Redbeard long ago lost his ship (sometimes 
he says it w,1s a mu1iny, sometimes he says ii was rnken 

by law enforcement, most often he says it was dragged 
ta ,he depths by a fearsome sea monster) and now 

siays at the Drunken Treasure dreaming of better 
days. He currently holds the record for the lo nb'CSI. 

time spent using an aquox breather, and the 
propricwrs have a sneaking suspicion that he 

will have tn:)llble adjusting to the surface when 
(i() he ever leaves. He's fond of placing bets 
in the Light Theater. 

Jake Redbeard set to sea in search of 
Atlas' treasure, which is said to be stored 
on the same island where his castle rested. 
During breaks in mot ion, when t he tavern 

drops anchor, he frequently dives in search 
of Adas' sunken fleet and other lo.st !,'O<Xls. 

He may pursue the party later if he finds them 
p.1n icularly imercSting, either as ne"' crew n~mbcrs 

or :'IS coin-h.1~1li.ng chumps. 

Polyp and Plankton 
Twin mcrfolk Polyp and Plankton are in ch.1rgc of mo,•ing 
herds of large seahorSit..-s across ,he sea each season. After 
they have succc-sefull y delivered the herds ro thei.r charges, 
they like w take a holiday in lnc Drunken Treasure. 
Sometimes they have seahorses of various sizes .sta-ying with 
them. The smaller ones are quire adorable, the larger ones 
less so, especially when they steal food from patrons. 

Polyp and Plankton know the area quite well and arc 
wonh miking to if the party needs infonnation for when 
they depart The Drunken Treasure. 1l1cy often arc in 
the kennels che-cking on their smal ler scahorsc..-s. Very 
displeased by sca.hon.e thieves, their unrivaled speed and 
navigation will \cad to a swift scolding and a demand for 
paymenr. However, if properly convinced, and promised 
the rew.m of their lor, rhey will lcr other guest:. borrow 
,heir seahorses as nlQunts. 

Dolores Artio 
Whispered abom as "the Daffy Dolphin Mcrlady," Dolores 
loves coming to The Drunl:en Treasure because of their 
lenient pct policy. She brings her dolphins-all seven of 
them. She spends nlOSt of her time miking to her pets and 
raking them out for swims around The Drunken Treasure, 
bot if someone compliments her dolphins she will become 
vet)' chatty-mainly about her dolphins, but she is al.so 
knowledgeable abou1 other sea life, especially old t alcs of 
e1'1C)rmous sea monsters. She is also, despite her flaky affect, 
an accomplished sorceress (use the magc stars, with a 
mcrfolk's speed and abilities) who was integral in enchrulting 
the control mechanisms of The Drunl:en Treasure. She 
sometimes i.sscen in 1he control room (DI) tinkering with 
the lights to fix problems or improve pcrfonnancc. 
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11I1Jc jf)runkm 
:itrmsurc 

Jfflcnu 
S:'\AC'K."i l'Olt 'l'IIE SHALl,OWS 

Se;awe;e;d £,e;tJ.f' rf/f tzp,s - Z ,sp 
Various ocean. delicacies chopped and combined in a cleverly wrapped seaweed leaf. 

Great for the adventurer on the go, as long as you're not going into the buoyancy chamber. 

C:Zta:J:ish.e;Ll Co.1J.coc(ioZJS - l ,sp 
Sm.111 plants and animals scaled in a clamshell to prevent drifting during eating. 

Another excellent " to go" choice. 

A.l5ae; pudd'iJJ,g' - l ,sp 
A scrumpt ious mix of various local algaes with a hint of crushed fungal plates. 

l)1s1ms ron THE DEPTHS 

Turf tmd Surf - 4- ,sp 
A combination platter of salmon and rare, exotic lxcf, with a side of red seaweed. 

01icken may be substituted for beef for additional cost (availability subject to season). 

BYO.K Build YOW' Ow.1J. Kabob 
- l fJl' p e;r gzze;.st 

Great for large parties! Each person will be provided a swordfish skewer and can make 
their own meal with a selection of meats, fn1its, and vegetables, all from the sea. ll1c 
ingredien ts are brought to the table in serving shells. This is an excellent dish if you 

have pets who want to share. 

Sa.lad J?e;flf - 1 fJl' pflY gzzfl,st 
A series of damshells bolted to the OOr offer a wide range of edible vegetation from all 

over the sea. A ll you can eat! 



Scl\'-t«i Lur 
\\'rap:, COCK'l'All, S 

~ p's cockt3ils are a marvel of all the seas. Using a unique blend of magic and 1 
mixology, he concocts these delicious drinks and then seals chem in a pouch 

formed from a large, flexible seed pod so that they may be consumed even 
underwater. They also transport marvelously, so this is a great place to stock up for 

travels and take a bit o(The Dmnken Treasure with you. 

!Zi.t:1 Aby;ss - $ sp 
An absolutely black•as~midnight drink of squid ink liquor, this one will send your 

brain into complete oblivion like no other drink on land or sea. 
LIMIT ONE PER CUSTOMER! 

!Zi.t:1 Can-en( - 4 cp 
By mixing an oily, blue•tinted seaweed liquor and apple juice in a clear pouch, one 
can St.."e the swirling o( different colors inside that is reminiscent of the sea. A ~od 

one to drink if one is prone to seasickness. 

Swet;( tw.d S.uw St:1.w - 1 sp 
Imported fonnented agave with just a him of local seawater. 

How You $t;t: ¼, How You Do.n.'¢.1 - 1 fJJJ 
A unique blend o( extracts from various naturally camouflaging sea creatures that 

appears and diwppears as you drink it! 
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On a large, smooth rock wall, various quests arc wrincn in 
a scmi-pcrrmmcnt chalk, while others arc written on large 
leaves rolled ,md nicked into crevices. 

HIDE AND SEEK 

So, )IOU think you're good at f,mJing Ulings! Corne to rhe. Light 
Theater and rry yo1rr skills and b,dc az findirig t'<lriotts sea 

CTCatr1res ru they show off their namral camot1fkis,!. 

In the Ligln Them er, the charac.1crs sec a lush undersea 
scene cmmmcd with plants, coral, fish, m'KI invcncbratcs 
of every type. Each character may try finding various 
camouflag~i creatures b)•maldnga OC 161ntelligcncc 
(lnves{igation) check. They may keep playing as long as 
dle)' keep finding creatures, but must stop after three fuik-d 
attempts. Anyone who finds three creatures wins ld4 days' 
worth of aquox breather refills. 

SURFACE HISTORY HELP NEEDED! 

Herc (II The Drimken Treasure «>e hatre Ule large.st colleaion 
of sur/ac.t ar1ifacu from ,,arious d 1,ili:t(ltions. Wle need hdp 
identifying some of Wse rare items, m1d perhaps )'OU Mltf 1he key 
to aiding our 1mdentmulmg <! 1he s1n-faa culun-e of years ,rut. 
Please come to the serondf/oorandaskfor Hanscaor Menon. 

When the party reaches the second floor. they will 
find e ither Menon or Hansca milling about a room 
filled with d isplay cases. The merfolk will describe 
the itcm.s listed below. If anyone in 1he party is able 
to correctly identify the items, they ge1 a free emree, 
appetizer, cocktail, and ai, extra day's supply of aquox 
refills for each i1em idemifie<I. Some examples are 
provided, but OM can add others. 

"We think these items were used for St}•ling hair. 11H: 
four-pronged structure lent itself well to derangling. This 
one with the rounded end could be heated and used to 
curl hair. We think both of them were for hair styling 
because they arc almos1 always found rogcthcr, along with 
serrated knives that were likely used for cutt ing hair." 
(Answer: fork and spoon) 

"This item was used for conraining small pets such as 
grasshoppers. The small entrance gave the pets a secure 
entr)'way, while the lid on top was for easy cleaning by the 
pc1 owner. The handle on the side allowed p1..·•oplc 10 earl)' 
their pets with them." (Answer; reapo1) 

"This item was a musical instrument. The chlboratc 
tines could be Struck to produce n0tcs, or one could blow 
acr~ thc tops. \Vic S()mctimcs find 1hcsc with white, waxy 
cylinders stuck in them; we think the wax was used for 
deaning 11-lem, or perhaps keeping the holes dosed when 
not in use." (A1'1S1\·er: candlesticks) 



Gut NEA F tsH 

Test S11bjecu Needed! Looking far hmncauXds, all species, ~, 
gendrn., ro aid in a sdemifrc ~w.dy. Musi be willing to risk the 

ability w breathe fora m.im,1eor so. Handsome reumdfor 
pmricif\'ltion! Stt Maltih /qr mort details. 

Players c:in usually find Malah in the S(.-C.Ond-floor 
buoyancy lab (82) . She is always happy to have more 
subjects (the more diverse group of species, the better) for 
her experiments to imptO\'C the aquox breathing system. 
She will ins1ruc1 the 1cs1 subjects ro swap 1hc coral 
currently in rhcir aquox brc:uhcrs for some new variants 
she has cultivated. They must keep the experimental 
coral in their breather, no maucr the side effects, for five 
minutes while Malah makes n01cs. 

Malah has six variants of rhc coral. Players must roll 
ld61odctcm1inc which one they ~,ct. They then must 
make a OC 14 Constitution check, suffering the listed 
side effect for I hour on a failure, or for 24 hours along 
with trouble bremhing during 1he experiment on a result 
of9or lcss .. 

I d6 Description Side Effect 

I Blue coral that sparkles You- tetth and tongue sparkle 
Mn in the absen::e of light blut. shedding dim light out S 

feet while you- mouth is open 

2 Squishy. like globs of gruel Everything )Ou eat tastes like 
bland oatmeal 

J Hums a constant off-key You cannot stop humming 
note random tunes 

4 Smells hke ,ct.ting fish Attract$ a harmless swarm of 

S Vibrates sl.btly 

6 Randomty- seems to 
~Jump~ before noating 
back down 

quippers 

Your teeth chatter incessantly 

You suffer the worst curse of 
all: hiccups 

Upon completion of the tr~I. Malah v.ill give the player an additional 
two d;ws· worth of il~OX ind 2d6gold. 

MIXOLOGY M ASTERY 

lmeresred in learning 1he secrei IO mixing drinks underu'ltler! 
Come t•isit Sep and if youcanpro-.-e yourinreUigence, he'llgiu? 

you his seo-er! 

Sep has b...---cn wanring to share his special knowledge of 
mixing drinks wi1h people from 1he s~•rfoce, ma inly to 
see if rhe methods he uses will work abo\·c water. After 
spending a day with him, a player will know how to tum 
large lea,•cs (of any type, not just from sea plants) into 
scaling pouches that allow for ratio~ to stay fresh twice 
as long. Sep loves to rnlk as he works, so anyon,c who 
takes rhis q uest will likely glean a wealth of information 
about the rnvcm during this time. It issuggcs1e<I rhat the 
player be allowed to ask him up to three questions, which 
he will answer to the best of his kl\owlcdgc. 

RIDE 'EM ••. SEAHORSE ••• Bo y? 

Seahorse Rding Loson.s! fa-'CI' tmnted IO learn hotv to mud 
ihe OCC(lns on seahoneback! \Ve hm-e (I bunch of newly-broken 
soocoks and need IO see how they handle for nooices. Come om 
for a FREE lesson mid if )'OH fflm't'e eni;Jy like the experience as 
a rhank--you «-.?'U let you mkeo·ur sedu:mes fora da)''s (')1"1n-si,,1 

dtrring your sray. Ask /or Polyp or Pl.ankion al Ute OOT. 

Polyp and Plankton rake the imcrc~cd players into an 
open area behind the tavern. (This is only ~ible when 
the mvem is not moving. The tavern usually make:, a Slop 

at least every ocher day for an hour, so opportunities to do 
this are no, hard 10 come by.) Players arc presented with 
giant seahorses, each la11,>e enough for 2 medium creawrcs 
to ride. These seahorses have just been broken for riding; 
they arc srill very lively and don't trust new riders, 
especially surface-dwellers. 

Pla~•crs arc insnuctcd first to successfuUy moum the 
seahorse with a OC 16 Wisdom (Animal Hanl-lling) 
check, then stay on it for as long as possible wi1h a OC 
15 Strength (A1hle1ic.s) chcd. every 2 minutes. AnyCM1c 
who can mount and .stay on the seahorse for at le:.as1 
4 minutes gets the use of a (signifkamly calmer) seahorse 
for an excursion out from The Drunken Treasure. Any 
time spent on the seahorse beyond 4 minu1cs earns an 
extra id8 gold from Polyp and Plankton, who more 1h.<1n 
appreciate 1hc show. 
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D EEP-SEA E NCOUNTER 

Monscer Expens N&?.ded! The Dnmkcn Treasure has been 
$talked by a large sea beast enrr since it $ti jloot. This i:s starting 
ro affect our nm.d mutes and our ablity w ensure safe pass,:i.ge 
for our guesu. fn need of people accomplished in deali~ wi1h 

beasts of this 1V1turc. Come to Mcoon's office for more details. 
Rru1t1rd: fre(? passage, choice of destinarion, and spocu!l artifacu 

{01cnd oof:y on The Dnmkcn Treasure! 

When the p larcrs come 10 Mcnon'sofficc (B6), he 
produces a large tile of thin wax tablets upon which are 

wrincn the history of each enco unter wirh a large beas1. 
It is up to the party to dctcm1inc the best course of action, 
as there is little informat ion to act On. If they have the 
use of .seahorses from Polyp and Plankton, they may use 
them to gc1 to the bcas1. Otherwise they must swim ow 
on their own. 

Af1cr the pany sets out 10 1hc ocean, A tlantia will 
soon arrive in response to their presence. She will linger 
20 foct away from the crew, and only react with hostility 
if the pany auacks or moves roo quickly for comfort. For 
any risk of combat. use the exte rnal area of the combat 
map's firSl floor. 



Kill the Beast 
Oir.~cdy attacking the bcas1 is no, recommended, 
especially for low-ll'Vel p-;1nics. If lhc heroes manage to 
succeed, Meno n is ,·cry grateful to them for removing 
the threat. However, the characters will find their 
intcrac1ions with the rest of the staff and 1hc gucStS 
will be significantly less friendly. Af1cr a time, many of 
them will admh that a looming monster a<klcd to the 
excitement of the whole journey. 

Zion will be enraged b}' ,h(- pany's actions, and will 
a trade the parry if he encounters them after 1hcy h.·wc 
killed Atlantia. If Zion is injured close to death, Qualia 
will appear and he will surrender, intent on gening her 
oul of danger. 

Communicate with the Beast 
The beast can be communicated with. She is not 
inherently vicious and is mainly pu:i:zlcd by The Dnmkcn 
Treasure's presence in the ocean. The party can easily 
open the discussion by magical means, or speaking Deep 
Speech. The beast will reveal that her name is Atlantia, 
and 1hat centuries ai;.,o, the casde that now roams 1he 
ocean as The Onmkcn T rcasurc was the throne of a 
monster who tried to claim the sea: Atlas, a pirate king 
and leader of The Unsunken Kings, did so using only 
destructive and abhorrent means. More details can be 
found in the 'fiwem's History section. 

After the battle with Atlas, Atlanti.t foll into a ch..-ep 
slumber, caused by her wounds and the painful loss of her 
family. Upon Adantia's relative!~• recent awakening, she 
found the very thing thar cursed her kin had somehow 
returned to life. 

I( the pany explains that they and The Drunken 
Treasure have no qmrrcl with her, Atlantia will depart. 
Menon and the other employees will be thrilled and 
grateful. Zion and Qualia will brie0y question the parry 
about their actions, and then ~tout to find Atlantia. 

Reunite the Beast with her family 
If the pany has encountered Qu,"llb before b'Oing to look 
for the beast, they will run into her and her father Zion 
on the way to confront the beast. They will insist on 
accompanying the party. The pm1encc of Zion and Qualla 
intrigues the beau, who will have a conversation with 
Zion in Deep Speech. Zion reveals that he is descended 
from one of Adantia's children, who is believed to 
ha\'e escaped on a stolen boot during the ban le wi1h 
Arias. Atlantia iso\•erjoyed to reali2e nm all is lost, and 
embraces he r dij(am family. Before departing, Atlantia 
will have Zion relay a special thanks. She may offer 
information, in the same manner as 1he legend lore spell. 
Alternatively, the part}' ma}' n.-ccive a small treasure 
hoord, or unique infom1ation about an unknown secret 
room in the ~vcm if the GM wishes to add one. 

il:~c Brnnkcn il:rcosurc -

TAVERN H ISTORY 

The ancient history of The Drunken Treasure is only 
known by Atlantia, the giam monster thal hauntingly 
follows the tavern through the murk. Speaking to her 
may reveal the truth. Centuries before its rediscovery, 
the castle was the base of operatio ns for a pirate militia 
called "The Unsunkcn Kings." Their fleets spread 
for and wide, both above and below 1he surface of 
the ocean. During their reign, Atlantia scrve<I as the 
foster mother for a new species of sentient creatures 
called proroloids. These deep-sea colonies showed 1·he 
ability to gather like-minded hydrozoa and form higher 
thought with larger bodies. 

After discovering the protoloids' nightmarish and 
underdeveloped bodies, underdeveloped bodies the 
pirate's leader, Atlas quickly decided to destroy their nes1. 
After the pirates bombarded the ravine, Atlantia flew 
imo a rage. She followed the ships back to their castle on 
land, and with the few remaining protoloids, sank every 
part of the fleet. A$ her last effon, she wrapped the castle 
in her tenta.dcs and dragged it far into the ocean, to rest 
in the very ravine the pirates had offended. 

TI1e better known story: Many upwelling., ago, an 
earthquake revealed the ruins of an ancient castle sleeping 
i1\ an undersea ravine. At flrst it was thought to be the 
last renmants of a merfolk civi li?(ttion, whose history was 
conSYmed along with it, But the tools and trappings of the 
casrlc OOrc no resemblance to sea-dwelling civilizations 
from any familiar era. Water-dwelling hiswria1\s and 
archaeologists swam from far and wide 10 excavate and 
explore the discovery. Eventually, they determined that 
it was not from the sea, but from land, and likely a land 
forgotten by the surface, as not even the most long-lived 
could rec."lll a castle of 1hm size sinking into the sea. 

Once ir w.is revealed that 1his was no1, in fac1, a 
ueasure trove of aquatic aochaeology, the castle was 
quickly abandoned. In most cases,sea folk have little 
Interest in surface-dweller culture. One enterprising 
his1orir1n, however, noticed that the center tower 
housed a rare colony of spongy coral 1har was thought 
to be extinct. After unintentionally exp0sing the coral 
to seaweed during a meal break, an explosive reaction 
caused a giant gas pocket to appear, making the entire 
castle lirerally "bounce" on the ocean floor. 

Along with his sister, a cb·er alchemist, the historian 
determined that the coral would divide water imo gas 
when it was exposed to a mixture of light and M!aweed. 
After repairing the tower, adding a light source and 
an0ther day's worth of seaweed rations, they made the 
tower buoyant enough 10 lift the entire ca:;tle frnm the 
ocean floor. The brother and sister brought in experts 
in alchemy, sailing, and magic, including Dolores and 
Qualia. Before long, they'd outfitted the castle with the 
m1..'C.hanisms 10 make it a controllable vc.hide, capable of 
traversing both the surface and deep beneath the water. 
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CurrLEFOLK 

Cunlcfolk a.re a race of humanoid ccphalopods, whose 
lowc:r halves feature 4 :mns and 2 tentacles. The upper 
JX.mion of their bodies is similar to humans, hut their heads 
strongly rcscmblc the body of a cunleftsh. Cuttlcfolk are 
known for thcir cx1rcmcly dmma1ic body language, but 
othcnvisc c:)lm demeanor. Their bodies arc covcn.'CI in 
pigmcnlS that they can control, granting them a unique 
and passionaic language, but also strong cainouflagc. 

Cuulcfolk, unlike mcrfolk. can on!}• survive in waccr. It is 
assumed that they arc more solitary than communal J".-"'Of)lc, 
but many exceptions exist. Ccnain surface-dwellers, as 
well as smaller aquatic life, have grown to greatly fear 
their subtle predatory ability. Most spies can disguise 
themselves as other people, but few besides cuulcfolk 
can hide in plain sight: at all times. 

CUITLEFOLK 
Medium humanoid. neutral good 

Armor Class: 13 
Hit Points: 11 (2d8+2) 
Speed; 10 ft.. swim 40 ft. 

STR DEX CON INT WIS CHA 
10(-+-0) 16(+3) 12(+1) 11(-+-0) 12(+1) 16(+3) 

Skills: Perception +3. Stealth +4 
Senses: dari:vision 60 rt.. passive Perception 13 
languages: Aquan. Common 
Challenge: 1/• (25 XP) 

Wattrbrtathing. The cuttlefolk can breathe waler. and can 
hold !heir breath for up lo IO minutes when oul of water. 
Pigment Camouflage. The cutdefolk gains advantage on 
Dexterity (Stealth) checks. In addition. while remaining 
motionless ror I minute. the cutdefolk appears indistinguishable 
from its surroundings. 
lnnatt Spellca.sting. Toe cuttlefolk's innate spellcasting ab~ity 
is Charisma (spelt save DC 13 ). Hit The cuttlefolk a n innately 
ast the following spells. requiring no material components: 
Cantrips (at will): minor illusion 
I /Day: inuisibility (self only) 
Tentacle. Mt ltt Weapon A track: +5 lo hit. reach 5 ft .. one 
target. The target takes 3 ( ld6) bludgeoning damage. and is 
grappled (escape DC 13). 

-~ 

P ROTOLOID 

Proroloids arc an cm irdy new race of cream res, formed as 
a hivcmind ofhydro:oan creatures 1hat func1ion similarlr 
to humanoids. Ther resemble a collection of u-o,•en 
tendrils that form a body, topped with a clam-like shell tha1 
protects their mos:1 imponan1 hydro:oo. Bom from deep in 
the ocean alld fostered by an ancient being, procoloids have 
nurncrousabilitics unfumiliar to surface-dwellers.. Among 
them arc the ability to detach body p,ircs at will, change 
their general fonns, and rapid p0ucrn comprehension. 

PROTOLOID 
Medium monslfosity. chaOlic neulfal 

Armor Oass: 14 {natural armor) 
Hit Points: 33 (6d8+6) 
Speed: 30 ft .. climb 30 ft. swim 30 ft. 

STR DEX CON INT WIS CHA 
10(+0) 16(+3) 13(+ 1) 18(+4) 14(+2) 12(+1) 

Skills: Stealth -t5, Acrobatics +5 
Senses: blindsight 60 ft.. passive Perception 12 
languages: Aquan. Common. Deep Speech 
Challenge: I (200 XP) 

Am.phibi.ou.s. The protoloid can breathe air and water. 
D,rfensiue Shtll. The protoloid has a shell thal protects the 
majority of ,ts brain. Unless it is remo...-ed. the prototoid has 
resistance to psychic and nonmagical bludgeoning damage. 
If the shell is removed. ii loses its I point of natura l armor. 
Liui11g Colony. The protoloid can separate parts of its body 
as an action without taking damage. and reattach them as an 
action. A separated body part has a base movement and swim 
speed of 10 fed. The protoloid cm remove a number of parts 
equal to its hit dice 
Partially Amorpho1LS. Without its head. the protoloid can 
mo...-e through a space as narrow as I indl without squeezing. 

ACTIONS 

Exttndtd Pxudopod. Mtlee Weapon Attack. +2 to hit. reach 
10 ft. one target. Hit: 5 ( I d4+3) bludgeoning damage and the 
target is grappled (escape DC 16). Until the grapple ends. the 
target is restrained. 
lnuadt. The protoloid attempts to have one detached part of 
its body enter a creature within 5 feet of itself. through the 
nose, ear, or mouth. The creature must succeed on a Dexte1ity 
saving throw (DC 12). taking 14 (4d6) ps>(hic damage 
on a failed save. On subsequent turns, the target creature 
must make a DC 10 Constitution saving throw. suffering 
disadvantage on attack rolls for I round on a failure. and 
ending the effect on a success. 



E LECTRIC EEL 

These creatures make up the sccurit\' team ofTI,c Drunken 
Treasure. TI,ey tend t-0 be a bit ku:gcr than a regular cd, 
and arc intelligt.'IH enough to follow verbal instructions, as 
well a.s some basic communication via lxxly language. 

ELECTRIC EEL 
Small beast. neulral 

Armor Class: 12 
Hit Points: 10 (3d6) 
Spud: Swim 25 ft 

STR DEX CON INT WIS CHA 
10(-t-O) 14(+2) 11(-t-O) 4(·)) 14(+2) 2(·4) 

Skills: Perception +2 
Damage Resistances: lightning 
~nsa: blindsight 15 fl. darh-tSion 60 rt •. passive Perception 12 
Languages: Understands Aquan but can't speak 
Challenge: 1/, (2.S XP) 

Water Brea.thing. Eel can only breathe underwater. 

ACTIONS 

Bite. Melee Weapon Attack: +4 to hit. reach 5 ft. one target. 
Hit 4 ( ld8) piercing damage. 
Shock. Every creature within 5 feet of the electric eel must 
succeed on a DC 14 Dexterity saving thrO'\V or take 7 (2d6) 
lightr1ing damage. 

GIANT SEAI-IORSE 

These crcalUrcs arc a unique bix,~ of seahorse, found 
rarely at the deep edges of "corral" reek. TI\cir bock fou ;uc 
elongated and much stronger than their tiny counterparts, 
and their tails have adapted a crescem fin allowing them to 
swim remar'kably fast. 

GIANT SEAHORSE 
Large beast. neutral 

Armor Class: 13 
Hit Points: 24 (4d6+10) 
Sped: Swim 60 ft 

STR DEX CON INT WIS CHA 
12(+1) 16(+3) 12(+1) 2(·4) II (+O) 7(·2) 

Skills: +4 Stealth 
Senses: darkvision 30 rt.. passive Perception 10 
langu1gts: •· 
Challenge: 0 

W'attr Breathing. The giant seahorse can only 
breathe underwater. 

ACTIONS 

Jab. Melee Weapon Attack: +S to hit. reach S ft. one 1arget 
Hit: I bludgeoning damage 

A TLANTlA, T1 IE GREAT BEAST 

A m~ivc sea creature of legc1'1d, Atlamia is an ancicm 
mollusk-like creature rhm pur:.ucs The Dnmkcn Treasure 
throughout the ocean. She most strongly resembles :m 
octopus, hut really is a unique enigma in the ocean, :md the 
last of her species. Her m~ of pscudopcxls extend out of a 
ginm protective shell, which alone h..'\S a radius of 8 foct. 

ATLANTIA, T1-tE GREAT BEAST 
Gargantuan monstrosity, chaotic good 

Armor Cass: 17 (natural armor) 
Hit Points: 216 ( 18d 12+90) 
Speed: 20 ft .. swim 50 ft 

STR DEX CON INT WIS CHA 
21 (+5) 12(+1) 20(+5) 18(+4) 22(+6) 18(+4) 

Saving-Throws: STR+I I. DEX+5, CON+I0, INT +1 1. WIZ+I0 
Senses: darkvision 120 ft.. passive Perception 16 
languages: Deep Speech: understands Aquan and Common 
but can't speak them 
Challenge: 9 (8.400 XP) 

Siege Monster. Atlantia deals double damage to structures. 
Watt, Breo:thm.g. Atlantia can only breathe underwater, but can 
store up to I hour of water in her shell when traveling on land. 

ACTIONS 

Multiauack. Atlantia makes 3 pseudopod attacks. and up to 
I toss a1tack. 
Pseudopod. Melee Weapon Attack. +8 to hit. reach 20 ft. one 
target. Hit: 10 (ld6+S) bludgeoning damage and t~ target is 
grappled (escape DC 16). Until the grapple ends, the target is 
restrained. Atlantia has eight pseudopods. each of which can 
grapple one target 
Toss (if .Rllantia has a largt or smalltr creature or object 
grappled). Ranged Weapon Attack. +8 to hit. range 80/160 
ft. one target On a hit. both the target and the object thrown 
take 18 (4d8) bludgeoning damage. 





Fungal Grotto 
Deep underground, mckcd into the 111..'lssive stump of an ancient scn~iem ,rec .• the Fungal Orono offers a safo, if 

sonlCwhat off.kilter, respite for adventurers. Grown rnthcr th:m bu1l1 over hundreds (or perhaps 1housal\ds--1hc 
hosts certainly aren't keeping 1rad:!) of years, this rn,,crn gives new definition 10 the word "lively," as almo.t 

everything, from the furniture 10 the walls and even the food on guests' plates, is sentient. When people approac h, they 
hear voices calling ou1 in welcome from 1hc various fungal faces growing on 1hc tree. 

While the main ravcrn siructurc has been gently hollo"·cd out from the tree stump, other rooms grew from the hollow 
interiors of morel mushroo1ll.$, and patios and balconies arc consrnnrly expanding as the flat polyporcs thrive. Long#livcd 
patrons such as elves ma)' notice slight d ifferences from their last visit, but overall the changes are so gradual thc·y arc 
unn04:iceable unless compared with antique depictions. 

The co:y, rounded rooms would give the Fungal Grouo a wam1, homey foci, if it were lit by warm fires and candlelight, 
rather than cool blue-green biolumir1esccncc. When rhc tavern is underground, then' is very little difference bet ween 
lighting inside and out, as it all comes from the same bioluminesccm mushrooms. For overniglu ~'Ut.--sts, a sk-cping masl:: or 
draping a cloak over the bed is recommended. Note that the tavern can be moved above ground in high-magic sctrings. 

Despite their strange and almost alien appearance, the hosts' open, friend!)' manner can win over all but the most suspicious 
traveler. There is very little here that is sinister ... until one realizes that the hosts and mo6t reg,.1lar guests fc<.'d upon the dead. 
They arc nm predatory towards humanoids, howe\!er; in fu.ct, they usually want ad\!enmrers to have a good experience and 
return with lxxlics, or perhaps mcrdy the whereabout:$ of lxxlics. The phil06¢phy of the musluoom beings is, "Kill one person, 
food for a year. Let a person live t(> kill others. food f0r a decade!" lncy are a gentle race and easily entertained by watching 
huin.1noids, who live at a much quicker pace and seem bothered b~, trivial things such as death. Tile hosts arc not without 
their defo~e capabilities, however, and troublemakers will soon regret crossing them. Damage to the rnvcm is a p::micularly 
grievous offense, as it c~m rnkc years for repairs 10 be comple1c. All of the scnricm mushrooms are connected to each other, 
and ilms they refer to each other as "they/them" rather than ,;he/she/it" and 10 1hcmsclvcs as'"We," whcrher referring t0 

one being or twenty. A mmhroom may refer to a brother or sister when talking to a humanoid, but th.at is 1nainly bt.-causc of 
their years of fine-tuning translation from a language based on collective intelligence to a lat'I,1'\13.ge based on individuals. 

This is an cxcellcm "beginner" ravcrn; player characters level 1-3 can safely ,,isit and enjoy some of the lower rooms. 
Player characters level 4-6 would be able to explore the entire rnvcrn and fully unlock its secrets. Tl1e Fungal GrQno, as it 
is underground, is a perfect safe haven in a dangerous area. 

AREAS OF THE TAVERN There are three main stories with rooms both inside and 
outside d1e swmp. The fourth story is fonned by the top 
of the tree stump and the cap of the giant mushroom 
siretching overhead. Surrounding the 1avem is a vast 
underground cavern that is pcrfcc1ly safe .. . if one isn't 
bothered by bones and bod)' pans stidcing out of the 
ground. TI1is area, called the Fungal Field, must be 
traversed to enter the cavern, and may need to be \!isitOO 
to fulfil a quest. 

A 1. Garden Patio 
As characters walk up 10 1he Funj?al Grotto, they 
first mus1 pass through a garden patio. A1 a glance it 
looks almost like a tTopical cabana setting, with round 
tables and umbrellas. However, all the furniture here is 
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h yphanir: sr;uionary, sentient fun~,al beings th:u grow to 
fie the needs of the tavern. They are all finnly rOOfed to 
the ground, so if someone isn't happy with how far the 
stool is from the rablc, they arc out of luck! 

There ism least one fungalo id (the more hum .. '\noid 
species of mushroom bei~,s) food S(>n1er milling aOOut the 
patio, and one or two of the regular guests e njoying the 
fresh air. The druid Foof is panicularly fond of this area 
and is nearly alwa)'S here if no1 in her room. 

A2. Mushrooms and Mixers Pub 
Afrcr a brief walk 1hrough the 1un1'\CI from 1hc patio, 
characters enter the Mushroom and Mixers Pub. T11c most 
striking feature in this room is the bar: a large hyphanir 
th.'lt argues with the lxincndcr about everything. 

Gyro, the fungaloid ban cnckr, is usually found behind 
the bar coin ing up with new :md interesting concoctions. 
Smaller cup-shaped fungi grow both from the bar and 
from the walls behind, providing containers for various 
drinks and mixers. Eacing a meal here a1 Gyro's is an 
experience. ei1hcr as a diner or just an observer! 

A3. Greenhouse 
While many of the adu\1 scnrienr mushrooms can be 
unsc1tling in 1heir appearance, a trip 10 rhe greenhouse 
will 1haw the heart of the most jaded warrior. The Huie 
baby .spores arc tended and harvested by special funga\oid 
ganlncrs. If one ordered off of the Kids Menu, the 
il'lgr~ients c.crrn.inly C.:'ii'i'u.~ from MC of the OOhy fungi 
here. Mos1 of the sporclings do not s1.-cm to be hurt or 
bothered by the har\·csting; many of them giggle and 
some c,·en try to help (more or less successfully). The 
sporclings usually love v~itors, sometirncs a bit too much, 
and need to be ca-ivinccd that no, they can't permanently 
take root on someone's boots or hat. 

A4. General Stor e 
The mushroom beings dine upon the bodies of deOO 
advcntun,_--rs, but what alx,.11 the non-digestible itcmsr It is 
1n in the nature of a mushroom 10 k'I <m}1hing i,.-O to waste, 
so items that arc salvageable arc taken 10 the general store 
and refurbished. TI1e clerk, Moreli, is a fungaloid who tries 
to fulfil any customer's "-"<!UCSI, bot isn't always clear on 
the use of ccnain ite1n.s. They have lx-cn k1-.own co pass off a 
bag as a ha,, a rake as a wcapOn, and a shield as a mirror. But 
the prices arc usually reasonable. and items are very clean, 
hav ing been srourc<l of any organic debris by the fungi. 
This is also the storefront for the lea1hcrsmith's goods. 
Many itc,ru CM be purch.."ISL\'.I off-the-rack, but if ::i plnyer has 
a specific ri...'C\uCSt, they will be diri...-ctcd to the lcathcrsmilh. 

AS. Restroom 
While it may look primiti\·e, the s.·mitation in the Fungal 
Grotto restroom is cop-notch! Instead of a washbasin, 
hru1ds arc dipped in a bowl of minuscule fungaloids that 
gcmly dcal\$C the hands of all filth. The crawl ing sensation 
is hard to ge1 used 10, but is more thorough than hot water 
and soap. The "'aste drops imo a pit 1~•hcre it feeds more 
of the fungal inhabimnts. h is 001 unusual 10 hear chaner 
from behind the wall, especially menu suggest ions of things 
to eat that the mushrooms woo Id like to try once i1's passed 
through a humanoid's digestive system. 

A6. Leathcrsmith's Workshop 
Tramates the Lcathcrsmith can nearly always~ found in 
their workshop. Mushroom roots can be magically altered 
to prcxluce a durable leather-like material, and Tranwtcs 
can make clmhing, bags, boots ... really, anything usu."llly 
made from mi.ditional leather. 

The mos1 V.lluablc item 1hat Tramates crafts arc the 
boois andgio.1es of fu)l$1lkind, which allow 1he wearer to 

climb up any organic surface. The lxx>is and gloves' effcc1 
on the wearer (they must be worn asa sci for the wearer 
to auune) is similar to the spider climb spell exc,cpt it only 
works upon surfaces where mushrooms could gro"' (wood, 
d irt) and it slows the wearer's move1ncnts to o ne-half 
their normal climbing speed. The gloves and boots can 
(>nl)' be made with frf.'shly-acqu ircd mushroom roou, and 
takf.' Tramates 24 hours to complete. 



-------------

The Tavern Operators 
----- ------

Gyro 
Gyro is one of the o ldest and thus most intelligent of 
the Great Mushroom's mobile fungaloid children. TI,ey 
love nothing bcncr than creating food and drink for 
humanoids, as 1hey arc fascinated by the hum.,n process 
of obtaining sustenance through the mouth, rather than 
through their roots (i.e., feet). Gyro is also vet}' amused 
by the horrified looks they get from first-time guests when 
they order Gyro's Gyro. This signature dish involves 
Gyro breaking off bits of their own b<x.h, and che<:rfully 
sauteeing them rablcside while guests Mitch to var}•ing 
degrees of amusement, puzzlement, and shock. Gyro is 
usually found in the bar (A2), bu1 sometimes will go out 
to the patio (Al) wserve the Gyro's Gyro. 

Moreli 
Morcli, a grumpy fungaloid, ru11s the general ~tore (A4) 
a nd can usually find anything an adventurer migh1 need. 
As Moreli has many nooks and crannies upon their head, 
they often reach into themselves to pu ll o ut smaller, 
valuable itc:ms. ln<:y arc fond of saying. "The safest place 
tO store things is in a mushroom!" 

Trametes the Leathersmith 
The fungaloid learhcrsmith is a master of their emf, and 
toils away :u all hour$ in hi$ workshop (A6), They have 
perfected 1he magical fonnub 1hat mms mushroom roots 
into a substance nearly indistinguishable from leather. 
NO{hing makes them happier than a custom order, but 
they arc often running short on materials. If a character 
wams a custom piece, they may need to quest about the 
Fungal Grotto to find all the mushroom roots they need. 

Servers and Housekeepers 
The servers: are various types of mushroom fungaloid and 
can be found in all areas of the rn,,ern. They are polite, 
accommodming, and lo ve both serving, watching. and 
talking wi1h the humanoids. 

Gardeners 
These fungaolids, who bo1h tend to and teach the 
sporelings in the greenhouse (AJ ). arc very protective 
of their charges. They make sure they arc well-supplied 
with or~anic n'l;.Htcr to cat, and 1cach them the 
mushroom way of working together and giving of oneself 
to ~•pport future generations. T he only time a fungaolid 
will be rude to a guest is if they sense that the guest 
poses a danger to the sporelings. 

Fungal Grotto t-~ 
Sporelings 

The baby mushrooms arc some of the cute.st beings in 
all thl' worlds known or unknown. They rl'Seinbll' the 
funl,raloids and hyphanir, but ,1re snl<lller, of CO\ll'SC, 

and chubbier with larger eyes. Some of the fungaloid 
sporcHngs c<1n be quite rowdy and rambunctious, and the 
nursemaids might need help with them on oe<a<;ion . TI\cy 
are ll$.i."llly found in the gn.-enhousc (AJ} but SOl'llC like to 
escape and b'O play with the Flying Fun Guy children in 
their room (CS). 

Great Mushroom 
Long ago, the G reat Mushroom was a sentient tree 
who wimes.scd the dcsm,ction of an entire fore:s t and 
thousands of d~,ons. Over time, rhe 1rec's consciousness 
moved imo the mushroom that consu med ii, and now 
i1 is fully present in the Great Mushroom, most visible 
on level D. The Great Mushroom loves i ts offspring 
passionately, because they are like and of it. It loves 
humanoids, because they arc so different, and it never 
t ires of watching them. When the mushroom had just 
taken root in the great tree as a spore, it was visited by a 
strange humanoid who sang songs of worlds beyond the 
cavern. The Great Mushroom knows that it can never 
travel, and is comen1 with that, but it loves seeing the 
piece$ of diffcrem worlds that come to it, and i, canno1 
shake the feeling that it d OcS, in some way, reac h ;nto 
the worlds of the cavern guests and even beyond . It has 
mange dreams somc1 imcs of a great bean called Vect. 
who seems to be a tavern himself. They visir often in 1hcir 
dreams, and it feds like if they ever met, they would rush 
to each other with open arms (a feat, considering neither 
of them actually have am\S). There is only one being th,1t 
the Great Mushroom could do without, and 1hat is the 
Caterpillar. The G reat Mushroom wishes the Caterpillar 
would q uit telling people th."lt parts of it will m~ke them 
larger or sma ller, as that seems to be for a use thal isn't 
quite right fort his world. 

J 
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A7. Tunnel and Storage 
The back entnmcc to 1hc Fungal Grotto consists of a 
tunnel under a root. This root is hollow, and can Ix: 
climbed through tocmcr the main stump (A4) from deep 
below. However, the stench from deep in the ground is 
enough to deter mos1 explorers. This way is only used by 
the smff, and visitors arc gently but firmly dinxted away. 
There are some h yphanir shelves holding random bits 
of supplies for the Fungal Grotto, and 1hcy may provide 
some useful information if one brings an intcrcs1ing piece 
scavenged from a dead c1'\Cmy ... or 1hc ck-ad enemy i1sc\ f'! 

AS. Fermentation Room 
A thick, s1umpy mushroom building behind the main 
building is hollowed out and contains an assonmcnt of 
wine cap mushrooms and fungal barrels. The stuffy air 
suggests this room is not regularly opernxl, and the strange 
cuhures used to fcrmcm Lhc wine caps produce quite a 
putrid smell before: the proce:ss is finished. 

81. Tunnel 

Ramping up from the first floor, the 1mmel is lined 
with ancieni fungal faces. As both the hyphanir and 
fungaloids age, they become less mobile and evemually 
meld imo the main stmcture. They sleep most of the 
time, but migh1 talk if woken. 

82. The Trufne Theater 
This perfectly round room is lined wi1h mws of hyph:mir 
ledges that offer excellent ,•iews from e,·ery .scat. The 
fungaloids and hyphanir often hum along with musical 
pcrfonnanccs, which can be jarring to a new pcrfonncr, but 
the recurring acts arc now familiar with ii and try to work 
that into their music. During 1hc show one may purchase 
truffles that the fun~raloids bring around in baM-ets. 

One of the most frequent acts is the Flying Fun Guys. 
If a membcT of 1he pany is skilled acrobatically they can 
join in the performance and arc welcomed by the Fun 
Guys, who :arc also adept at improv and comedy. 

B3. FooPs Room 
Foof is a frequent visitor IO the Fungal Grouo. Her room 
overlooks the patio, so she might keep an eye on helpers 
trying to rcarrm'l{:C the furniture there. For a vis itor, her 
room is fillc.>d with so many knic.knacks, doilies. piclurcs, 
and candles she might as well have been staying there 
for years. Should Foof be in her room, she will rnlk to the 
players, and ask 1hcm if they would help her plan a pany 
(sc-c 1hc P:uio Pany Setup quest). Foo( may also drop 
some details about the Great Mushroom. Should Foof 
not be there and the party searches the room, they will 
find the eiwelope of Foo/: a 8"x I I~ paper envelope that 
(unctions like a bag of'holding, but only for flar 1hings 
th.1t can fit through the opening of the envelope. When 
they pick it up, they will hear Foo('s voice s.ay, "Take and 
welcome! Use it to bring Foofy decor to your home!" and 
the envelope will magically create a copy of itself for the 
player 10 rnke. 

B4. Empty Guest Room 
This guest room is nearly ident ical in furnishing to Foof's 
room, bot completely barren of any funy personal decor, 
so one can sec more details of the hypha nir furniture SCI 

that is typical of the Fungal Grotto guest rooms: a bed 
with a matrress of particularly spongy (and chatl}•!) moss, 
a few chairs, a desk, and a chcsl of dmwers. The gucs1 
rooms arc 1he only place where d,e p.irty will encounter 
hyphanir dr.iwcrs, which usually agree to be opened, but 
sometimes need to be persuaded. Searching the room may 
yield some minor!)• interesting or valuable items left behind 
by previous guests. 
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The Tavern Guests 
-------------

Foof 
A halfling druid wh06C special focus is 
mushrooms (she is, as she will tell anyone 
upon meeting them for the first 1im c, 
president of the Mushroom Appreciation 
Society), Foof is a frequent visitor to the 
Fungal Grouo. She loves researching 1hc 
mushrooms and getting 10 know them 
personally, ~nd then ;:ipplying wh.n she 
learns of their pcn;onalitics co her druidic 
mushroom study. She and Lumcir have 
completely d ifferent philosophies about 
u~ing mushTOOlllS for magic and don't get 
along at all . She can usually be found on the 
patio (Al), bt.11 also in the dining room (A2), 
the Truffle Theater (82). or her room (83). 

The Flying Fun Guys 
A human family acrobatic troupe of nine commoners. the 
Flying Fun Gu~•s have bccn a regular cmcrrainmcm act at 
the Fungal Gtol'tO for \'Car$. They arc completely ordinary 
humans except for t heir exceptional acrobatic abiliries 
and their open embrace of fungal culture. The children 
have grown up around the mushroonu and are quite at 
home playing with them, eating them, and fc.cding them 
with any dead animals they find. 

Fergus, the patriarch, is a jolly lover of .. dad jokes" as 
evidenced by the name of their iroop from his favorite 
joke: "A mushroom walks imo a cavern. The barkeep says, 
'We don' t serve your kind hcrc!'Thc mushroom replies, 
'Why 1)()tr I'm a fun guy!"' 

Francine. the matri:uch, is more .serious and demands 
quite a lot of both herself and her family during prauicc 
and pcrfonnancc. She is a loving mother, if a bit stricr 
with her children. The children range in age from 6 to 18 
and are named Frank, Freda, Forrest, Fila. Flovis, Fern, 
and Firsa. The youngest, Firsa, has a close relationship 
with the sporelin~'S and tends to creep about the tavern 
observing, so she is full of information that she doesn't 
rcali2e is useful. 

The Flying Fun Gu~·s pcrfonn in the Truffle Theater 
(82), and can also be found in their rooms (C4 and C;)_ 

The Caterpillar 
The Caterpillar crawled into the Fungal Gremo from 
another world entirely and is rather amused by things here. 
It is fond of smoking dried mushrooms from a hookah, 
p0sing odd qucs1ions to 1hosc ir meets. such as, "What size 
do you want 10 her" and asking people to recite poetry. It 
spends some t ime in the empty-appearing guest room on 

the third floor (CJ), but likes the00$(..->rvation deck (DI) 
more. It is rather lmgc for a caterpillar, and is the only 
speaking animal in the Fungal Grouo. It is completely 
unlike any other sentient creature found in the tavern, and 

does not seem to belong at all. 

Lumeir 
The archmage Lun)Cir is as obscs.s<.-d with 
mushrooms as Foof, although his uses for them 
and attitude are completely different. While Foof 
rnlk.s about mushrooms in an cxcircd, lo"ing wa}', 
Lumeir discu$SCS them with a clinical, evaluating 
detachment. He and Foof do not get along and 
do their best to avoid each other. Tl1e gardeners 
also dislike Lumcir and often need to shoo him 
away from the nursery. Lu mcir would like nothing 
better th.'ln to have a sporeling of his own, and if 

a charaeter happens to have one from the nursery 
he will try to convince them to give it to him, despite 
the sporeling very visibly not wanting co go wich him. 
Giving a sporeling to Lumeir will rcsuh in banishmem 
from 1he Fur\f,,al Grotto. Through his experimentations 
with mushrooms (some that the fungaloids mutter 
are unnatural, and there is VERY little that dist urbs 
fungaloids), Lumcir has dc\•clopcd some unique potions. 
He will exchange those for more supplies--since so many 
of 1he mushrooms arc suspicious of him, 1 hey will no 
longer voluntaril\• offer themselves or 1heir brethren to 
him. He is usually on the patio (A 1), at Gyro's Bar (A2), 
or in his room (C2). 

Rotmin the Supplier 
A dwarvcn veteran hunter, Rotmin (or ''Shroomy" to 

his friends) stumbled across the Fungal Grotto ,•cars 
ago while mining. Once he tasted the delectable fore, 

it became his favorite place and he will often come 
for a fow days to parta.L:e of all the varied mushroom 

dishes. He can be found eating in the garden patio 
(Al), caring in G)•ro's Bar (A2). or caring 

in his room (B6). Some of his reactions 
10 the food imply an addict ion to 

it, and he cannot go more than a 
month without returning to the 

Fungal Grotto to partake of the 
mushrooms. Characters may also 

encounter him in the fungal 
fields that surround the 
rnvem. He rarely pays coin 
for his room and board, 
b.u instead comes bearing 
creatures in various stages 

of decay. It is best no1 to ask too 
many questions about the manner of 
their dearhs .. 



BS. The "Mush"' Room 
One of the more private spaces available for guests, 1his 
room is perfectly round and looks unscnlingly familiar. 
From 1hc 01.11sidc, it looks identical to the Great Mushroom 
in every way other than s ize, righ1 down t0 the coloring, 
pattern of gills, and location of spott ing. A coiy room 
with walls a ll around (a rarity in this tavern, as the 
mushroom folk don't quite comprehend privacy), this room 
nevcnhcles.s is usually unoccupied. Patrons compl,1in th<1t 
i1 is too noisy, especially when o ne is trying to sleep. Any 
party member who aucmpts to spend the night in this 
room will be kept awake by a consram munnuring. 11\0~ 
with keen e-ars can hear things that sound like dreams of 
01hcr worlds, far bc\'Ond the Fungal Grotto. 

86. Rotmin's Room 
Rocmin always requests a.room on the second floor 
because th<: first floor rooms are closer to the food service. 
Rumor is R0tmin used to stay in a room 0 1~ the first floor, 
but the proprietor$ realized he consumed way too much of 
the food there and needed to give him some space from 
the edibles. They no longer offer a guest room on the fim 
floor because of his appetire. His room is filled wirh din:y 
dishes rmd clothes flung about. Sometimes the fungaloid 
housekeepers are there, cleaning up and chaucring among 
themselves about the gluttony of some humans (a foreign 
concept to the fungi, who eat only what they need). 

B7. Tunnel to 3rd Level 
This numd is similar ro the tunnel between the first and 
second levels, only more wakeful. The fungal foe{'£ in these 
walls are more likely t0 talk about the tavtm and irs history. 

Fungal Grotto t-~ 
Cl. Hallway/Gallery 

The h..11lway boasts a surprising amount of pictures, 
ranging from childish scribblings to elaborate o il 
paimings. All of rhem arc of the tavern, inside and out, 
created by parronsover 1he cemuries. Older pictures show 
a fresher Stump with a comp.tr:uivcly small m~1shroom on 
top, and while the paintings are not in any chronological 
order, one can trace the rimcline of the tavem by the 
dcca}• of the stump and the size of the Great Mushroom. 
A ch,1ractcr who adds a picture 10 the wall receives a free 
meal at the pub. 

C2. Lumcir's Room 
This is the only room that is locked (lx>th physically and 
magically) at the Fungal Gr01to. The fungaloids gnimblc 
abo..n that; they do n0t understand the idea of locking 
away a space from cveryont else. If one can get past ,he 
locked door, they soon will understand why. 
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Lumcir's room has all the appar:nus of a modem wizard'.$ 
lab: 1hinb'S bobble in glass jars, thin 1ube$ whirling in 
circles. lots of bottled liquids, bags of powder, and smal l 
tins o( wa;,c in various colors. There is a locked wooden 
trunk th:u can lx: opened with a OC 15 Dcx1crity 
(Thieves' Tools) check or with a key obtain(.ad from Firsa. 
Inside arc whar appear to be tiny fungaloids, but they do 
not talk and seem very listless. A ny attempt to free them 
or reunite rhcm with other inhabitants of Fungal Grotto 
will only be met with strange looks from the other fungi 
and 1hc comment, "They don't belong here." 

CJ. Large Guest Room with Private Balcony 
The large guest room is a lways e mpty of beings. but there 
are many things scattered about here that show that it 
is currently in use and the lodger is elsewhere. All the 
furniture seems a bit ill-proportioned compared to the 
other furniture in r.hc tavem. Things found Ylhen 1.he 
room is searched include a bottle with a mg reading, 
"Drink me," an immensely oversized ha1, a deck of playing 
cards, a vas,c of whi1c roses 1hal are pariially painied red, 
and a black h.'lir bow. If the party rakes any i1cm from 1his 
pl-1ce and laier shows it to the Caterpillar, he wi ll remark, 
.. Ah, so SHE'S here too! C urious .. . " If they show any 
of these items to Firsa, she will say something about her 
friend with the srrn~ grinning cat. TI\c wall above 1hc 
balco1'\y shows signs that SOn'\ething: frequently uses that 
route to climb to 1he third level observation deck. 

C4. Fergus and Francine's Room 
When the Flying Fun Guys pcrfonn, they are given rooms 
C4 and C5 for their exclusive use. Fergus and Francine 
h,we this room. It is filled with trunks and a jumble of 
performance props for their act: long fMq scarves for 
aerial stunts, juggling pins, torches for fire-eating, and 
swords for swallowing. The trunks mainly hold clothing 
and a few perwnal items. A false bouom in one of the 
trunks, which can be unlocked wirh a DC 10 Dexterity 
(Thieves' Tools) check, revL-als a paper showing that 
Fe~ru.s and Francine's real names ::ire in fact Winston 
and Marissa Dumpfall. 

CS. Child ren's Room 
This room is fitted wirh bunks and bedrolls on the floor 
to accommodate the seven Fun Guy children.1l1crc is 
barely room to walk bc1wecn all the bedding and random 
wys. Sometimes a wandering spore ling may be here, as 
they love playing with the Fun Guy children -1nd their 
human toys. If any of the children are there, they will 
begin performing for whoever is there. 

C6. Platform 
This offerS a good view of the fungal fields that surround 
the tavern. The fields seem to have several odd looking 
lumps under the non-sentient mushrooms that grow 
rampant there. Some of rhe lumps .seem shaped like 
dragons lying on their sides. 

C7. Empty External Plate Guest Room 
This room is empty other than 1he usual hyphanir 
fumiwrc. Searchi1'!: rhc drawers reveals a variety of 
items left by previous guests. 

Dl. Observation Platform 

The observation platfonn offers truly magnificcnr views of 
the cavem. Formed by the top of the tl\."'C stump and worn 
smooth by both fut'!:i and feet over the centuries, it has 
many hyphanir lounge chairs and a few rabies of varying 
sizes. An excellent place for an outdoor tea part}'·· 

02. Secret Passage into Stalk 
of the Great Mushroom 
The secret passage inro the .sralk of the Great Mushroom 
can be found in two ways. First, by complet ing the 
Caterpillar's quest or fight ing him (either of which 
banishes him bad: to his own world). Second, by making 
a DC 16 lntclligence (lnvcS£igation) check around lhe 
outside of rhe mushroom. Once inside lhe mushroom, the 
players can then communic:ue with the Great Mushroom. 

Afrcr speaking with the party, the G reat Mushroom 
will allow passa",e to 1hc \•cry top of it. This can also be 
reached with a DC 17 Strength (Athletics) check (DC 
10 if one is wearing the booisand glot-oes of fun~lkind). On 
top of the Great Mushroom is a sm,'ll l mustached man in 
ovcrn!ls. He will ask the following riddles: 

"What room has no windows or doors.!" 
, A Mushroom 

"You have heard me before, 
yet you hear me again~ What am H'" 

• An Ee.ho 

"I have no feet, no hands, and no wings, 
yet I climb to the sky. What am I ?'' 

• Smoke 

If all three arc answered correctly he will give the party 
a red mushroom with white spots and a peach. Either, if 
eaten, will double the character's jumping height for one 
round, and cause 1he j~nnpcr to deal 2d6 bludgeoning 
damage to any creature they land on. 
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MENU 
A message from the prcprietors: If this is your fi™ time eating at the Fungal Grotto, it is likely to be a 

shock when you realize that mushrooms form lhc basis o( every item on the menu. This is in kct.-ping with 
the mushroom people's life cycle philO!iOphy: everything is eventually eaten by mushrooms., so turnabout 

is fair play. Why not allow humanoids to in!,-est some of our own, \,1,cn :.ill humanoids will c"entually 
feed mushrooms!Our cardinal rule here at the Fu11!,-al Gr0tto is co cake no more than needed, and allow 

rime for the mushroom ro replenish its body before taking food from it again. Thus some items may 
become unavailable as the day goes on until the mushroom has time to regenerate. Your p.ttience and 

understanding are appreciated. 

EYnl1~1,:s 

Cipo :S Cipo - 4 sp 
A treat for the eyes and tastebuds! Watch the 

gyroinitrn mushroom be picked right at your cable 
by (and from!) Gyro. Gyro will then sautee the 
mushroom at ~'our table, and presenr ir rolled in 
a pita brend with other freshly-picked delicacies 

of your choosing from the seasonal growth. 

C.a.zckt;,n or ¢h.t;, Wood 
as You hikt'/ ./( - 4 sp 

The Fungal Grotto is hOit to one of the largest 
living chicken of the wood mushrooms in (he 

worlcl! As such, "chicken" is n staple of our menu. 
Prepared upon request in any way (hat chicken can 
usually be served-jusc de.scribe i1 to Gyro and he'll 

make it happen! Our fried chicken basket is also 
an excellent meal on the b,'O i( you're in a hurry to 
be off adventuring or i( you just need (ood for that 

springtime picnic! 

Puff ¢h.t;1 Maffei::' 
Nusiiroom - 4 sp 

An air-fried giant puffball mushroom that will melt 
in your mouth! So lighc and crispy, you'll foel llke 
you're cming a cloud. (What are thoscrWc think 

they're in the "sky," whatever that is.) 

Nush.room Nush.room 
Nush.room Pk1;a.1 - 4 sp 
The ultimate mushroom lover's pizza, it has many 
varieties of sliced mushrooms. Other tr;1C.lition:.1\ 

pizza toppings me available, but why on earth would 
you wam chem ,,~,en )'Ou can have wall,to-wall 

mushrooms on your pina!This pizza lS unique in that 
a pie for twelve folds up to the size o( a postage stamp 

(or t.'<lsy transport. Rumor has i( rhat Lumeir was 
responsible for figuring out how to do this, and that is 

why his presence is tolcmccd at the mvem. 



Coc·KTAI 1,s 

MC6t of the liquors arc either mushroom-infused or fermented 
from mushrooms. All arc served in a hollowed mushroom 

cap with a liule mushroom umbrella (which will sing 
"Happy Birthday" upon request; ~e Gyro for details). 

W~ Cap H.w-M Cap -1 ,sp 
A wine spritzer with essence of 

wine cap mushrooms. 

Candy Cap - 1 sp 
A sweet neat of chocolate liquor and molasses spirits. 

Peppermint option also available during winter holidays! 

11i.tt E'anr Rwg - 1 ,sp 
A sampler of our best mushroom liquors. Warning, some may 

have unexpected effects! 

NOTE: See list of Lumeir's potions for 
JX>5Siblc outcomes. 

By and from the kids! Currently &rrowing on 
our youngest fungal members, these modcsr 
portions arc suirablc for appetizers or those 

with small stomachs. All items are developed 
by I he young chef apprenriccs studying the 

culinary arts at the Fungal Grotto. 

C:nz.JJ_chMush - 1 ,sp 
A variety of creamy mushroom spreads and a 

selection of crac.kers. 

MushStuff - 1 ,sp 
Mushrooms stuffed with }'Our choice of filling. 

Choose between pesto, spinach, sausage, or 
c heese. Can't decide! Upgrade to dinner (Jsp) 

and trct all the stuffings on your plate! 

Jl,fu,w/;o.i - 1 ,sp 
Diced mushrooms seasoned and rolled into a 

deloctable pastry. 

jl,fush}l,fas.fi -1 Sp 
A mix of our seasonal mushrooms mashed and 

served with a buttery sauce. 
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The Quest Board 
The quest board grows on 1hc s ide of the 1rcc, made upof 
chin 1hreads of bioluminesccnt fungi that fonn the words 
of each que-sl. 

PATIO PARTY SETUP 

Seeking someone 1d1h an anisii.c eye and persuasii-e namre w 
rearran~ the patio fi,mitmd Ask w speak wiih F(q. 

Foof is throwing a party for the Mushroom Appreciation 
Society. She needs a group seating arrangement for ten 
on the patio, but all 1hc rabies and chairs arc arranged 
for o nly two- and four.person seating. As a ll the tables 
and chairs arc hyphanir, they cannot be moved about by 
hand; one must persuade them to nlO\fC, and quickly, as 
the pany is 1his evening! Foo( is consumed with all other 
mimuiae of 1hc parry and really needs 10 delegate this 10 

someone else. Besides, shc-ahcm-migh1 !'l.·wc annoyed 
the h yphanir one 100 m,my times with her co1\Stnnt 

tweaking of seating ;md now they won't move for her at 
all. Sec the hyphanir stats for how to move them. Each 
piece musl be moved individual\~•. Should Foof's name 
be memioned 10 any of ,he forni1urc, rh:u increases the 
difficuhy of all rolls by 2. 

Should the pany only partiall)• succeed in arranging 
the seating by the required time, Foof will sigh, say the 
Mushroom Appreciation Society is used to making do with 
inadequacy. than\.: them for helping:, and offer each person 

a choice of 20 sp, a small packet of medicinal mushrooms. 
or a travel appetizer from the Fungal Grotto Menu. 

Should the party successfully arrange seating for ten 
in the required time, Foo( wilt than\.: them profusely 
and give each person 10 f.'P as well as a L'lrgc packet of 
medicinal mushrooms and a tnwd em rce from Lhe Fungal 
Grouo Menu. 

Should the pany arrange more seating t.lum rcquin..--d, or 
mo\le an umbrella as well, Foof will be extra thr illed and 
offer each person an addition.'11 10 f,'P, large ~ckct 
of medicinal mushrooms, or tr.we! emrec. 

SPORELING SITTING 

l...ot'C yoimglings! \'{/e're slumlumded on childcare and roolly 
need some help! Corne to the Nunery for more deutils. 

When 1he party reaches the nurser)' upon undcna\.:ing 
this quest, they find a rather h..irricd gardener r>lcading 
with a crying sporcling 10 lcl 1hcm h.trves1 meal 
ingredients. This sporeling, unlike their follow young 
fungi who arc happily being harvcs1cd, simply will not 
bcco1winccd. The gardener explains 1hm it 00(:sn't hun; 
i1's the cquivalcn1 of trimming a human l'oddlcr 's hair. 
The party must ftm calm t.l1c sporcling by finding a toy, 
singing a lullaby, or playing a game like peekaboo. Once 
the sporeling is calm, the pany mus1 succeed on a DC 14 
Charisma (Persuasion) check to con\lincc the sporcling 



l0 be trimmed. Upon completion of 1hc h,'ln·cst, the 
b,;udencr will give everyone in rhe party ''OlKhcrs for one 
kids menu item, one cm rec, and two cocktails. 

A DC Cl,arisma (Persuasion} check re.suit of 18 or 
more causes the sporcling to become auachcd to the 
ch.'\mctcr pcrsu:1ding them, and they will smn- to rnke root 
on some part of the ch..1ractcr's d(){hing. They will either 
accompany 1he character for the duration o( their ravcm 
visit, or must be again persuaded 10 sm)' in the nursery. 

THE GREAT PET CAPER 

Top Secrec Mission! Come w the Truffle Theaur 
and look fqr smafJesr Fun Guy. 

Unlike chc other quests, this one is scrawled in chalk 
in a childish-looking scrip!. When the party goes to the 
Truffle Theater, they find the Fl)'ing Fun Gu~•s rehearsing. 
The roungest child seems distraCll .. "<I and is scolded by 
her 1nother and furher for not pa\•ing aucntion. After the 
rehca~-.1. the Fun Guys re1reat m their rooms, except for 
the youngest, Firsa. She 1clls the party th.i:it the Fun Guys 
jusr arrived back in the Fungal Grotto and this time, she 
smtek her pct in: a miniature pig. Her parents told her 
that she had to be ,,cry careful about the pig, as pi~,s love 
truffles at-.cl they can't have the pig eati llg all the theater 
snacks. But she lost the pig and is worric..-d what will 
h,1ppcn if her parcncs find oot, especially if it cats all the 
truffles before dlC show tonight. 
The pig can. be found in the follQwing ways: 

J. Build a 1r.1p baited wi1h 1n1ffics. The pig will emerge 
and be !'rapped if e,,eryonc Stays quiet for 10 minutes. 

2. Firsa mentions that she last saw the pig in a specific 
room (determined by GM). If there is someone in the 
room, the party must first get that person to leave. The 
pig is very shy and will not come out if other people 
arc in the room. The part)· must be absolutely still and 
silent for 10 minutes and at least one member of the 
parry mus1 h.ive a truffle with them for the pig to come 
out. Upon spotting the pig, someone mus1 make a DC 
14 Dcx1eritycheck roc~uch him. 

Any serious suggesrion of ca1ing the pig \,•ill make Firsa 
bum imo 1cars and render 1he task o( caiching the pig 
impossible unlcs.s Firsa can be convinced tha1 they were 
joking and .she calms down. 

Once the pig is obtained and rclurncd to Firsa, she will 
give Lhe pany a key a.-.d say, "111c creepy wizard dropped 
it." She will 1nentiQn that she sometimes listens ro the 
dre-:uns of the Great Mushroom 
in the ~Mush" Room. 

Fungal Grotto t-~ 
HARVEST SEASON 

1-fan>esters 11reded! See Trametes in the l.rothersrnith Shop. 
I-land-crafted specialty irem as p:lymem! 

Tr:imetes explains that they make leather from mushroom 
roots. The roots must be gleaned from outside, as ripping 
rootS from within Fun~,al Grotto could damage its 
stn1crural integrit)'· The pany can find mu.shroom r00ts in 
the Fungal Fields; ir will rake abou1 two hours to har.·est 
enough. During the hmvcst, they will notice that there arc 
an unusual number of body parts of all sons of creatures 
in varying srates of decay. Should someone try co identify 
the bones, 1hey will find 1hat man)' of them arc dragons, 
remnants of the great battle. TI1cy may nm acr06S Rotmin 
bri~ingsome new offerings; he can explain 1norc about 
the mushroom culture and attitude 1owards death. Upon 
the party's rctum with tl'\C rOOls, Tm.metes will cm.ft rhe 
boots and glot.-es of fungalkirul. and give them in exchange 
for his fresh materials. 

LUMIER'S QUEST 

Need to make some quid< money and get some nifty J,otions? 
Com, ,o rh, rhmJ fl= afier Mrk. 

On the 1hird floor, t he party will meet Lumier, a suspicious­
looking wizard who 1hcy may h.1vc spoiled in the ~mlcn 
or pub earlier. He says he's on the \'Ctgc of a major magical 
breakthrough. and really needs some of the sporclings to 
comple1c his work. Lumicr can't get it thcmscl( bec:]uSC, 
''The caretakers don't like me. Crazy, right!" 

Obtaining dippings from the sporelings requires a 
OC Charisma (Persu.-1sion) check of 15 to pemmde 
both the gardener and the sporcling. If Lumicr's name is 
mentioned, the DC increases to 17. When the dippings 
arc brought to Lumeir, he will offer one of his ma11y 
potions or spc..-cially enchanted musluooms as p;'lyment. 

Lumeir's Potions and Magical Mushrooms 
Lawyer's Wig: Gives cater knowledge of lci;.oal mancrs 
and rhetoric for 5 rounds. 
Boor~Lace Fungus: Gives cater knowledge of knots for 
5 rounds. 
Charcoal Sumer: C'ln be used as an instant fire-staner. 
Fairy Ring: A series of ten mushrooms th.1r can be used 
to create a circle. Any creature th.'lr enters the space 
must succeed on a DC 12 Wisdom saving throw or dance 
uncontrollably for I minute. The effect also ends if the 
circle is broken. 
Parasol Mushroom: Can expand to be parasol~sizcd for 
the bearer for 5 rounds. 
Man on Horseback: Conjures a mushroom steed that can 
cany so1neo1'\C and their gear for 5 rounds. 
Angels' Wings: Eater will sprout wings and be able to fly 
for 5 rounds. 
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CATERPILLAR CHALLENGE 

Fancy a spot of tea and con11enation! 
Came to the OOSeruuian deck this afternoon! 

When 1he party reaches the observation deck, they 
find a traditional Brllish-srylc high tea spread. A large 
caterpillar smoking a hookah is chc hosr, and there are no 
fungaloid s in sight. The h yphanir arc unusually silcm in 
chc presence of the Caterpillar. 11lcrc is a general sense 
1ha1 thin~,s arc not quire right here, like it's an altered 
version of rhC world 1hat should no1 be. 

The Cat.crpillar says tha1 he is fond of poetry and 
nursery rh~0mcs, and asks that everyone recite one for h im. 
Anyone who docs is given a choice of taking a chunk out 
of the stalk of the Great Mushroom; the Catc rpilJar will 
tell them that ''One side will make you grow taller, and 
the other side will make you grow shorter." It is a 50/50 
chance which c(foct will occur (and no way to find out 
umil it is eaten), and this is re-rolled every time someone 
takes some of 1he Grea1 Mushroom. 

I( anyone nsks the Caterpillar , "Who arc you!" he will 
only ever answer bad: ;'Who arc yoor'' Should .inyonc 
speak the words "Lewis," "Carroll," or ''Alice" to 1he 
Caterpillar, it will attack. Upon defeating it, a doorway 
into the Grem Mushroom will be revealed. 

TAVERN HISTORY 

Millennia ago, a vas1 banle raged between dragons in 
and over a forest, 1hc final chapter o( a long and bitter 
civil war. \'(!hen it was done, han..lly a dragon was lc(1 
alive on the field, and only one. massive. sentient tree 
swmp remained standing. As the majestic corpses 
began to decay, all manner of life tha1 focds on the 
dead began. to spread. The tree stump, saddened by the 
death of all its kin ~nd the other life, began to s ink into 
the ground and welcomed its own demise. But i..s time 
passed, the tree was intrigued by the new lifo emerging 
in and around its roots. As the nee slowly decayed, 
iu consciousness transferred 10 what is now the Great 
Mushroom 1ha1 tops the remains o( the stump. The 
Great Mushroom and other fungal lifo spread until there 
was a massive collective o( lifo in and about the slUmp. 
To prmccr the new colony, the tree used its L'lsl energy 
to send its roots deep and pulled the whole strucrure 
underground. Once the entire colony was safely 
hicklcn, the 1rce's sentience folly moved into the Great 
Mushroom. where it still resides. It is a benevolent spirit 
and loves a.ll the fungaloids and hyphanirs, bur ii has 
more o( a sense o( individuali1y, which it keeps from 1hc 
collective consciousness.. h is the only mushroom bein~ 
rhat will refer to itself as Kl"- all others refer to both 
themselves and mhcr fungal beings as "we." • 
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Stat BlocliS 
HYPHANIR 
Hyphanir resemble various pieces o( furniture and 
structures. They grow imo 1heir shapes and po6i1io~ 
very slowly, but can move or be moved i ( necessary. 

HYPIIANIR 
Small lo Medium plant neutral 

Armor Cass: 15 
Hit Points: 44 (8d8 + 8) 
Spu d: See chart. otherwise assume Oft. 

STR DEX CON INT WIS CHA 
16(+3) 4(-3) 14(+2) 8(-1) 12(+2) 10(+-0) 

SenKs: blindsight 6oft.. passive Perception 12 
Damage Immunities: poison 
languages: Common. fung,sh 
Challenge: Successfully moving them or convincing them to 
move• 1/8 (.SOXP) 

Stubborn Mobility. Each hyphanir chooses a spot. taking into 
account the lay0ut of the room and their function in it. Once 
they have determined the best spot. they will send roots into 
the floor or ground. rendering them unmoveable by o-dinary 
means. They must either be persuaded to move on their O'Wl1 o, 
persuaded to allow themselves to be mCNed by ano1her creature. 
Unsttn Grip. Because or their rooting system. all hyphanir 
furniture are consideR:d double the weight of a comparable 
- normal .. piece of furniture. 

HyphanW T~ Consent to b~ Mo~d Mov~ on Its Own 

Ptrsuasioo Wt,ght Pttsuasion Sj><tdl 
Check {pounds) Ch<ck Ramd 

Stool 8 4 ,o 6 inches 

Chatl' 10 II I foot 

Stneh for 2 10 JO 12 2feet 

Tablt for2 11 80 14 2fett 
Tablt for 4 14 120 16 I fool 

Tablt fora 16 200 18 6 inchts 

Umbrella 11 JO 14 6inches 



FUNGALOID 
Fungaloids arc the 1n()re humanoid o( the two mushn>on1 
spec ies. Their looks vary widely, as they can resemble 
any mushroom in existence (and a few that don't exist 
anywhere else). TilCir sizes vary from small halfling to tall 
dwarf, depending on mushroom species. Stars give n are 
for 1ht average funt,snl¢ id. Fungaloids do not use wcap<.>ns 
o ther th.·m their natural defensive spore clouds.. 

FUNGALOID 
Small or medium plant. neulfal 

Armor Class: 13 
Hit Points: 66 (12d8 + 12) 
SpHd: 25 

STR DEX CON INT W IS CHA 
14 ( +2) IO(+o) 12(+1) IO(+o) 12(+1) II (+o) 

Skills: Medicine +2 
Damage Immunities: poison 
Senses: darkvision 50 reet. passive Perception 11 
Languages: Common. Fungish 
Challenge: 3 (700 XP) 

Paeifi.st Pre/aen~. fungaloids working in the Fungal Grntlo 
will only engage in combat ir they or another fungaloid or 
hyphanir are auacked first. Their method or defense is to 
release poisonous spores at the attacker. In combat. they will 
attack first with their steep spores. Ir an attacker continues to 
fight. they attack next with their poison spores. and finally 
with their coma spores ir the first two \litre not enough to stop 
their attackers. The fungaloids will eject anyone subdued 
by their coma spores from the Fungal Grotto and bar them 
permanently from the tavern. 

ACTIONS 

Slttp Spores. One creature within 10 feet of the fungaloid 
must make a DC 15 Constitution saving throw. falling asleep 
for 2 hours on a failure. 
Poison Sporn. One creature within 5 leet of the fungaloid 
must make aDC 17 Constitution saving throw. becoming 
incapacitated for 5 hours on a failure. 
Coma Spo,~$. One creature within S feet of the fungaloid 
must make a DC 19 Constitution saving throw. falling 
unconscious for 24 hours on a failure 

THE CATERPILLAR 
large caterpiltar. ChaOlic Neutral 

Armor Cass: 18 
Hit Points: 75 ( IOd IO+ 20) 

Fungal Grotto 1; 

Speed: 20 feet (walking or d imbing) 

STR DEX CON INT WIS CHA 
16(+3) IS(+2) 16(+2) 18(+4) 20(+S) 9(+0) 

Skills: Arcana +7. History+7 
SenKs: Passive Perception 15 
Languages: All 
Challenge, 2 (4SO XPJ 

Immortal Visit. The Caterpillar cannot be killed. but if 
reduced to O hp (or if its requests in the Caterpillar Challenge 
quest are met) it t)(plodes in a puff of glitter. leaving the 
Fungal Grotto and going back to its own plane of existence . . 
Innate Spellcasting. The Caterpillar's innate spellcasting 
ability is Wisdom (~ving Throw DC 16). It can innately 
cast Enlarge/Reduce at will. requiring no material or verbal 
components. 

ACTIONS 

MulliaUaek. The Caterpillar makes 4 attacks with each of 
his front four taloned legs. 
Talons. Melee Weapon Attack: +2 to hit. reach 10 ft. I targel. 
Hit: 5 ( 1d4 + 3) slashing damage. 

. ., 
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IRONSTEIN MINE 

T 
he lronsrcin Mine used to be a high-grade mining oper.:uion run by dwarves. It was decommissioned due ro lack of 
ore years back, bUI h as recently been reopened . An industriousdwar,,cn woman, Hermina Flintbrcath, has opened 
the tavern by 1he same name to cater to merchants and trndcsfolk associated wi1h the newly restarccd mine. 

Unbcknm11mst to the rnvcm's operators. however. a small tribe ofkobolds claimed the abandoned mine years :ago, 
The kobolds arc hiding from an evil presence somewhere deep in rhc cavcms that took oVl'r rhcir original home. 

Ch:uactcrs who linger too long may become swept up in the oncoming 1hrea1 JX>St.--<l by rhis mysterious evil. 
This loca1ion is an ideal resting s10p for characters traveling, in the dark, cavernous regions of any fantasy world. 

The threats surrounding chc tavern, as well as the sidcqucscs, a rc intended to challenge level 5 characters. 

L OCATIONS 

The lronstcin Mine Tavern should rest in 1he comer of a 

vast rocky cavern. Lmni11ous, nearly human-sized crystals 
litter the walls of 1his main cavem , painting the entire 
area in a wam, purple glow. 

Sheep Pe,u. One end of the cavern contains many 
large pens holding a special breed of dwarven sheep 
accustomed to the underground cnviromncm. The sn1.'lll 
flock grazes. contentedly on tough, fibrous mats of an 
unusual faSL•growing fungus the dwarves call "cave-hair," 
which is native to these caverns and the surrounding area. 
A natural aquifer fills a pool of water ll.Sc:d by the sheep. 

The Mine . The reopened dwarvcn mine entrance is a 
five-minute walk from this cavern via a series of natural 
tunnels enlarged by thcdwarven miners. Occasional lanterns 
lit by cominua l lfame spells provide dim liglu 1hroughout 
1hcsc passages. The dwarves have rccendy insmllcd a rail 
trock ea:Si08 tnwel b."'twcen the mine and the ta"em. 

General Construction. The impressively engineered 
omer structure is fashioned from stone and metal and built 
against· the cavern's wall. This srrucn1rc provides access ro 
a ne1work of passages carved into the surrounding rock. 

Tunnel,:. Long ago, many natural runnels were widened 
and shaped by dwarven artisans to create comfortable 

living spaccs. 1l1e cavem's extent is limited to these 
finished areas, though a few natural tunnels st ill exist. 
The new owners have scaled unused pass..'lies with solid 
stone ..,.,alls. The full extenr of these llllmcls is unclcnr. 
Some SJX!culatc the tunnels may sprawl far enough to 
co1mect with the lronscein Mine itself, though none alive 
arc certain it's 1ruc nor has anyone taken ,he time to map 
the rough passages. 

Kobold Warn.•1u, Unknown l'O mos1 current e mployees.. 
hidden entrances exisl into lhc tavern from a net"''Or~ 
of unexplored tunnels. A small tribe ofkobolds recently 
established a home beneath the tavern (area E) in the 
forgotten tunnels and have gained access to sections of 
the tavern, including the tavern's larder (A3) and Mil.:or's 
Supplies (AIO). 

Tavem's Main Entrance. The tavern is built into the 
cavcm 's side. I rs solid srnne fom1 protmdcs from the rocky 
surfucc. Dull metal sh,'lpcS 1rim the mucrnre, and a pair 
of lanterns illuminate the entrance to ,he bar and eatery 
(Al) with a warm glow. 

Si.de Encrances. A door opens to the kitchen (A2) near 
thccavem wall, which staff use to deliver 1hc food and 
drinks. To the left of the main cm.ranee is what's nl06dy 
called "the Store's cmrance," providing access to the 
hallways that lead to the living areas of the ra,•cm (Al I). 
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AREAS OF THE TAVERN 

Hallways. Most hallwa)'S arc 5-foct wide and 8-fcct 
tall, with rough chiseled walls and polished stone floors, 
illuminated by regularly spaced copper lamcms holding 
con1inunl fhnne spells. 

Doon. Expcnly fushioncd doors open into private 
chambers on pivoting slabs of stone (AC 17, 22 hp, 5 
d:nn .. ,gc threshokl). Each door includes simple locks that can 
be picked with a OC 15 Dcxtcrit)' (Thic\•es' Tools) check or 
forced open with a DC 20 Strength (Athletics) check. 

A 1. 8:1r and Eatery 

This large sp-ace is a welcome rc1rca1 for miners and 
merchants trading with the reopened mi~. It is finely 
e ngineered, cra.fted from stone and iro n, with exquisitely 
painted silver and gold trim. Numerous monster 
heads hang: mounted upon the walls. Round tables arc 
scattered 1hroughou1. each surrounded by sturdy wooden 

hrnnina 
Fltntbrtath 

stools. Taller stools line a long mern.1-ropped bar. 
A curt.iincd entrance hides the ravem's stor:.=igc space 
(A4). A swinging door provides accc~ to the l::irchcn 
(AZ), and a tunnel to the west leads to restrooms, shops, 
and guest rooms. 

During busy hours, Hermina Flintbreath cheerfully 
serves customers. She is ,ii wars cager to hear news from 
the mines, particularly of unusual events. Secretly, 
Hermina has made a pact with a mysterious entity and 
1,ecds adventurers· assistance 10 enact a final piece of her 
patron's phms (see 1hc qu~t A Voice in the Darkness). 
Ideally, this should occur once the characters have had a 
chance to complere other quests in the 1avem. 

Zhag rhc ,roll is 1he rnvern's bouncer, who only lisrens 
10 Hermina. Zhag can ovcncalously eject troublesome 
patrons. Regular servings of fresh mutton have kept Zhag 
amiable enough. rhough some patrons wonder what mighr 
happen if the mutton supply disappeared. 

Bigglcsby Hemphom is the uwern's ovcrly-1alcntcd 
musician, whose fatalistic view of life affcc.cs. his mstc in 
music. If left to his own dc\'iccs, rhe &>name will play sad 
dirges on his lyre atop the small stage in the corner of 1hc 
room. Patrons and staff mus1 regularly coerce Bigglesby 
to play livelier runes, usu.·lily rhrough offers of expensive 
drow brandy. 

\Xlhcn Hermina is not pr~nt, Gunder the cook CO\•ers 

bancnding duties. At any given time, one of the ta\·crn's 
general srnff also helps serve customers. 



THE TAVERN OPERATORS 
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HeYmina f!intheath 
Hermina Rintbreath is the tavern's friendly dwarvcn 
bancnder, sccrcd ~• working to awaken an ancicm evil 
trapped within the mines. 

Hermina has a big "·clcoming pcrsonali1y. She always 
greets patrons with a brood smile and a hcnrty "What can 
I gctchar'' She dresses simply unless making her discrete 
excursions ro the outer caverns. ill which case she throws 
on sturdy scudded leather annor. She generally lis1c1\s 
more than she talks and has a pmgmatic "gc1-er-donc" 
attitude that many in the tavern appreciate. 

Despite her pleasant nature, Hermina carries a dark 
secret. She wears a gift from her i,trandfathcr, a necklace 
unknowing!}' made from an evi l-mimed relic from 1hc 
minc's darkest. comers. 

The Voice, a malicious ent ity tied IO her necklace, has 
enthralled Hennina with an offer of great magical powers 
in return for her aid. With the help ofZhag the troll, 
Hermina has secretly rebuilt the Voice's ancient shrine. 
She just nc«ls to complete a fow tash before the Voice 
has promised to deliver great power to her, but she'll need 
the help of some advencurers to finish what she smn:ed 
(sec the quest A Voice in the J::hrlmcss). 

GrnncleY Steelshei!cl 
Grunder (dwarf commoner) is the aged uncle o( the 
owner, Hermina. As he was too old to work effectively in 
the mines, 1-lennina made him the cook for the rnvem. 
Grunder resents being relegated to the kitchen, wishing 
he still had rhe str,mgrh of his youth, :md he will tell 
anyone whQ asks. 

Grunder has a small repcrtoireo(bland yet comf0rring 
foods he makes for the tavern's menu. However, their 
munonsupply is gcning low, and he worries what the 
rnvcm's troll bouncer might do i( they run shorr. Grunder 
is looking for adventurers to procure fresh mcm.s to add to 
his meals. as many have .ilso grown tired of the mushroom 
.ind mut1on scaplcs he is forced to work with (see the 
quest Please Not Mutton Again). 

Zhag 
Zhag is a uoll bouncer working in the lronstein Mine 
Tavern. No one in the rnvem knows why, but d\e troll 
l~tcn.s ro Hermina and generally doe.s whai she asks. He 
can be overly enthusiastic in his work, looking for eveq• 
opponuniry to in0ict pain and throw people "'ho get out 
of hand from the ravcm. 

Generally this has worked well for Hermina, as dlere 
is rarely a problem wirh 1xurons in the tavern. However, 
the rroll's imposing presence may ha,•c affected sales. 

IRONSTEIN MINE ~• -

The normally boisrcrous dwarven miners rend to drink less 
when Zhag is on duty, which is whenever Hcnnina l'ends 
rhe bar. On the r"Jre occasions Zhag is here while Hcnnin.'l 
is elsewhere, the employees know to keep the troll well-fed 
with legs of mutton. Should Zhag become angr,•, eitller 
Grunder (the cook) or Bigglcsby (the musician) will hurry 
ro procure meai to calm their short-tempered rroll. There ls 
a growing concern that the tavern's sheep supply has grown 
low, and what might happen if they nm out. This has led 
the cook to consider other food options (sec the quest 
Please Not Mu1ton Again). 

The truth is Zhag is a gift to Hermina from 1hc 
Voice, intended to b"-1.ird and watch over her. Zhag 
has been a greal protector, saving Hermin.i on more 
th.in one occasion, with the heads of his monstrous 
kills mounted on the walls of rhe tavern for a ll co see. 
Zhag knows the Voice is a dark presence deep within 
the caves, but will not speak of it. Zhag eagerly assists 
Hermina in her service to the Voice (see the quest A 
Voice in the D.ukness). 

Bigg!esby Hemphorne 
Bigglcsby Hcmphomc is a ralcnte<I but gloomy gnome 
musician who regularly plays in the mvcm (g1\0mc noble, 
with Perfonnance + 7 instead of the Insight skill). His 
musical talents are rem.irkablc as he can play haunting 
melodics on nearly an)' instn11nem. Unforrunatcly, his 
rnste in music doesn't alwa)'S align wi1h the ravem's 
patrons.. Hcnnina must regularly have a talk with 
Bigglcsby regarding his song choices. 

Bigglesb~• is a pessimist. He believes everything is 
ultimately doomed to fail, and there's n()( much \\'e ca1\ 
do about it. Despite this outlook, the tavern's bmd always 
dresses in formal attire, even when 1101 entertaining. 

"We're all probably going to die a horrible death, so 
why not look good doing it! Anyone up for a rousing dirge 
to help pass this dreary momem of rcdiumr' 

8,gglcsb~ 
hnnpnomc 
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A2. Kitchens 
This space houses a simple kitchen lhat produces the 
tavern's limited menu. Its cook is Grunder Stccls.hield, 
who is 1hc owner's aging uncle. He's made it clear to 
everyone that he's not happy with his current duties. 
Nonetheless, Grunder capably bu1chcrs the meat he is 
brought and crcal'CS 1hc bland yet filling meals patl'QOS 

h~wc grown1 used m. Gnmder is looking t0 expand his 
meat selection (sec fhc qu~r Please N0t Muuon Again). 

Three doors exit this room. To the south, a swinging 
door leads to the main bar (Al). The eastern wall 
includes a door to the larder (A3 ), while 10 the caSt, a 
back entrance allows for the delivery of food and sur,plics. 

A3. Larder 
This oddly-sh..1.pcd chamber is Stocked with food and 
spices. Remarkable dwarvcn engineering is on display 
as a tangle of pipes cover most of the walls. Frigid water 
pumped from a central wat.ersuppl~• room (DI) kct~ the 
chamber nicely chilled. 

Hidden in the northern wall among the tangle of 
pipes is a secret entrance leading to access tunnels built 
long ago. The c.lan ofkobolds living beneath rhe rnvem 
(area E) use these runnels to "pcnn.'l.nendy borrow" food. 
Bcc:,i:usc of G undc r's i1ldiffcrcncc to h is job, he has not yet 
noticed that supplies are disappearing. 

A4. Bar Storage 
l11is chamber is packed with containers of ale, wine, and 
whiskey. \Vooden c~ues store extra glasses, plates, and 
cutlery. A curtain covers the cnmmcc to the rnvcrn (A I). 

AS. Brimble's Gems and Ornaments 
Just ooe:;idc 1he main rovcm is the small workshop of 
Brimblc Granitchammcr (dwarf commoner). This simply 
furnished room holds a small workbench and display case 
comaining jewell)' Brimblc has fashioned. 

Safe. Brintble kcc~ ,,aluables locked in a srun.ly iron 
safe (AC 19, 14 hp, damage threshold of 5). The safe is 
normally opened using both a key and a 3-digit code on 
a rotating diat Ahernmivcly, d1e safe can be cracked 
by succeeding on two conscc:urive OC 20 Ocx1erity 
(l11ieves' Tools) checks. 

11,e s.ifc is pcrmanendy enchanted with an alarm 
spell !hat intones a loud gong sound if opened without 
Brimble~ key, which he keeps on a 1hin metal chain hung 
from his neck beneath his shirt. 

The safe contains an assortment of !,'<'IDS and jewelry 
with a total value of I ,000 gp. 

A6. Armory Storefront 
Grig Wyrmhcim (dwarf \'Cteran) is the owner of this small 
shop. Tile store is rarely open, as Grig's forge is located 
within the mines. He is a highly $killed blacksmith who 
prefers working at the for&>e to deal ing: with the trivialities 
of nmning :a store. A sign On the door explains the store 
is open for one hour each morning, but appointments can 

be made for the next day if word is le.ft whh He nnina al 
the bar. 

The store's walls are lined with a modest selection of 
metal weapons, armor, and shields. Grig can fashion any 
trad irional iron weapon with a linle nQtice. He docs n()l 
manufucrure annor, imponing the few pieces he sells. All 
items arc of good quality. 

A7. Lavatories 
A pair of small cl05et-sized lavatories exist just 01.1tsidc the 
ta,•em. Waste is dumped via chutes to a sewage pit at a 
lower level (Cl). Hor and cold running water is supplied 
ro a small washing basin. 

AS. Hermina's Private Chambers 
Hermina Aintbreath unwinds in this, her personal space. 
She keeps the outer door locked at all timcs.11,c lock is 
of a higher quality than the cavern's srnnclard, n.,--quiring a 
OC 20 Dcxrerity (Thieves' Tools) check m pick. The room 
is furnished with a comfortable bed, couch, a nd desk. A 
dresser and wardrobe store her clolhcs. A small en Sllite 
lavatory includes a toiler and washing basin with hOf and 
cold running water. Lavatory wasre descends through pipes 
to the sewage pil or~me:nh the tavern (Cl). 

Treasure. A large locked chest can be opened with a 
DC 20 Dexterity (Thieves' Tools) check or forced open 
with a DC 20 Strength (Athletics) check. Hermina keeps 
a single copy of the key wirh her at all times. The chest is 
protected by an e1lChantment that summons a medium­
sized Spc-ctral dragon (use black dragon wyrmling stats) 
when opened without the key. The summoned creature 
roars and auacks 1he nearest creature. If not killed, !he 
summoned crca1urc remains near the chest for up to 
10 minutes or until the chest's key is made visible and 
brought within IO-fec1 of the chest. 

1hechesrconrairufive~ld bars.each worth IOOgp. and 
three sad~ holding 100 ~. 250sp, and 500cp, respccrivcly. 
Also conraincd wi1hin is Hem1ina's diary, where she has kept 
tlO(Csofhcr \\\'.>rk to repair the Voice'sCavcm (Fl ). 
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A9. Shrine 
This room comains a simple muh i,faith shrine us1.."CI 
by anyone staying in the ravcm. A small almr holds a 
selection of candles of varying size ,i.nd color. l11c shrine 
docs nOl have a priest; Hermina has sent a request for a 
traveling priest, bot none have arrived since she reopened 
the rnvcrn. 

A 10. Mikor's Supplies 
MikorGcrf'llforgc (dwarf commoner) runs this modest 
shop selling general gocxls and supplies. Most non-magical 
advcnmringgcar wonh 50gp or less can be found within. 
Business has been slow, so Mikor is motiva1cd to sell, 
sugges1ing acklitional items to augment cust0mcr purchases. 

Mikor's aging mother, Hclb-'<I (dw;i;rf commoner) sits 
in the back of the store. She is bent with age, mostly 
blind, and hard of hearing. She speaks loudly, frequently 
critiquing customers' appearance. 

Unknown to Mikor or Hdga is a secret door at rh<: rear 
of their shop. This hidden door provides access to 1he 
nest of tunnels th..1.1 lead [O the Kobold Warrens (area E). 
A thieving kobold in this store could initiate 1he qucs1 
Tunnels and Thieves. 

Reading the Stones. Helga sits beside a table covered 
with .small crystals, each engraved with dwarven n.mes. 
For 10 gold pieces, she will read the character's fortune. 
G Ms arc encouraged to use these fortunes to drop hints, 
clues, or warnings ru; needed. 

Additionally, GM's inay wish rouse Helga's fortune 
Table, as shown below. Helga will only give one forrune to 
a character, regardless of how often they ask. Characters 
may only benefit from Helga's readings once. 

Table: Helga's Fortune Table 

dlO Roll Helga's Fortune Effect 

A 11 . Typic:tl Guest Room 
A variety of guest rooms :tre foui\Cl within the ravcm 
carved from the surrounding rock. The fumishin1:,,s of 
each room vary gread y, St,1PIX)rting one, two, or four 
comfortable beds. Most rooms contain a simple sitting 
area, a lockable chest, and a small closet-sized lavatory, 
with waste descending through pipes to the SC\vagc pit 
below (Cl). 

TUNNEL TO THE MINES 

A rail cart track connects the mvcm to the mines. 

Stwart! Tht /alu haw cursrd >"· Talk 10 The character is cursed. While cursed, the character hasd,sadvantageon all :attack rolls. 

10 

I ' 

mt no mo,t in ctt5t "jtr contagious! skill checks. and saving throws. The CLM"se ends ona: the character cortl)letes a long rest 

Yt11oobusy lookingat'ftl fttt thaJ ya oo.nna Tht character is cursed. While cursed. the character makes all perception ~des and 
Sttu-'latS around ya. Paya11tn11M. IOOUSdya! init,ativt rolls at <isadvantagt. The curse ends once !hf: character comp&ttes a tong rtst. 

Ytr very soul bt Wt"ar/JI· lhin You should The character loses one hit dte but does not regain any hit pomts n a result If the 
lakt btlltrcart of ytrstlf. character has no un~t hit dice remaining, this fortuoe has no effect. 

Bewart slicts of mtot Spoiltd mtol can The character has advantage: on their next sa..,;ng throw against poison. 
kill ya if tht stick dotsn ·1 firs! 

Don"t bt playmg in a dragons mouth ;{you The character has advantage on theu next sa..,;ng throw against a fire effect or spell. 
nol bt wanlirig ta gtt a nasty burn. 

Dancing on c/1ffs is a sure way to fall for The character has advantage: on their next Strength check. 
somtflling. Don·, do ii! 

You·ve got a wtt bit of tuck m ya Takt The character has advantage on their next auack. saving throw. OI' skill check. 
oott how ya ust 11! 

You·re just a lucky ant ainl cha? ltl mt The character gains lnspifation. 
rub ya /tr good luck 

I srts yer as perky as a wild boo,,. Don"! bt The character gains ld8 temporary h,t points. 
using up all yer gumption al onct now! 

You·ve gol a mighty wind in ya, Donl 
makt mt pull ytr ffngtr. 

Once before their next kmg rest the ch.llracter c.an use a bonus action to gain 1he 
benefits of a short rtSI. but may only spend ooe hit die to tegain hit points.. 
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81. Bathing Pool 
This n.·uural cavern includes a pool of soo1hing 
gco1hcrmal waccrs. The pipe room (DI) raps into 
1hc same water source for 1hc hca1cd water it pumps 
throughout the ravcm. 

Once a day, characters raking a short rest while bathing 
in the pool can reduce 1hcir cxhausrion level by I. 

C 1. Waste Room 

TO CAVERNS 
This n.·nural cavern is locarcd below mos, of 1hc tavern 
complex. The stench of roning waste accosts anyone 
entering this chamber ns the northern half of the chamber 
is used as a sewage pit. Numerous shafts and pipes are 
embedded into rhc ceiling above the pit, emptying was1c 
from the tavern. 

Nauseous Stench. When characters first enter the 
chamber, they must succeed on a OC 13 Constitution 
saving 1hrow or become poisoned as 1hC)' arc O\'Ctcomc 
with 1'1.'lusca from the smell. A poisoned charac1cr can 
repeat the sa"ing throw after I minute, ending 1he 
effect on itself with a success. I( a targer's sa\'ing throw is 
successful or 1hc effect ends for it, the targel is immune to 
this effect for rhc next 24 hours. 

Slick \Valls. The sou them half of the chamber stands 
20-foet above the surface of the sewage pit.The stone 
walls surrounding the sewage pit arc slick. requiring a 
successful DC 17 Strength (Athletics) check to climb. 

Sewage Pit. The sewage a1 the bouom of the pi1 
cushions the full of anyone who falls in, n.-suhing in only 
3 (ld6) points of bludgeoning damage. However, anyone 
falling into the sewage risks contracting Vin1\cnt Sewer 
Plague. (see sidebar). The sewage is 5-foet deep. An 
oryugh hides comfortably under the sewage. 11 cann()l 
climb out and enrhusiastical lyattacks :my fresh meat 
chat may fall into the pit. The otyugh is immune to the 
virulem Sewer Plague. 

Virnlenr Setver Plague. Virulent sewer plague is similar 
to sewer plague with the following changes: saving 
throws to resist 1he disease and avoid additional levels of 
exhaustion have OCof 15. 

The onset of symptoms occurs more quick\)', appearing 
within ld4 hours. 

01. Pipe Room 

This room contains magica l pumps tha1 distribute hot 
and cold water 1hroughou1 the tavern. These water pipes 
exit through the ceiling. Spaces bc1wccn 1he pipes .lltow 
crearures size Sm"·dl or smaller ro squeeze through 10 an 
open SJ)l'tce above the ceiling. This sp,ace comlCcfS 101hc 

network of tunnels lhat con\'ergc at the Kobold Warren 
in area E. 

KOBOLD WARR EN 

A clan of kobolds has taken up residence in a ~ngle o( 
narrow passages below the l ronstein Mine Tavern. 

Note. 
\"'1lile s.queeting 1h101,gh a space, a creature mus, spend 

I exrra foot of movemeni fQ'r e1,ery f0-01 i1 rflQt•es ,here, and If 
has disacfoanwge on auack rol4 and Dexiciry Slwing throws 
Auack rolls agains1 the creacure ha,-e. advantage while it is in 

1he ,malle,, s/)<lce. 

The tunnels arc unlit and roughly carved from 1he 
surrounding rock. A persistent animal stench fi lls the 
area. The tunnels are si:cd for Small creatures. Medium 
creatures must squeeze through Lhc tunnels, while Large 
size creatures c::inn0t fit. The tunnels snake through the 
rock, limiting line of sigh1 to JO feet or less. 

Secret Doors. The kobolds have created numerous 
secret doors in the passages allowing them to ambush 
unsusp..."'Cting invaders. The secret doors can be found 
with a DC 20 Wisdom (Perception) c heck. 

Traps GalOTe. The kobolds have rigged rhc tunnels 
encircling their warren with a larms and traps. All 
traps require a OC 17 Wisdom (Perception) d1cck to 
notice. A OC 15 Intelligence (lnvestigaLion) check 
reveals how to disarm a given trap, while a OC 15 
Dexterity (Thieves' Tools or Tinkers· Tools) chc<:k can 
permanently disable a trap. Failing a disarm check by 5 
or more will trigger the trap. 

Wa niing Bell. The kobolds ha"e SCl up 1rip wires to 
warn them of unin"itcd gucscs. Passing 1he area wirhour 
dis.inning the rrap causes a bell 10 ring in the kobold 
warrens, warning them someone is approaching. The bell 
cannot be heard outside or the warrens. 

ColJopsible Ceilings. The kobolds can remotely collap,e 
a few select locarions frQm the snfoty o( 1hcir warrens. 
Cre.irures caul,'ht in ,a collapse must make a OC 15 Dexterity 
saving throw, taking 2d IO bludgeoning damage on a failure 
and ha.I( as much on a success. After a colbpsc, the tunnel 
becomes blocked, requiring at leas1 I hour to dear. 



Trapped E ntwnces. 111e main cntra1\CCS l0 the kobold 
lair are protected by a pair of tr.:aps, each affccring a J0-(001 
section of che tunnel. 

Flaming Oil (30 feet be/OTe the entrance). Oil sprays 
into 1hc tunnel and is immediately lit on fire. Characters 
in the affected area inust m;"ike a DC 13 Dexterit}' s:wing 
throw, w king 11 (2d10) points of fired.image each 
round, or h.alf as much on a success. 11,c oil burns for 
3 (ld4+1) rounds. 

Poisoned. Darts (IO feet before the entrance) . A 
burst of poisoned d.'lrtS rargctS all chardctcrs in the 
space. Characters in 1hc affected area must make a OC 
13 Constitution saving throw, taking 5 (ld!O) poims of 
piercing damage and 11 (2d10) poimsof poison damage 
and arc poisoned for I minute, or half as much o n a 
success and 1hcy arc not poisoned. Poi:lOncd characrcrs 
can repeat the saving throw ac the end of their turns, 
ending the effect on a success. 

E 1. Murder I-tall 
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A ramshack le. wooden door blocks the c.mrancc 10 the 
kobold w-arrens. A DC 13 Streng1h (Arhlctics) check 
casil y breaks down the door. 

Running parallel to this area are runnels the kobolds use 
to ambush unwelcome visitors (E2). A OC 20 Wisdom 
(Perception) check is required 10 notice the expertly 
concealed holes through which the kobolds can attack. 

E2. Ambush Tunnel 
Kobolds use these passages to anack creamres in the 
Murder Hall. Tl,e kobolds can fn."Cly arrack cre:arures in 
area El . but ha\'C 1hrce-<1uancrs cover from atmcks in 
th.it area. 

E3. Central Chambers 
This series of chambers is filled with members of the 
kobold clan. Each chamber contains 5 (2d4) kobolds and 
is roughly furnished with furs and items stolen from the 
rnvern above. 

E4. YibJib's Throne 
The clan has erected a makeshift throne room for their 
leader Yibjib, who can usually be found here attended by 
3 (2d6) kobold, 

£5. Chickachicka's Nest 
The floor is covered with ripped ganncms and fabric, 
creating a large n~t the tribc1s shaman uses to rest. 
Chikachika can be found here during mosi: hours, either 
sleeping or providing spirit uni !,'l.1idancc to the clan . 



,.~ , IRONSTEIN MINE 

Fl. The Voice's Cavern 

In the depths of the caverns adjacent to the lronS(cin 
Mines lie h idden the remains of a broL:en shrine. T h is 
accursc..--d place once cclcbra1cd the dark entity now only 
known as the Voice. 

In the ras1 months, Hermina has worked diligently 
with Zhag to repair the shrine. It now lies ready to 
cmix>wcr the Voice's diminished form, transfom1ing it 
imo a terrible evil. 

This large cavcm is filled wi1h n uinell)l1S natural stone 
columns. s1alagmites, :md stal:.ic1ites. In 1hc center of the 
cavern rests a 10-fooc circular platform fashioned from the 
blackest marble. In the mkkllc rises a 4-foot-high stone 
pedestal carved to resemble a mrus of entwined snakes 
whose heads supJX)rt a sm00th crystallil'\c bowl streaked 
with slowly churning black shapes. 

lni1ially, the Voice's form consistS of 3 will-o'-wisps 
chat remain tied to 1hiscavcm. If a will-o-wisp is 
destroyed, another materializes abm•e the stone pedestal 
on initiative 20 of the next round. Destroying Hermina's 
neddace is the only w.1y to defeat the Voice permanently. 

Once the Voice has tran.sfomu~d into i1s wraith form 
(see the quest A Voice in the D.irkness), it gains the 
following Lair Actions: 

Lair Aclions . On In itiative coum 20 {losing initiative 
t ics), 1he Voice can rnke a lair act ion ro cause one of the 
following cffeets; it cim't take the same effect two rounds 
in a row: 
• The Voice summons a 10-foot spherical rad ius of 

shadowy mist anywhere in the cavern, creating a 
heavily obscured an.--a chat lasts until initiat ive count 
20 of 1hc next round. A creature starting it$ rum in 1he 
area must succeed on a DC 14 Wisdom saving 1hrow or 
be frightened until the start of their next rum. 

• 11-.e Voice targets one creature it can sec within 60 feet of 
it . TI,c rargc1 must succeed en a OC 14 O\arisma saving 
throw or be restrained until the end of its next tum. 

• The Voice t.irgets one creature it can see within the 
cavern. That creature must make a OC 14 Dexterity 
s.-wing throw or be struck by a shard of stone, taking 7 
(2d6) poinLS of piercing damage. 

If the Voice's form is defeated but Hcnnina's nccldacc is no, 
destroyed, 1hc Voice reforms in seven days as will-o-wisps 
looking for an0ther to help it achieve its full wraith form. 



---------

THE TAVERN GUESTS 
-----------

Yib.ib 
Yibjib is the l~r of a tribe 
of k(XX)lds who left deeper 
cavcms when the}' were 
attacked b}' a growing 
evil (see The Voice). 
Following the guidance of 
their shnman. Chikachika, 
the tribe took up residence 
beneath the tavern. 

Yibjib always \\'Cars an 
o versized magic helmet 
which the kobold rri~ 
views as a sacred treasure and 
symbol of leadership. Yibj ib is 
a strong leader and has directed 
his c.Lin tO implement numerous 
tmps to protect the warrens they call home, 
which could prove deadly to adventurers exploring the 
tunnels beneath the tavern (sec the quests Tunnels and 
Thieves and All Plugged Up). 

Yibjib views 1..hc nearby dwarvish ravcrn as a great 
boon, as i1 provides easy access to food rind offers 
protection against the cfarkncss they feared in their old 
home. If approached cautiously, Yibjib could become an 
ally to the c haracters and the cavern. 

Chikachika 
Chikachika is 1hc spiritual leader of the kobold rribc. 
De.spite being relatively young, she is snong-wi\lcd and 
grnccd with magical talents 1ha1 helped the clan escape the 
mine'sgrowi~d:uicncs;:. 01ikachib is fearful the Voice will 
find her tribe and is considering allyi~ with the dwarves in 
the ta\'em to put an end to the threat once and for all. 

O1ikac:hika wears a toweri~ hat decorated with an odd 
collection of small, shiny, and colorful items st◊lcn from 
the iavcrn above. When using her magical powers, she 
loudly exclaims .. O ,ika-chika,boom!" 

Chickachika is wise and pragmatic, and may be 
willing m ncgoriatc with outsiders if the kobold clan is 
threatened or if there is grear bcnefir in doi~ so. 

The Voice 
Long ab-'(l, ,a now-vanished pL"<>plc lived in the caverns 
connected to the Iron.Mein Mine. Who they were h as 
been lost in llme, bUI the fow rare cultural pieces found 
by sages suggest they were a society that praCliccd dark 
arts lx.>s1 left undisc:o\·ercd. 
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11,e Voice is a malevolent entity heralding back to 
this ancient civilization. hs ghostly fonn was trapped 
in a series of broken artifacts sc:anen._--d rhrougho m rhe 
caverns. Currently, it [X)SSCsses only a fraction of its 
once considerable powers. It feeds on the unwary, luring 
them to their doom with its sinister voice. h was this 
malevolent spirit that forced the kobolds ro s...,--ck shelter 
lx-neath the lronstein Mine Tavern. 

TI1e Voice is using Hcm1ina ns its morral agcm in the 
mines. She carries with her an o ld family heirloom made 
from a relic tied to the Voice. It has promised her great 
magical powers if she can rcr,air its ancieni shrine. Once 
completed, 1he shrine will empower the Voice, a llowing it 
to claim the dark regions below the earth ns it once d id. 

TI1c Voice exists as a group of will-o',wisps roaming the 
deepest caverns. Should its plans soccce<I, it will transfonn 
into a dangerous wraith, intending to move beyond the 
cavcn\.S. (sec the quest A Voice in rhc Darkness). 

Abrnxus ~illmaster 
Abmxus is a traveling human mab'C staying in the ta\'ern 
while researching material for a book on the subt:cmmean 
world . The mage docs not know about the specific 
entity kno,,.,,n as 11,e Voice, but is aware this region was 
once the home to a lost ci\'ilizarion who worshipped 
d·uk bci1\gs of terrible power. He can point characters 
to old broken ruins in nearby caverns likely left by thi!i 
ci\'ilization. This can lead to the Quest - A Voice in the 
Darkness, but with the chamcters arriving at the 
old shrine shonly before Hcrmin.'l and Zhag appear. 

Abrnxus has no desire to explore, preferring d1c inn's 
comforts to the risks of 1he surrounding caves, but can be 
used as a source of lore in the region. 

Vogonis Yek'Hellik 
Vogonis is a drow spy on a recon11.,issancc mission lO 

learn a.s much as possible aboi.11 1he f\.--opcned dwar\'Cll 
operations. She takes careful nor cs about everyone she 
meets in the tavern and makes detailed drawings of the 
tavern's layout and maps of the caverns. 

Vogonis is polite but cold in her co,wer:sations. She 
docs no1 attempt to hide her drow heritage and will :say 
she is getting to know her new neighbors better. 

In a few days, Vogonis wil l return m herdro\v 
community, located several days' travel from the lronstein 
Mine. The drow will use her observations of her time in 
the tavern ro decide wh,'lt actions 10 take. Currenrly, the 
drow are considering all options, from setting up trade 
relations with the mine to initiating a surprise assault and 
claiming the mines for themselves. 

SI\Ol1ld thl" pbyl"I'$ find 1hl"msl"ivts il'I a dire pl'tdicaml"n.t 
somewhere in 1hc caverns, she might appear to lend rhem 
a hand. 
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THE QUEST BOARD 
"PLEASE NOT MUTTON AGAIN • • • " 

Quest Giver: Gmndcr Stcclshicld (Cook) 
Description: Hunters Requested - sec Gunder in the Kitchen. 
The Irons1cin Mine Tavern's menu is significantly 
limited, currently serving dishes made only from either 
mutto n or mushrooms. In response to increasingly 
frustrated c ustomers, Grunder reluctantly seeks 
adven turers t Q obtain "meat specials" 10 add to the 
menu. G runder can pay 25 gp p lus I week of free IQOm 
and boo rd ro charn<:terS who bring h im fresh meat. He 
can provide the following hunting options: 
• Giant Scorpion. A pair of giant scorpions were recently 

seen in a remote part of the c~wcrns that is easily 
found b~• the characters. What no one knows is that a 
dutch of the scorpion's eggs have just hatched, and the 
hum ing pan y will a lso have ro contend with swa nns 
of these hatch lings. Use 2 gian1 scorpions along with 3 
( ld4+ I) .swarms of insects. 

• Giant Boar. A subterranean variant of giant boar 
survives off of the unusual "rock hair" fungus growing in 
1he cawrn.s. A small sounder of underground boar can 
be found with a successful OC 13 Wisdom (Sun•ival) 
check. U:se the stats of 4 ( ld6+ I ) giant boars. 

• Giant Li:r.ard. The deeper cavcms arc home to a large 
subterran.ean lizard. The characters have no difficulty 
finding 1hc location. A OC 15 Wisdom (Survi,•al) 
check reveals an added danger of rockfal l in the n .. -gion. 
Each time an explosive or thunderous spell is used in 
the area (at 1hc GM's discretion) ma~• cause ponions 

of the ceiling to collapse. Falling rocks deal 11 (2d IO) 
bludgeoning da1nagt to anyone who fails a DCl3 
Dexterity saving throw, or half as much o n a successful 
s.1vc. Use giant crocodile stats for the lizard. 

ALL PLUGGED UP 

Quest Giver: Hermina Flintbreath (Owner) 

Description: Ha rdy souls needed to investigate a 
,,exing problem. 

A kobold exploring the runnels bcnt"'arh the tavern 
accidentally e nded up in 1hc waste p lumbing. The 
cre:nurcS screams were heard \!choing in the waste room 
(Cl) before it finally died and became stuck in a pipe. 
Its legs dangle from a pipe opening above the se,\l'age pit. 
A backpack ir carried fell imo 1he pit, where it f1oats 
on the scwab,e near 1he submerr,,cd Ol)"ugh. Adventurers 
willing to gel dirtr and climb the wa.st"c pipe can disCO\'Cr 
how the kobold entered and gain access to the kobold's 
network of tunnels that lead to their warrens (area E). 



T UNNELS A ND T HIEVES!! 

Quest Give r: Hermina Flintbrcath (Owner) or 
Mikor Gcmforgc (Supply Slorc Owner) o r Grunder 
Sccc~h;cld (Cook) 

Descriptio n: Discrcrc adventurers needed. 

M06t employees arc aware of the unexplored network 
of tunnds lxncath the rnvcm . Recent reports of noises 
within the walls have led to rurnors that ghosts or 
something worse might exist in the tavern. Eventually, 
people notice small items have bc~'lm disappearing and 
may catch sight of a sm,1.II figure disappearing into a sccre1 
passage in either Mikor's Supplies (A IO) or the larder 
(AJ). The player charocu:rs will be sough, ou1 co explore 
the tunnels, recover stolen goods. and put an end to the 
thicvcr)'. l11is should lead to a discovery of the kobold 
warrens (area E). 

A V O ICE IN THE D ARKNESS 

Quest Giver: Hcnnina Flintbrca1h (O wner) 

Description: Escon to d<mgcroos a.reas. 

Hermina has ftnal\~, finished her preparotior,s for the Voice's 
shrine and her acceptance of its dark powers.All she needs 
are a few cxpcncbble souls to help with the transfommtion .. 

Assuming Hermina is aware of the player char.:ictcrs' 
background, she will approach them for their aid. She 
$tares she'd like their protection as $he need$ to travel to 
a dangerCM.1S ~rt of the caverns. She will be reluctant to 
say why but ultimately confides that il"s a personal quest 
that she doesn't ,vant to be shared. She fears her dwarf 
investors would disagree with her actions. She carries 
something from her grandfather who worked in 1hc 
mines, and she warns it laid to rest in the place where 
he once worked. If pressed, she'll show the necklace her 
grandfather gave to her. bu1 say no more. 

Prcsumi1\g rhe advemure rs agree, she leads them 10 a 
distan1 part of the mine where Zhag, 1he troll bouncer, 
awaits by the Voice's shrine (see area Q). Hermina moves 
to place her necldace atop a stone pedestal. after which 
the Voice materializes as three will-o'-wisp, which attack 
Hermin.'\ and the characters. Hcnnina appears snmned 
a nd does not ft,ght 00.ck. Zhag protcct.s the will-o-wisps 
from the character's actions. 

If a will-o',wisp is destroyed, another marcrializes above 
the stone ix-xlesml on init ia1ive 20 of ,he ncx1 round. 
Only <lcscroying Hennina's necklace prevents the will-o­
wisps from continuing to manifest. 

Once the will-o'-wispscollcctivcly inflict 27 damage 
to the characters or to Hermina, they disappear, and 
the Voice reforms as wraith with full hit pointS beside 
Hermina. Hcm1ina a lso transfonns intO her Warlock 
Form, with foll hi1 points. Together, rhc Voice and 
Hermina try to eliminate the characters and begin their 
conquest of the world. 

If Hcrmirua's 11ccklace is not destroyed, the Voice 
rcfonns in seven days as will-0'-wisps again, looking for 
a nother to help it achieve its full wrnith form. 
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T AVERN H ISTORY 

Hermina Aimbrearh is the owner of the lronStcin Mine 
Tavern and the granddaughter of a miner who worked 
in the adjacem mines during their last days ol opera lio n 
hundreds of years ago. Hennina's grandfather discoven.--d 
a remote, unexplored cavern fi lled with anciem broken 
statues during h is final days in the mine. TI1inking his 
young granddaughter might like the fanciful carvings, the 
grandfather fashioned a simple necklace from one of the 
more ch,'\rming fragments. Hermina wears and treasures 
this heirloom 10 this day. 

With 1he mine closed for hundreds of years, none 
recall the discovery of the aociem ruin-filled caves. The 
broken statues were part of a shrine dedicated to an 
evil entity worshipped by long-forgotten inh.,bitams of 
these caverns. A fuint fflence of this a ncient evil st ilt 
haunts Hennina's chann . Over the years, the charm 
influenced Hcm1ina, causing her to yeam to return to the 
mines where her grandfather on ce worked. As an adult, 
Hennina convinced a group of investors the old mine s1ill 
held value. A group of dwarves reopen ed 1he o ld mine, 
with Hermina 1aking care of 1hc nearby tavern . 

After Hermina scttk'<I into the rnvcrn, 1he evil essence 
in her chann mad e her aware of ia prcs.cncc, claiming 
to be an ancicm spirit whose resting place was <:listurbed 
long ago. The spirit offered rosharc magical secrets wi1h 
Hermina if she would rebuild its broken shrine. Hennina, 
who had always wished to lcam magic, rcadil}• agrcc<l. 

The andeni spir ir never shared its name. Heffllina 
thinks of it as "rhc Vo ice.'' This is the same name 1he 
kobolds use to describe the evil 1ha1 forced them from 
the ir old subterranean lair. The kobold clan fled after 
the evil spirit killed many of their tribe, until they found 
refuge in the 1unncls beneath the lrorutein Mine Tavern. 
In the months s ince, the kobolds grew 10 apprc<:iate the ir 
new surrou1ldings, but they s1ill foar "1he Voice" will 
someday find 1hcm. 

In the mcamimc, Hennina has diligently worked to 
rebuild the shrine. The Voice has insidio usly corrupted 
the dw;uf, and she is now covetous o( 1he magical 
knowledge it has given her. Although she prescms 
a plca!!ant face to outsiders, Hermina is completely 
focused on claiming the powers the Voice has promised. 
She carefully hides her efforts and eagerly looks to the 
complcti<,n of her work. There are just a few tasks she 
needs to complete before the Voice will imbue her with 
its powers. Maybe there arc a few adventurers who could 
help with the last derails .. 
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STAT BLOCKS 
HERMINA FLINTBREATl·I 
Hermina has a big welcoming personality. She always 
greets patrons with a brood smile and a hearty "\\'lha1 can 
l ge1char' Sh e dresses simply unless making her discrete 
excursions ro the outer caverns, in which case she throws 
o n stu rdy studded leather armor. She generally listens 
more than she talks and has a pragmatic "get-er-done" 
attitude tha1 many in the tavern appreciate. 

HERMINA FLINTBREATI-1 

(I NITIAL FORM) 
Medium humanoid (dwarf). neutral evil 

Armor Clas.s: 14 (studded leather) 
Hit Points: 27 (6d8) 
Spud: 30 rt. 

STR DEX CON INT W IS CHA 
10(.-0) 15(+2) 10(.-0) 12(+11) 14(+2) 16(+3) 

Skills: Deception +5. Insight +4. Investigation +5. Perception 
+6. Persuasion +5, Sleight of Hand +4, Stealth +4 
Senses: darbision 60 It. passive Perception 16 
Languages: Common. Dwarven 
Challenge: I (200 XP) 

Cwtni"l Action. On each of her turns. Hermina can use a 
bonus action to take the Dash. Disengage, or Hide action. 
Darlt. Words. Hermina has advantage on Charisma 
(Deception) checks. 
Innate SpeUcasting. Hermina·s innate spellcasting ability 
is Charisma. She can innately cast the following spells 
(spell DC 12. +4 to hit with spell attacks). requirmg no 
material components: 
At will: disguise self. minor illusion. preslidigitalion 
SnmA: AtlacA: (I /Tw-n). Hermina deals an extra 7 (2d6) 
damage when she hits a target with a weapon attack and has 
advantage on the attack roll. or when the target is within 5 feet 
of an ally of hers that isn't incapacitated and she doesn't have 
disadvantage on the attack roll. 

A c noNs 

Multiattaclc. Hermina makes two melee attacks or two 
eldritch blasts. 
Shoruword. Mt/ee Weapon Attack: +4 to hit. reach 5 rt . one 
target. Hit: 5- { ld6 + 2) piercing damage. 
Hand Crossbow. Ranged Weapon Attack: +4 to hit, range 
30/ I 20 ft.. one target. Hit S ( I d6 + 2) piercing damage. 

HERMINA FL!NTBREATI-1 

(W ARJ..OCK FORM) 
Medium humanoid (dwarf). neu1ral evil 

Armor Cass: 14 {studded leather) 
Hit Points: 49 (9d8+9) 
Speed: 30 h. 

STR DEX CON INT Wl5 CHA 
10(+0) 15(+2) 12(+ 1) 12(+11) 14(+2) l b(+3) 

Saving Throws: Wis +2 
Skills: Deception +S. Insight +4. Investigation +S. Perception 
+6. Persuasion +S. Sleight of Hand +4. Stealth +4 
Senses: darkvision 120 ft .. passive Perception 16 
Languages: common. dwarven 
Challe nge: 2 (450XP) 

Cunni"l Action. On each of her turns. Hermma can use a 
bonus action to take the Dash. Disengage. or Hide action. 
Dark Words. Hermina has advantage on Charisma 
(Deception) checks. 
D~vil's Sight. Hermina can see normally in daOOless. both 
magic.I and nonmagical to a distance or 120 feet. 
Innate Spellcasting. Hermina's innate spellcasting ability 
is Charisma. She can innately cast the following spells 
(spell DC 12. +4 to hit with spell attacks). requiring no 
material components· 
At will: disguise self, eldrilch bias, (see "Actions- below). 
minor illusion. preslidigitalion 
I /day: bane. darkness 
Sntak Attack (I/Turn). Hermina deals an exua 7 (2d6) 
damage when she hits a target with a wtapon attack and has 
advantage on the attack roll. or when the target is within 5 fett 
of an ally of hers that isn·t incapacitated and she doesn·t have 
disadvantage on the attack roll. 

ACTIONS 

Mufliattaclc. Hermina makes t'NO melee attacks or two 
eldritch attacks. 
Shortsword. Me/ee Weapon Attack: +4 to hit. reach 5 ft.. one 
target. Hit 5 ( ld6 + 2) piercing damage. 
Hand Crossbow. Ranged Weapon Attack: +4 10 llit. range 
30/120 ft.. one 1arget. Hit S (ld6 + 2) piercing damage. 
Eldritch Blast. Ranged Spell Attack: +S to hit. range 120 ft .. 
one creature. Hit: S ( Id 10) force damage and the target can be 
pushed 10 feet away in a straight tine. 

REACTIONS 

Hellish Rebuke (Ru harges a/fer a Short or long Rest). 
In response to Hermina taking damage from a creature within 
60 feet that she can see. that creature must make a Dexterity 
saving throw. It takes 11 (2d10) fire damage on a failed save. 
or half as much damage on a successful one. 



YIBJIB 
Yibjib is the leader of a 1ribc of kobolds who've rakcn up 
residence in caverns beneath 1hc lrons1cin Mine T.·wcm. 

Vibjib al,..,~ys wears an overSired magic helmet which 
the kobold 1ribc views as a ~cred treasure and symbol of 
leadership. Yibjib is a strong leader and has directed his 
clan 10 implcmem n umerous traps 10 pro1cc1 the warrens 
they call home, which could prove deadly to advcmurcrs 
exploring the tunnels beneat h t he tavern (sec Q uest -
Tunnels and Thieves, and All Plugged Up). 

YIBJIB 
Small humanoid (kobold), lawful tuil 

Armor Class: 16 {breast plate) 
Hit Points: SS (10d6+20) 
Speed: 30 ft . 

STR DEX CON INT W IS CHA 
10(-t-O) 14(+2) 15(+2) 9(- 1) 10(+0) 12(+1) 

Saving Throws: Wis +2 
Skills: Perception +2, Persuasion +2 
Senses: darhision 60 ft., passive Perception 12 
Languages: Common. Draconic 
Challenge: 2 (4SO XP) 

Magic Helmet. While Yibjib wears his magic helmet. he has 
ad..-antage on saving throws against spells and other magical 
effects, but has disadvantage on Wisdom (Perception) checks. 
Pack Tactics. Yibj1b has advantage on an attad: roll against a 
creature if at least one of Yibjil>"s allies is within S feet of the 
Cfeature and the ally isn·t incapacitated. 
Sunlight Seru:itiuity. While in sunlight. Yibjib has 
disadvantage on attack rolls. as well as on Wisdom 
(Perception) ched:s that rely on sight. 

AcnoNs 
Multiattack. Yibjib makes t-.vo melee attacks. 
Short.swordA Melee Weapon Attack: +4 to hit. reach 5 rt. one 
target. Hit: S {ld6+2) piercing damage. 
Dart. Ranged Weapon Attack: +4 to hit. range 20f60 ft. one 
target. Hit: 4 (ld4+2) piercing damage. 

SPECIAL EQUIPMENT: 

Yibjib's Magic Helmet 
Wondrous item. rare (requires attunement) 
While weari ng and attuned to this helmet. a creature has 
ad..-antage on saving throws against spells and other magical 
effects. If the creature is small or tiny. it suffers disadvantage 
on Perception checks. 

IRONSTEIN MINE ~•
4 

CHIKACHIKA 
Chikachika wears a t0wcring hat dccorntcd with an 
odd colk"Ction of small, shiny, and colorful it-ems stolen 
from lhc tavern above. When using her magical powers, 
she loudly exclai ms "Chika-chika-boom" before 
unleashing them. 

Chickachika is wise :md pragll'latic and may be willing to 
negotiate with outsiders if the kobold clan is threatened 
or if there is great benefit in doing so. 

CI-IIKACHIKA (KOBOLD SHAMAN) 
Small humanoid (koboid). lawful evil 

Armor Cass: 13 
Hit Points: 27 (6d6+6) 
Speed; 30 ft. 

STR DEX CON INT WIS CHA 
10(+0) 15(+2) 12(+ 1) 10(-t-0) 14(+2) 10(-t-O) 

Saving Throws: 
Skills: Medicine +4, Nature +2 
Senses: darkvision 6/J ft.. passive Perception 12 
Languagts: Common, Draconic 
Challenge: I (200 XP) 

lnnatt Sptllcasti,tg. Chikachika"s innate spellcasting ability is 
Wisdom. She can innately cast the following spells (spell save 
DC 13), requiring no material components: 
At will: light. Mending. Spare the Dying 
I Jday each: Faerie fire. Fog Cloud. Heal Mela/ 
Pack Tactics. Chikachika has advantage on an auack roll 
against a creature if at least one or Chikachika·s allies is within 
S fut of the creatLKe and the ally iSll't incapacitated. 
Sunlight Mnsitiuity. While in sunlight. Chikachika 
has disadvantage on attack rolls, as weJI as on Wisdom 
(Perception) checks that rely on sight 

ACTIONS 
Spear. Melee Of Ranged Weapon Allack: +2 to hit. reach S ft. 
or range 20/6/J ft.. one target. Hit: 3 ( ld6) piercing <lamage 
Rocle Burst (Recharge S-6). Chikachib targets a point on 
a stone surface within 60 ltet, causing rock fragments to 
explode creating a cloud of debris in an adjacent 10-foot-cube. 
Each creature in this area must make a DC 13 Dexterity saving 
throw. A creature takes 7 (2d6) piercing damage on a fa iled 
save. or half as much on a successful one. The cloud of debris 
area is heavily obscured and lasts unbl the Staft of Chikachika"s 
ntxt turn. 
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~ vcr wish you had a. place to pra.cticc sktying the undead? B<.-tn caught off-guard by a ghoul? Never slap: . .J a.nythiJ'\8 
~ and want to try things out in a safe, nurturingcn vironmcnt r Come to the Dungeon of Darkness! Thiscoz.y tavern 

~ offers two levels of dungeon training: one for beginners. and one for the more experienced adventurer. Bring your 
~apon of choice and learn how to slay rhc undead. Get pointers from the cxpcns----thc undcad themselves! In addition, 
you'll find our food and rooms vcty satisfactory after a long journey or a hard cby of undcad training. 

For advc111urcrs who w,1nt 10 expand their knowledge of the uMcad, the Dungeon of Darkness is 1hc place 10 go. This 
cntcnainmcm and training facility is the go-to place for anyone "'ho is nervous about facing their first undead ;md would 
like to learn in a more "controlled" environment, or for undead-slaying enthusiasts looking for more kills. Ideally situated 
in a remote area, the Dungeon of D,ukness offers simple, modest, yet safo lodginw,. The tavern section is a neat wooden 
strncture that would blend in perfectly in any busy town or sleep)' village. It provides a comforting sigh1 as one approaches, 
as it sits out in a lal"b,c fidd that once was one of the m~t fought-O\'Crpir.:c.esof land in thcc.oun1ry. However, two centuries 
h,we passed since the last battle was fooght here. Now the surrounding ;:irea is as peaceful as death. Deep wi1hin the 
overgrown field arc clusters of graves and caims from various eras of warfare stretching back thousands of years. Compared 
to this, the Dungeon of Darkness cwcm seems downright cozy arx:I inviting, especially at night. Still, there are usually a few 
gucSts' tents pi1chcd outside the tavern, even if the "Vacancy .. sign is out. 

Inside, the tavern is si1nple and comfortable, wi1h little in 1he w~y of entertainment or fancy amenities. It has~ very 
homey atmosphere, the only unsettling clement being the undcad employl.'CS, who arc unfailingly polite and do not attack 
t,ruests in the hospirnliry areas of the ta\'ern. Guest rooms arc upstairs: all arc identical in furnishing and decor, and, frankly, 
ralhcr unremarkable in and of themselves (any interesting even rs come from the visitors, who can be quite colorful). The 
first floor consisrs of the Dead Dining Room, a library (sroc.L:cd mainly with books abom the various t)'pes of w'\dcad and 
journals fro m famous undcad hunrcrs), .in amazing!), well-equipped kitchen, and a sma.11 reception a.rca for those who come 
to partake in the Dungeon of DarknC$S'S m;:iin attraction: dungeons! 

The Basic Dungeon Experience is good for pla)'ers levels 6-t0. The Advanced Dungeon Experience is best played at 
levels IO~ 14. There is s1il I more to disc0\1er beyond the Advanced Dungeon Experience, best for levels 15 and up. 

AREAS OF THE TAVERN 
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A 1. Dead Dining 
Upon entering the Dungeon ofDarlmcss Tavern, the 
first sight that draws everyone's eye is the bartender, 
Bob. Bob is one of the only bright spocs of color in the 
otherwise ncutmlly decomtc.-d tavern. He always sports 
a bright pink apron, and often a bright pink fcathcn..··d 
hat as well. At 8 feet tall, he dominates 1he room, albeit 
silently. He undcrstarx:ls food and drink orders pcrfeclly, 
bur cann0t respond to questions other than wirh gcsl'Ures. 
He will direct any detailed inquiries about the ravern or 
the dungeons to ocher employees who have the ability to 
speak, such as Miss Linger. 

There is a door behind the OOr leading to the kitchen, 
as well as a pass-1hrough window for ordcN. Through 
th.1.r window, one can glimpse 1he inner workings of the 
culinary .staff, headed by Alta Von Braun. 



lrl addition to the quest· hoard, this room also has a 
.. Slaying Scoreboard" th,1t tallies d~e number of undead 
slain with the name of the person who has current!)' 
defeated the most of that category. At a cable nearby sit 
many of the people whase names arc on the lxxird. From 
time to time, one tO four emerge from the partitiOnl'd 
room (A4) and the numbers cmd names on the ~ordx,ard 
adjust automatically. Each time this happens provokes 
cheering, booing, and sometimes rears or fights. 

Undead 
Shadow 
Sk.dtton 197 RicevConcar 
Zombie 204 Nus Dofeth~ 

Warho~e Skeleton IOI Memt Danbro 
GhOtJI 113 Neas Dofethead 
Spt"Cter 121 Shraitc Fafawy 
Ghast " Mered Danbro 
Minolaur Skeleton 89 Thtst Labtint 
W1U o· the Wisp 91 Mered Danbro 
Ogrt Zomb1~ 88 Shralfi::fafawy 
Mummy 71 Ricev Concar 
Wighl 14 Roderick tht Slayer 
Ghost 62 GosGustersun 
Yamprt Spawn 51 Brann Karson 
Wraith l2 lls.aArensel 
Vampire 14 John Harker 
Mummy lord 3 lott!CarnaMn 

A2. Library 
The 1nain drnw of the Dungeon of Darkness, other 
than the dungcon:s themselves, is the extensive library 
available to itS p,,trons. Even though it is fairly small, it 
boasts the best and most thorough colh.>ction of books 
a00l11 the various undead in all the known lands. There 
are scientific textbooks on basic anaromy, magical 
books on both the thcorc1ical and prnc1ical applicaiion 
of necromancy, the journals of various famous undcad 
slayers, and even famous ficionionalized accounts 
of various undead. (One will find numerous sarcastic 
comments in the margi1\s of Dracula a nd Frankenstein.) 

A DC 12 Intelligence (Investigation) check will reveal 
a ke)'h olc in one of 1hc OOOkshclvcs. It can be opened 
with ei1her a OC 20 Dexterity (Thieves' Tools) check or 
a key found in the hick.ten closet in the Basic Dungeon 
Experience (CIO). 

A3. Secret Library 
Hidden behind a lx>okshclf in the main library is a secret 
annex library. At first glance, it seems "ery similar to the 
main library and one might wonder why it was hidden. 
Perusal of the texts there, though, shows an extensive 
car:iloging of battles be1wcen humanoids a nd undcad 
goi ng back cen1uries, ,ill from the pcrspec[i.ve of a n 
undcad wri1er or writers. There is one shelf wi th a set 
of journals, all handwritten in a \'agucly elvish script 
style, and a ll dated qui1c recently. A DC 14 lr~telligencc 
(hwcs1igation) ched deduces tha1 these were wriuen 
by someone who works in the ta\fCrll, and is compiling 
information to aid in attacking \'arious humanoids. 



------------

1ri1.: ~~ucrn (f)o.:r~tor~ 
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Bob 
The bar is rcodcd by Bob, an 8-fooMall animate skeleton 
(very useful for high shelves!), Bob doesn't say much (or 
really, M\'thing) but is a terrific listener! A OOncndcr in 
lifo, he continues ~rvice in the afterlife. Bob is one of the 
few bright spots of color in the OOr, as he wears an apron 
embroidered with bright pink hearts and a brilliam pink 
hm with a krng pink feather. He is nearly al",a,ys found in 
the Dead Dining Room (Al) or kitchen (AS). One great 
thing about Lhe emplO}'Ct'S of rhc Dungt..'On o( Oar\:ness is 
they never tire! 

Bobby 
While Bob can reach things on the high shelf. some areas 
of the bar require someone with smaUer phalanges. That is 
where Bobby, thcassisrnnt lxmcndcr, comes in. The halfling 
skeleton seems to be almost as knowledgeable a-. Bob when 
it co1nes to mixing drinks, and even helps Alta Von Broun 
with focx:I prep. He is a miniature version of Bob, minus the 
hat and pink apron. If anyone asks him about Bob's auire or 
Bothy's lock thereof, they ,\ill find out jusi how exaspcr.ned 
a skclcron cm look. Like Bob, Bobby is found working in the 
De~ Dining Room (Al) or kitchen (AS). 

Miss Linger 
TI1e ghost manager of the D..mgcon ol Darlmess. Miss 
Linger mainly si:ays in the library (A2) umil it is lime to 
e.scon :somoone to the dungeons through the orientation 
room (A4). However, she checks in on rhc more acti,•e 
rooms in rh e nwcrn such as rhe De.Id Dining Room (A I), 
the kitchen (AS), and the upstairs hallway (Bl ). In life, .she 
was a paladin who became quite renowned before meeting 
an untimely end in battle. Her fame ~cd out of spoken 
history ai\d was forgotten, but her spirit was tied to the 
Dungi!on of Darkness and h,'fe she remains. Noble in birth 
and bearing in life, she is deeply bitter about her afterlife of 
service. Stil I, she is an excellent hostess, gree1ing guests at 
the door and giving rhem inst·ructions before they enter the 
dungt.."'Q1u. Noone knows for sure exactly who she was in 
life, as she is always helmeted and her annor gives no clues, 
oiher than that .she must have lived about five hundred 
years ago. Rumor ha,; it that some old journals in the library 
offer clues to her true identity. 

Selanas Crystan 
This d'uk df male sccnu to be thcoi, ly living being 
working at the l).ingcon of Darkness. A powerful 
necromancer, he seems more a captive than an employee. 
Selanas is very handsome, ageless (basically a rypical elO, 
but somewhat worn down by years surrounded by dcarh. 
He was at one point apprenticed 10 the mas1ermi1\d (as 
well as bcin.g her lover), and upon his inslniclor's death 
he remained tied to the Dl.1ngeon of Darkness to pcrfonn 
the basic magics needed to add corpses to the Mors Ursi. 
He could leave, bu1 his devotion to Bera la keeps him at 

the Dungeon of Darkness. He is first sigh led in the lase. 
room of the Advanced Dungeon Experience level (04), 
and lives and works in rhe various rooms of the lowermost 
level (section E). 

Selan.as Crystan is a mag:e, with the following spcll lisr: 
Can trips (at will): add splash. chill toitch,me11ding, 
pres1idigitaiion 
!st level (4 slots): derect magic, falsl.' life, Jlootingcfok. ikntif1 
2nd level (J slats): deteci 1houghu, gentle repose 
3rd level (3 slots): animate dead, vampiric touch 
4th level (3 slots): black tentacles, blight 
5th level ( I slot): SCY)'ing 

Baroness Alta Von Braun 
Vampire Lord Aha Von Braun was a hobbyist cook in 
life, even though her station asa baroness meant she had 
access to a mlemed kitchen srnff. She would insist on 
preparing meals for herself a1\d her family, ir,cluding one 
futcful dinner where her huslxuld brought home a vampire, 
believing him to be an importal\l diplomal. Her entire 
fumily was killed that night, but the vampire, impressed by 
the anistry in the food Aha had prepared (even rhough he 
could not enjoy it) n1mcd Alm into a vampire so she oould 
continue to perfect her craft. She spends nearly all her time 
in the kitchen (AS) and sometimes comes into the Dead 
Dining Room (A I) to ask people how they are enjO}'ing 
their meals. (Diners should 1hink carefully before gi"ing a 
less than srdlar review,) 

Mors Ursi 
Adventurers who reach the flnal room in the sccondr 
level dungeon must face the ultimate challenge: a 
monster formed from all the bodies of those who 
have ever fallen in 1he dungeon. Forme<I into~ shape 
resembling a massive bear, this abomination continu,"llly 
.i<lds to its mass with fresh dc;:id to rcpbce lhosc that 
have decayed enlircly. h wields a massive sword that 
magically absorbs materials from rhe weapons of the 
dead. New bodies arc automatically grafted onto Mors 
Ursi upOn their death in either level of the dungeon. 
The Mors Ursi was origin;:illy created by Bcra\a, but now 
Selanas maintains the enchantment th;:it keeps the Mors 
Ursi able to absorb bodies. 11,e Mors Ursi is encountered 
by players in the final room of the Advanced Dungeon 
Level (D4), and is also fou,\d incapaci.lted in che Mors 
Ursi Maintenance room (E3). 

Bernla Evenfall 
TI,c tn1e b>Cnius behind the Dungeon of Darkness is rarely 
seen any"1here in the ravern. A lich who was once a 
brilliant dark elf nccrotnanccr, she now is obses.scd with 
observing and cataloguing d~ fighting styles olhmn.·moids 
against undcad. Ostensibly rhis is to improve her business 
of suppl)'ing undcad to various armies, but as memory of 
her monal self fuck--s, she becomes more single-minded 
in finding humanoids to pit against her unending supply 
of undead in the dungeons. She spends most of her time 
obsen.•ing the parties in the ,,aric>us dungeon rooms (El) 
or wor\:ing on her cxp(.'fimenrs in the laboratory (E4). 

J 



If 1hc player characters previously emered any pan of 
the dungeon, 1here will be recently wricten ckx:ume1m 
describing their abilities, spells, and tactics. Scauercd 
among these notes arc potential countermeasures that 
the undead could rnke against the party-for example, 
:Silving counterspells for the most dangerous spel~. or 
incaJX1cita1 ing dose range fighters with suppressive fire. 

A4. Dungeon Orientation 
and Entrance Room 
Shoold gue$ts dcc:i<k that they want to try ci1her of the 
Dungt.--on of Darkness experiences, they must first attend 
a brief orientation by Miss Linger. In her no-nonsense, 
chilly manner, she quickly ouilincs the rules for the 
diff'ercn1 dlmf_rtons. 
I. The dungcor\s will prcxlucc random varic1ics of undcad 

monsters. For an additional fee, you can request more 
of a specific species, but it is luck of the draw and ba,s(.-d 
JX1rrly on who is available or willing to fight 1ha1 day. 

2. On le,,cl one, you may be pushed to )'Our limi1, but all 
undead arc tht.'Orctica ll)' manageable according to 1hc 
player's experience level. 

3. As level one is a "training" exercise, many rooms have 
one of any given 1ypc of undcad for each pl:~\·cr. 

4 . Variant Difficulty Rule. Once a player slays one 
type of ltndead, that pla\·cr's attacks h.wc no effect 
on other undcad of the same type in the same room. 
(For example, in a room wilh 2 players, there may be 
2 skclcmns and 2 zombies. Each player mu~t slay one 
skeleton and one zombie, as each player can only slay 
one of each type.) 

5. All undead can attack any player. Even when fighting 
an undcad tha1 cannot be hanncd by a specific player, 
that undead can deal dam,'lb,e 10 1h.-n player. 

6 . On level two, cxpcc.t to be pushed beyond your limirs. 
There is no guarantee that all players will make it back 
to the cavern alive. 

7. Should you perish in the attempt of the dungoon, you 
accept that the Dungeon of Darkness claims all rights in 
the disposal of your body. 50% of your bclonginf."S will be 
delivered 10 a living party member or next of kin. 

8. You arc free to use any weapons, spells, equipment, and 
skills at your d isposal. 

9 . GOOD LUCK! 
After going over I.he niles and obtaining a signed waiver 
from each of the player$, Miss Linger will open rhe ckior 
to the dungeons.. A spini.l siaircasc leads down into 
darkness into the firs1 room (Cl). 

AS. Kitchen of Alta Von Braun 
lbc ta\'ctll kitchen is a well-nm model of culinary excel­
lence. Ooc may only emcr with pcm1ission, and that is rarely 
grant(.,d by the vampire who oversees the food p«.-pam1ion. 
By far the largest room in the inn, save the dining area, 
the kitchen is filled with every cooking applL'ltlCe and 1001 

known to the living or the dead. A convenient pass-th~h 
window rh.'"11 looks out at one end of 1he bar allows serving 
food ci(hcr to <m employee or a patron, should 1hcy order 

their food to b'O· One end of the kitchen is dedicated 10a 
massive pantry with anything a humanoid might wam to e.u. 

The kitchen is helmed by a jO\'ial vampire lady, Alta 
Von Braun. Any misgivings about food prepared by 
a vampire arc immcdia1cly assuai;t\-xl by the dclidous 
smells tha.1 fill the entire tavern. Alrn is a tme master 
chef, and her vampire senses allow her to pcrfecily cook 
steaks without fail, from well-done 10 bloody rare. All 
the culinary staff arc Alta's vampire spawn, so there is no 
room for insubordination in th.is ki1chcn. 

RESTROOM 

The n..-stroom facilities at the Dungeon of Darkness arc 
a basic outhouse just otllsidc I he main building, or a 
chamber pot in each t,•"Ucst room. Not fancy, but kepi 
scrupulously clean by the undead housekeeping siaff, 
who fortunately canno1 smell o r become ill. 

DUNGEON OF DARKNESS: 

SECOND FLOOR 

88 r 
Bl. H,llway 
Via stairs tha1 go up and o,•er the oricnrn1ion room on 
the fim floor, overnight gucsu m,'ly ascend 10 1he second 
floor. The siairs open up into a n(."tll, quic1 hallway 1ha1 
has a faint whiff of decay, stronger here than on 1he lower 
floors. h is not quite enough to disturb those in need of a 
night's rest, though. But there arc other factors 1ha1 can 
affect a person's sleep .. 

B2. Deluxe Guest Room 
O ne of 1hc nicer rooms available al the Oung(.-on of 
Dark~ss tavern, this room has slightly more c\,c1i,-ant 
decor. The furnishings appear to be elvish in design, and 
the bedding and upholstery arc rich, almost more fitted to 

a wealthy home than a modest tavern. 

83, B6, B7, BS. Empty Guest Rooms 
These rooms arc empty and available for characters who 
wish to spend the night. 





Everything is basic, dean, and appears comfonable a t 
first. Yet anyone who sleeps here will not wake feeling 
as reStcd as they might otherwise. For every night spent 
in a guest room, creatures must succeed on a OC 18 
Constitutio n saving 1hrow or wake wirh their maximum 
hit Points reduced by I. After coinplering the first 
dungeon, this effect also reduces their Consti tution score 
by I. These effects cease ld6 days after leaving the tavern. 

84, 85. The League of Un dead Slayer Rooms 
While some of the League op1 to sleep outside the inn 
during 1hcir stints here (many of them complain thai they 
just "don't feel rested" when they sleep in the tavern), 
others make use of the guest ro:>ms, as they arc offered 
free 10 people undertaking the dungeon. 

Many of the League keep journals. A DC 12 
Intelligence (Investigation) check will find one or rwo 
journals in each room. They arc shockingly similar: a 
record of fights with various undead, tallies o( exactly 
how many slain. rants against a particular riva l. But 
the entries about how they feel physically over time arc 
rather rc\,ealin,g. A OC 12 Wisdom (lnsigh1 or Medicine) 
check discerns they c1ppcar to be losing strength and 
general hea lth the longer they stay. When they leave 
the Dungeon of Darkness, rhey return to full health and 
strength within a day, so the effcctS arc easily reversible. 
But the jo11m:1ls also reveal a pattern of addiction, either 
natural or supernatural. 

\fors Llrs1 

DUNGEON SECTION 1: 

T l-IE B ASIC UNDEAD EXPERIENCE (BUE) 

The Basic U ndcad Experience is located directly beneath 
the main tm•em srmcturc, basically the base1n<:m. This 
area resembles a gimmicky dungeon in a castle, with rock 
walls, wooden doors (some easier unlocked or broken 
through than others), narrow passageways, and a hidden 
closet. 1llCre is very little furniture; most of the flo:>r is 
clea r except for randQm debris (rocks, thin&,s dropped 
by previous guests, and broken weapons). Pan icipanu 
can request specific enemies from the rnblc below at the 
OM's discretion, otherwise roll on the table to determine 
which monsters arc present. For single adventurers, cut 
the number of unde.W in half. 

Roll ld6 Monster Type Number of Monsters 

Sp«t« 

Will-o'-Wisp 2d4 

Wraith 

W ighl ld6 + I 

Vampire Spawn 

Ogre Zombie 2d4 

Minoe:aurSkelet:on 2d4 

Mummy ld6+ I 

Cho• , .. 
10 Ghast 2d4 

Ct. Undead 101-One on O n e 
Upon reaching the bottom of the staircase, the party 
i1mm.-diatdy gc~ a , rash '-°'-•r.lC: with the "Undcad 
Beginne r's Trio": shadows, skeletons, and :z:ombies. There 
are 2 of each type of undcad for every pany member. 

This ti whcre guests first sec that the Dungeon of Darkness 
is enchantc.-d with regards to the .. death" of its undcad. 
lnstc-MI of their usual 1n.'mner of incapacitation, upOn defeat 
each undcad vanishes from the room completely. 



Upon defc:uing a ll of the undcad in this room, 
characters m.,y pcrfonn a .search that re\•t:als an appropriate 
(if a bit underwhelming) amoum of rrcasurc. No searches 
anywhere in the dungeon rooms are successful if any 
monsters are as yet undefeated. 

C2. Reg1·ouping Room 
This is a small, empty room that has names scrawled 
a ll over the "·alls. Instructions on the door leading 10 
1he next room read, "Congratulations. you have passed 
Undcad lnstmc1ion IOI! No maiter what h .. 1ppcns from 
here, that is an accomplishmcm! Please add ~·our n.ime 
to the wall to continue." There arc some other, smaller 
words written the re that arc only slightl\· dccipcrhable 
with a DC 16 lntelllgence (Arcana) check: the meaning 
is unclear, but h implies that signing your name to the 
wall constitutes a binding contract. Players cannot 
proceed t hrough 1he door without signing 1heir name. 
Anyone who refuses wsign their name must return 10 1he 
main floor of the mvem and wait for their companions. 

C3. Incorporeal Instruction 
This room is dedicated 10 figh.ri1'\g enemies wit hour physical 
fonn. There will be I specter per pany member, and I will­
o'-wisp for C\'!ry 2 party members. Upon defeating them, a 
ghost will appear, but docs not attack the party TI,is is the 
One Who Will No1 Leave. If anyone atrncks him, he will 
look dejocccd, pcm1ancntly vanishing from this room. 

C4. Passageway 
An empty passageway offers a chance for players w 
catch 1heir breaths and do any necessary healing before 
moving on. Upon a successful DC l6 l1uelligencc 
(l1wes1iga1 ion) check, players realize they arc under the 
library, but things don't quite match up, implying 1herc 
is a hidden ::irca near the library. 

CS. Good Grief, Ghouls! 
This room is dedicated to fighting more advanced undead: 
specifically ghouls. There will be three ghouls for each 
player. Once a ll of them arc defeated, two ghasts will 
appear and mu:,1 be defeated as well. 

C6. My Oh Minotaur 
This passageway is identical to C4, only longer. 

Once all the party has entered, they are charg1.'CI by 
a succession of minotaur skeletons, equal to twice the 
number of party members. 

C7. The Big and the Small 
This room is home to two dramatically different undead; 
:ombie ogres and will-o' -wisps. The ogres and will-o'­
wi.sps fight in pairs;: on e pair for every rn·o party members. 

CS. U ndead 102 
lbc ncxt-lc\-cl trio of undcad is a wi~t, ghost, and vampire 
s pm.•m . TI1ere is one trio for every 3 p.1rty members. 

C9. Potpourri 
This is a purely random selection of undcad from che 
varie1ics seen so far. Each player ge1s two to fight, and it's 
rmyone's !,•uess wh.1t they will be! 

Each player rolls Id 12. Two of c.ich undcad type appear 
for each time it is rolled: 

Random Undcad 
I Shadow 
l Skeleton 

Zombie 
Specter 
Witl·o'·Wisp 

Ghw1 

7 Minotaur Skeleton 
a Ogre Zombie 
9 Wight 

10 Ghost 
I I Vampire $1>3>N11 

12 Ghast 

After all the monsters arc defcaied, a OC 16 ln tclligcnce 
(ln\!eS{igation) check rc\•eals the presence of a hidden 
door. A DC 18 Oex1eriry (Thieves' Tools) check opens a 
door lc.tding 10 a hidden closet. 

CIC. Hidden Closet 
11\e hidden do.ct is fl lied with boxcsof joum.1ls and letters 
written in an unknown langti..'\ge. There arc man)' drawings 
depicting various combinations of hmnanoids fighting 
different species of undcad. Many of them are in partial\)• 
filled shipping boxes 1hat look like they arc meant to go 
to various recipients a ll over the "'orld. In addition 10 the 
papers there is a small ponion of l00t gaihered from slain 
adventurers, equal to a CR 8 treasure hoard. 

There is also a small, metal lockbox here. A DC 14 
Dexterity (Thie\'es' Tools) check opens it, revealing a key 
wrarrx>d in a whi1e flag. If people have been in the tavern 
libmry they will no1ice that 1he mernlwork on che key 
matches a keyhole found in the lihrary. 

C11. Curse of the Mummy: 
The Final Challenge 
This area appears very different from the rooms so far. 
The stonework is more tan than gray, and chiseled with 
much more masonry skill. 1l1e air feds warn, and drier, 
somehow, C\!en though up until now things have been 
clamll\)' and damp. Sarcophagi line the walls, 2 for 
each party mcrnbcr. The faces on e.ich sarcophagus arc 
enchanted to resemble the faces of the party members. 
The moment a creature speaks while inside this room, 
the sarcophagi open and mummies come ou1 of each, all 
wearing masks 1ha1 arc similarly enchaiued to resemble 
the pany. Each player character must defeat the 2 
mummies bearing their own face, and cannot Jeal 
damage to the mummies bearing the other players' fuccs. 

Upon succeeding, player characters may make a OC I 2 
lmelligcnce (lnv('Srig:uion) check 1hc scmch ~rcophagi 
and find ld4 scarabs of (mlrection. 

After this room is complete, two doorways appear 
bearing wriring in what seems like blood. 

One reads: "Congratulations! You've earned a rest and 
some food and drink upstairs. Open me to return to dtc 
t:wern and bask in your victories!" 



Opening 1his door leads in10 Bl, where players can 
ascend the staircase back into the tavern. 

11,e second door reads: "Well done! You ha\•e impro\·cd 
your sl.::ills immensely. If you wish to continue to gain 
more knowledge and skill, open me and proceed! But 
ben~re, tme honor is not achieved by the faint of heart." 

Opening this door reveals a spiral staircase leading 
down into the final level of the dungeon. A bone-chilling 
wind like a dying breath escapes the staircase. 

DUNGEON SECTION 2: 
ADVANCED DUNGEON EXPERIENCE 

The rooms on the advanced level, in addition to offering 
remarkably dangerous undead, arc also designed as "simu­
lations" tha1 bear more resemblance ro 1he ell\'ironmems 
where one might find specific undead. It is more a system 
of caverns than a sub bascmcm of the 1:wern above. 

01. Lair of the Vampires 
This is a large ca\·em that, through illusory magic, looks 
like a graveyard on a moonlight night. The players must 
defca1 one vampire. 

Players may cross paths here with Anv Ghil sen and 
Antony, who arc leaving 1he dungeon after slaying their 
vampire. A mony, despite his apprehension, t urns out to 
be a master vampire slayer. He tells his father, ho,\·e,,er, 
that he does not want ro do this fur the rest of his life, 
but wants instead to reach people about the undead. His 
father is surprisingly happy abour that, and leads Antony 
back out of the dungt.•<m. The doorway disappears behind 
them, though, so none of the players can follow. 

Upon defeating the vampires, a OC 11 lmelligcncc 
(l1wcstigaiion) check finds two srarucson grrl\'cs nex1 
to each other. 8o(h arc in armor: one resembles Miss 
Linger and the other the One Who \'Vill Not leave.~ 
only living thing to be found in any of the dungeons 1s a 
rosebush growing over 1he graves, wi1h one single rose. 
If someone picks the rose, the One Who Will Not Leave 
will appear, gesture emph:uicall)' at the statue of Miss 
Linger, and then disappear. 

02. Review Time 
This cavern docs not contain :my illusion at first, and 
looks exactly like the dank cavern 1hat it is. Each player 
must fuce 2 undead creaturc.s, determined by rolli11g Id! 2 
twice on the Random Undead table in Potpourri (C9). 
While a character is engaged in combat with ao undead 
here, the area within a 10-foot radius of the character will 
magically resemble the environment one usual\}' finds 
rhar panic~•lar undcad. It shifts as soon as a player's focus 
changes to a different undcad. 

D3. Return to the Ancient Dunes 
This room is enchanted to look like an ancient resting 
place from desert cultures. It is filled with che riches of 
a ki~,doin, and one large s.·ucophagus. Near the riches 
arc three eviscerated corpses. A hostile mummy lord 
emerges from the sarcophagus. Once it is defeated, players 
may claim the vnrious riches, which equate ma CR 14 
treasure hoard. There is a notebook here that appears 
to have been dropped. It seems to be a translation of 
hieroglyphs in this room. AOC 18 lntelligencc (Arcana) 
check deciphers the mmsla1ion as an ancient ritual for 
the spell rrue resurrection. 

04. The Mors U r$i 
The final challenge of this level pits plarers againsr 
the most terrifying undead in the dungeon, aM a 
beast unique to the Dungeon of Darkness: a sickening 
amalgamation of all chose slain in the dungeon. At the 
end of the dungeon is a veritable mountain of corpses, 
so immense thai one cannot enter the room without 
stepping onto the pile. It seems 1hat the undcad who 
opcraie the tavern ha\'C had to dig into the floor of this 
room 10 accommoda1c the ma~. 

The spiri1 presem in this room. known as Mors Ursi, 
manifests as a st i1ched,wgct her ponion of the bodies. 
It resembles a large bear with several arms, and carries 
a massive sword 1hat vab•udy resembles a meat cleaver. 
Most notably, any adventurers 1ha1 have d ied during 
the pany's adventure will be a prominent portion of 
MorsUrsi. 

When the Mors UrSi is defeated, insread of vanishing 
like the undead in the other rooms, its stitches will break 
as it collapses into a pile of flesh. A door appears bearing 
the message. "Congratulations on defeating the: second 
and fin.'11 level! Please pas.i through 10 return to the 
t:.wcm and enjoy your viciory with a sizable rc"'ard!" 

Before the party is able co lca\"e, Selanas quickly enters 
the room and goes O\!er to the Mors Ursi. If someone 
speaks ro him, he just shakes his head and motions for 
rhem m go through 1he door. If the pa.rty '-,ocs through 
the door, they return to the ta\'Cm (A4). lf 1hey do not~ 
through the door and persist in trying to ta.lk to Sclanas. 
he will become angry and flee down a previously hidden 
pas.iagcway. Following him leads to the secret du_ngeoi:1 
level. The St..-cret possage may a.lso be revealed wuh a DC 
20 Intelligence (Investigation) check. 



THE SECRET OF DUNGEON OF 

DARXNESS: FINAL FINAL LEVEL 

E 1. Obse rvation Room 
Even though this room is entered from 1hc caverns above, 
the wOOOcn "·alls and decor give 1hc imprcssio1\ rh.'l1 one 
is back i111hc tavern. This room has twocomfonnblc 
chairs, each with a writing desk nearby and p lenty of 

paper, ink, and quills for taking notes. which arc neatly 
piled o n the floor ncx1 to each chair. Sclcnus is nowhere 
in sight, but there are some sketches of an elven man who 
looks like him, only )'Ollltgcr and not as worn. Pictured 
with the man is a lovely elven woman. 

The two chairs face a wall with many magical windows 
filled wi1h a watery subsr.i.ncc. Each window magically 
displays rooms of the entire dungeon, using magic 
similar to the spells arcmie eye and scrying. Identifying 
the functions of the magic pools (Arcana ch(,:k OC 
16) allows a creature to deduce that speaking the word 
"Zoom" will enlarge the picture, "Pan" allows one to 
move the eye to show different areas of the room. 

There arc loud clanking and creaking noises coming 
from behind a door 10 the $0urh, which leads m EJ. TI\cre 
is a locked door to the cast. A DC 14 Dexterity (TI\ie\·es' 
Tools) check opens the eastern door to lead to E2. 

£2. Bcrala and Selanas's Room 
This is a surprisingly ordinary bedroom, filled wi1h many 
lifetimes wonh of mememos, letrers, and fmmed sketches 
of an elven couple 1h,11 progress from young ;,nd carefree 
to haunted (in the case of the male) and driven by 
darkness (for the female). The last 5,ketch is of the female 
seemingly in dc-ath. A DC 12 Intelligence (lnvcstiga1ion) 
check deduces that the room i.s regularly inhabited by 
both a man and a \\·Oman. 



£3. Mors Ursi Maintenance 

This room conmins a giam table wi1h a lifting mechanism 
and various implements of ro.agic and science, as well as 
b:xlies in various siagcs of decay. (I( any fumilinr characters 
died on the level immctli;ucly preceding this cncoumcr, 
portions of' them will Ix there as well.) A thick, black 
curtain d ivides this room from a cavem m one side. 

If the party enters this room immt.-diatdy after following 
Schmas, he will be there using a heavy chain and pulley 
apparatus to lower the Mors Uf$i from Lhc room above. 
I( the party watches silenth•, he will be so invoh·cd in 
h is work he will not notice 1hem. They will sec him take 
various corpses and perform magic 1mfomiliar 10 anyone 
in 1he p.1.ny to ~;raft 1he corpses onto ,he Mors Ursi. The 
Mors Ursi stirs, but docs not wake . Sclanas pats ii .1nd 
murmurs, '"Sleep llQ\V, brave warrior. S leep and rc&>ain 
your strength for rour ncx1 l'ic.rim," 

The Mors Ursi cannot move while Sclanas is still 
working on it. The Mors Ursi is at half-strength and will 
not fight back if pL1ycrs atwck it. In its place, Sclanas will 
fight to defend the Mors Ursi. If Sclanas is subdued rather 
than killed, he will laugh a nd warn the pan y l lOt to try his 
love in the next room. 

~ 

£4. Undead Laboratory 

Pulling black 1he curtain re,,eals a more elaborate 
labommry 1han the room previous. There arc (our 
tables with ,•arious types of undcad on them. They arc 
unl ike any undead known to the workl-,•ery obvio usly 
something new and still in development. Forturiatcly, 
they arc not currently animated. At least, not ye 1. Some 
arc siarting to twitch under 1hc attention of a lich: Bcmla. 

fa•cn though her li<:.h features arc horrifying to behold, 
there are still enough of her features that people arc able 
to recogni1e her from the ske tches in the observation 
room o r bt.-droom. She is furious .11 being disturbed and 
calls for Sclanas. Upon discovering that he is either dead 
or dcfc.atcd, she flies into a mgc and attacks the p.1ny. 

If she is defeated, a ll undead in the two dungeon 
experience levels cease to exist (including her 
cxpcrimcms) and lhc tavern will no longer drain hit 
poims or constitution from overnight gueSts. A scnrch of 
the room reveals a wealth of gold and jewels, collecu.'<I 
in her centuries of providing uncle.ad for wars. The total 
wonh of the valuables is 150,000 gold. 



------------

1;'11.c: ltav.c:rn ((,11.c:!;t!; 
.------J __ _ 

. The LeagtAe of Undead Slayers 
This 1s a group thal fluctu.'\tcs between four and ten 
people who frequently come to Dungeon o( O.ukness. 
Despite them all being very experienced players, they 
have yet to attempt 1he second level, and instead run the 
first level repeatedly. Some of 1hcm have been coming 
for years. They compete to sec who can have the highest 
tallies on the board. h looks imprcssi\•C ;u a glance, bu, 
one can observe th.u the s.1mc names show up for the 
"easier" undead and the names for the more advanced 
uOOcad are never members of the League. They spend 
most of their time calling for more drinks from Bob in the 
Dead Dining Room (A I). 

It was the Leaj,ruC who came up with the concept of the 
~==:c;rio. According to the League ofUndcad Slayers 

I. 11,c ones you can'1 touch: incorporeal undcad that 
cannot be touched b)' ordinary means (ghoscs, will 
0'1he wisps). 

2. The ones you can touch: undead with a physical body 
(skele1011s, vampires). 

3. The ones you don't WANT to touch: undcad whose 
physical txxlics are especially icky (zombies, ghouls). 

M06t of them SHI)' in rhe tavern for 1he night (B4, 85), 
bm some prefer 10 sleep ourside. A few of 1hem complain 
1ha1 they .. always feel tired'' when they sleep under 1he 
tavern roof. The league includes bt.u is not limited to (this 
is an excellent place for GM to slide a necessary NPC 
into the game): 

These Labrint, a human fighter. He prides himself on 
solving ma:es and often is found working on a mare book 
while seated at 1he bar. 

Ricev Concar. a female cl( wi.:ard. She is an expert on 
mummies and mummiftcat•ion, but hasn't yet been able to 
work herself up to rnckling 1he second-level dun{.rcon, even 
though 1here arc mmors that a mlmlm)' lord lurks there. 

Neas Dofothcad, a dwarf cleric who specializes in 
fighting zombk--s and ghouls. Tends 10 be obsessive about 
deaning blood off his clothes, munering about all 1hc n.xl 

Mered Oanbro, a redheaded human barbarian who 
really has it in for will-o'#wisps. She keeps a tally of all the 
wisps she's dcs1royed by 
notching her intricately 
t0olcd lea1hcr belt. 

Shrark Fafawy, a half­
ogre druid who considers 
i1 her mission to bring 
peace to wmbics, 
espt.-cially ogre zombies. 

The One Who Will Not Leave 
This ghost has been a pan of the ta\'ern almost since its 
inceprion. He is found in various spots, bm he never speaks 
unless he is spotted in the final room of ,he level one dun# 
g<:<>n. He was the firSt tasualty in the level h\'0 dunge<>n . 
and the first to be grafted omo Mors Ursi. Something went 
awry with the spell used to add his body to chc Mors Ursi. 
and now his soul is t ied 101hc tavern, trying 1owarnprople 
to quit while they're ahead. He is unidentifiable from 
his features, bt.1t 1here is something oddly familiar abot.11 
his armor i( people have met Miss Linger. He will never 
appear in the same room as Miss Linger. He haunts all of 
the second story of the iavern, and also can~ spotted in 
the I ncorp0rcal Instruction Room (CJ) :'tnd the Lair oft he 
Vampires room (DI) near the statues and rosebush. 

Anv Ghilsen 
A hwnan w1mpire hum er and gladiator by trade, Anv 
only deigns to patronize the Dungeon o( Darkness because 
the only vampire employed there is the cook. To a\•oid 
dealing with her, he packs his own food. When he dares 
the dungeons, he races through all 1he orhcr 11ndead 1oget 
to the vampires. One of the only people to h,wc made i1 
through the second level, and been willing to return, he is 
a wealthofinfonnation, )'Cl he maintains the code of 1he 
~av':"n by not givi.ng away any secrets. A regular visit0r, 1his 
LS his ftrsr time bringing his son, who is now old enough co 
learn the fumily trade. He is found either lecturing his son 
over dinner in the Dead Dining Room (Al), quh:ing him 
o~ v~mpire lo.re in the library (A2), or actively instmcting 
hun m the Um of che Vampires room (01 ). 

Antony Ghisen 
A shy boy of alX>l.11 twelve (use the scout srnristics), 
he would mthcr be anywhere but learning how 10 slay 
,,ampircs. He keeps stalling whenever his father asks him 
i(he's ready to rry 1he Basic Dungt.-on Experience. While 
they camp outside 1he tavern, Antony spends a lot of 1ime 
in the libmry (A2) reading up as much as he can about 
vampires when his father isn't lccwring him in the Dead 
Dining Room (A I}. He has a wealth o( information about 
all types of undead, 1l01 just vampires. If probed, he will 
say that he wams ro ~ a professor who teaches about the 
undcad, not a slayer o( the undcad. 

Ulmira Mosswalker 
A wrinkled halfling woman (noble) who docs not seem to 
quite ~ long in the cavern, Ulmira 1l01lC1hclcss sccm.s ,·cry 
much at home wi1h the people who work there. They all 
defer to her polite!\•, almost reverently, and put up with 
the numerous undcad critters that she always brin~-s. She 
never enters the du111,.ieon experiences, but likes talking 
to those who have rewrned from there. She spends all 
her time in the Dead Dining room (A I), watching 1hc 
visil'Ors. If 1he Old L'ldy visits the tavem, she will sit 
with Ulmira as they discuss their shared fascination with 
mortality. When d1is happens, tllC undead avoid the pair 
out of wh.,t seems like discomfort. 



Even though the proprietors of the Dungeon of Darkness lost their taste for food ages ago, 
many of them maintain a sense of what humanoids would find appetizing. The cook, Alta Von 

Braun, ha-; cremcd an amazing menu sure to bring those taste buds to life! 

APPETIZEUS 

P~r/4c¢.ly Pickl~d P.ickl~,s - 1 ,sp 
No one understands pickling like the undcad. The pickled foods here range from the 

traditional things like cucumben; and beets to cauliflower, ginger, and even strawberries! A n 
excellent trea t to rake on an adventure if when you leave. 

Sa.mp.l~.r o~cay P.la«~r - 1 ,sp 
A variety of fresh mushrooms, obtained from a sister tavern. How fresh? They're still growing 

where they took root when we bring them to your table, be it a log, a piece of moss, or a human 
leg! No refunds. 

Semg.w5 Af«I~ Soup w.za ~c~ - 2 sp 
Don't let the name scare you! They don't sting the undead, so we are able to offer the absolute 
freshest and most delicious nettles. These nettles have been choppt..~ and cooked with onion 

and garlic for a delicious, wam1 soup. A touch of springtime on a winter's day! 

EN'l'llEES 

h~,s,a ftfeat - ,3 ,sp 
Steaks cooked to order! Perfection guaranteed for rare, medium rare, medium, medium well, 

or well done or it's on the house! Served with a side of buttered nett le greens. 

- , l?~.m~.mb.rtw.c~ Ezow~r Sit.lad - 2 ,sp 

l \\ Our house salad of petals from traditional graveyard 0owers such as nw.ri~lds, peonies, and 

~'~roses, as well as so~ r grow wild in cemeteries like dandelions. 

~ 



{p<avcyard udar 
P.lli.nk cln:ut1d Sli.lmo.a - S sp 

Fresh salmon grilled on a cedar plank harvested from a local graveyard, glazed with 
mustard and Lemon juice. 

l!vt1ryth.in.5 Stt1w - S sp 
Our delicious stew is kept going constantly with a new supply of ingredien ts adde<l 

every day. Don't ask us what's in it, we'll never tell we've long forgotten, but it's simply to 
die for! Served in a fresh-baked bread bowl. 

CocKTAll,S 

l'h.t1 B/oody Kary - 2 sp 
An oldie but a goodie. Traditionally ,nade with to1nato juice, this is available with real 

blOOO upon request! Why yes, it was ethically sourced. 

Zo;t:J:J.O.z~ ZiI.J/a.adt1.l Sp.ri(l;t1r - 2 sp 
A surprisingly light, sporkling drink flavored with berries picked from the local graveyard. 

But don't drink too much, or you'll feel like a tombic the next day! 

l'h.t1 P.ic.klt1r - 2 sp 
Using vast supplies of pickles, this unique drink blends pickled strawberries, cherries, alld 

blueberries with the finest dwarven malt grain spirits. 

Ot1a¢a. :S, (Ja.mb.lt1 - 1 sp 
An old proverb s,'l.yS, "All mushnxnn:S are edible, but some mushrooms are 

edible only once." Test your constitution with this assortment of mushroom 
liquors! Each player must make a OC 12 Constitution saving throw for each 

drink they order. Passing means the d rink was tnade from non•poisonous 
mushrooms, and the drinker will not suffer the usual HP and const"iturion 

reductions for that night if they sleep in the tavern's guest rooms. Failing results 

,Ocath s 
G.,mhl, 

in ld4 poison damage and slight stomach pains. 

Rcmcber.,ncc 
Pll'I\\.Cf Sa.Ltd 



The quest board here is a neatly lenered wooden sign, 
more pcrmaricnt-looldng than quest boards in most of 
the other taverns. !rs primal)• purpose is to advcnise the 
two dungeon experiences. A shon pamphlet posted here 
explains thi:: basic details of the dungeon: 

The &sic Dungeon &pcrience (BDE): This is rJie main 
aum:ti:m. here ar che Dmweon <f Onlalt:SS! Here you can SMTfX'rl 
)'OUT ,mdeod SW)·ing skills in a n.:>sdyrisk-f,re enviromnent. This 
ml)' re ~-,ed repooredly-mere are TIO limits m loog as )'!'.Xi can 

afford it! Please see Miss~ f(Jfmoredetails. 

The Adu-meed Dungeon Experience (ADE): Read-y 
f(Jf more of a challer,,ge! Our Advanced Du~on is for 

y"'4! Disclaimer: Those ccnsentit\g to undertake- the ADE 
acknotvledge that ii involt.JeS a subs1a111ial risk of injur)' Ctr death. 

Notice re: Healing Services: None are offered at the 
Dungeon of Darkness. We arc undead and know nothing of 
treating the: living. Please consider the healing capabilities 
of your party when deciding on your Dungco1\ Experience. 

GHOSTLY LOVE 

There is a tom scrap of paper tacked to the quest board. 
Ir is very faded and yellowed with age, but reads, "To my 
dearest, we are always near but never together. I wish I 
could bring you jus-t one mOr<.' rose." 

If players ftnd a r0$C in the Advanced Dun~,con Level, 
and give this and the paper to Miss Linger, her nom1ally 
sroic demeanor will cmck and she will begin crying. She 
will say that she has liulc to offer the living, but she can 
offer some prot<.-ction from the dark fon::cs of the Tavern. 
After this, the players who aided this quest will not lose 
any hit points or constinnion as a consequence of staying 
the night in the tavern. 

BEST FRIENDS FOREVER 

Undcad Pets Need Homes! Please see Ulmira 
Ulmira sits in the Dead Dining Room, sipping tea. 
When approached about undead pets, she begins pulling 
\larious 1iny undcad companions such as dentacles and 
drcparous 0 1.11 of various pockets :md pouches. They run 
amok through the dining room, and while Miss Linger 
may ~-cm annoyed, she doc-s not say anything to Ulmira 
bur merely asks if she is enjoying her stay at the 1a,•em. 
Players have a chance to mke them on as companions if 
they wish (sec S1ibbles' Codex of Companions). 



TAVERN HISTORY 

Cenmrics ago, ,he fields around the Dungeon of Darkness 
were lush and more fonile d1.·m :my for leagues :u:ound. 
Such riches., of course, could not exist long without 
conflict. Wi1hin a fow de<:adcs, the land was destroyed by 
consmm warring, and yc1 the fighting cominued long after 
anyone knew even why rJ1is piece of land had become so 
coveted. Kings and lesser lords continued to .squabble over 
it until, finally, it ~cd out of nOlice. Some whi5J>Cf that it 
was almost unnatural the way the land itself was foq;:ottcn. 
One talc tells of an old hallling woman who walked through 
the fields during a OOulc, bringif18 decay with her. Not long 
after her appearance, the fighting stopped, and the fallen 
were left to rot in peace. In time. the tavern was created 
here, ostensibly founded by undcad who did not seek to 
destroy humans and instead wanted 1.0 "rnakc a living and a 
killing" running an inn thm offered fun and games. 

However. the true motives behind the unseen proprietor 
of the tavern are much more sinister. After the final, mo.!.t 
vicious battle over the land left it abandoned, the dark 
elven wizard Bcrala Evenfu.11 saw anopponunity. Here 
were centuries of bodies just waiting to be resurrected. 
Whm began as an experiment in necromancy soon 
became a 1hriving business. Bcrala became the go,co 
black marker undead dealer. Howe\'er. as 1ime wcm on, 
customer co mplaims became more fn."qucnt. Tilc older 

MoRs URs1 
Huge undead. neutral euil 

Armor Class: 18 {natl.l'al armor) 
Hit Points: 200(16dt2+120) 
SpHd: 40 ft.. buuow 25 ft 

STR DEX CON INT WIS CHA 
24 (+7) 11 (-t-0) 23 (+6) 4 (· l) 10 (+O) b (-2) 

Saving Throws: Str+l3. Dex +6. Con +11. Wis +6 
Damage Resistances: poison. necrotic 
Damage Immunities: poison. necrotic 
Condition Immunities: charmed. exhaustion. frightentd, 
paralyzed. poisoned 
Sensa: darkvision 60 ft. , passive Perception 10 
Languages: -· 
Challenge: 17 {18,000 xp) 

Legendary lttsi.stance (J/Oay). If Mors Ursi fails a saving 
throw. it can choose. to succeed instead. 
Magic Rtsistan~. Mors Ursi has advantage on saving throws 
against spells and other magical effects. 
frightful Pr,smc,. Each aeature of Mas uis;·scooice that is 
within 120 feet of Mors Ursi and aware of it must succeed on a 
DC 18 Wisdom saving throw or become frightened for I minute. 
A creatl.l'e can repeat the saving thl'CJ',I{ at the end of each of its 
turns. endmgthe effect on itself on a success. If a creature·s saving 
throw is successful or the effect ends for it. the: oeature is immune 
to Mars Ursi·s Frightful Presence for the next 24 hoors. 

the undead, the lcsii familiar they were with modem ban le 
strategics, techniques, and weaponry. Bcrala needed a 
chance to s1udl' modem fighting, carefully and steadily. 

The Dungeon ofDarknt.'S.S was her bri lliant idea to study 
how humanoids deal death, and deal with death. She 
wanted tobe able to "fight smarter, not harder," and rather 
than throwing mrusive amounts of undcad at the living, 
spend her necromancing energies wisely and r:aise 1hc 
undcad in the bcs1 manner to mec1 customer demands. The 
dungeons are her observation station and experimental lab. 
She observes every fight and cakes copious notes. 

Bcrala made a point to employ various types of 
undcad for 1hc tavern to sec how \!arious species and 
cla.~cs reacted to them. Bob, Alm, and Miss Linger 
represent various types of undead: the reanimated corpses 
(skeletons, zombies), the transformed corpses ( vampires), 
and the incorporeals (ghosts, will-o'-w~ps). They are 
aware of whm Bcmla docs IO some extent, but not enough 
to really aid or hinder her cffort.s. 

Over time, Bcrala's proximity to death damaged her 
health and spirit. In order to continue her work, she 
became a Heh for 1he sake of her business and studies. 
Her ncwcsr lo"er, Scl:mas, con1inucs 10 aid with b~ic 
necromancy while she observes 1he fighting in the 
dungeon and adds to her notes. Those who stay in the 
ta\'Crn O\'emight prtwide her with some life force to 
maintain her existence as a lich. 

Stfflch. Any creature that starts its tum within 5 feet of Mars 
U1si must succeed on a DC 16 Constitution saving throw or be 
poisoned until the start of its next tum. On a successful saving 
throw. the creatlJ'e is immune to Mars Ursi's Ste('(h for 24 hours. 
Tab From tM Pile. Mors Ursi can mend recent wounds ~ 
magic-ally grafting corpses to itself. Unless Mars Ursi drops to 
O hit points, it regains 10 hit points at the start of its tum. It 
dies only if it takes more than 10 damage from a single attack 
that brings it to O hit points 

ACTIONS 

Multiauack. Mors Ursi makes three absorptive c~r attacks. 
Absorptive Cleaver. Meltt WiMpon atcock +13 to hit. reach 10 
ft.. one target. Hit 16 (2d8 + 7) slashing damage. In addition to a 
targeted oeature. Mors Ursi targets a nonmagical piece of metal 
that isbeingheldor\Wrn. On a hit. the armororwe.aponsuffers 
a pennanent -( penalty. An object that suffefs this penalty 3 times 
is destroyed. entirely consl.llled by the grcr.ving blade. 

LAIR ACTIONS 

On initiative count 20 (losing initiative ties). Mors Ursfs lair 
takes a lair action to cause one of the following magical effects: 
• 2 zombies rise from the pile of bodies 
• 2 skeletons rise from the pile of bodies 
• A pulse of necrotic energy fills the room. forcing every living 

creature inside to succeed on a DC 18 Constitution saving 
throw or take ◄ (ld8) necrotic damage 

• A'l'Tlsand legs shootout ofthepile.~ngat the living. 
Creatures 'W'ithin 5 ftttof the ground must succeed oo a OC 16 
Dexterity saving t/'vow0< fall prone and grappled (escape DC 10) 





Te~pot Te11nple 
T

he Teapol T('mplc lies at the edge of a nawral garck-n thar was once an anc ient shrine com1ncmo rm ing people and 
events kmg-forgortcn by m (l!SI. A dmgonbom proprietor recently transformed this loca1i0n into a lucrative commcreial 
venture, offering a relaxing retreat in a picturesque locatio n. These mcrcamilc activities disturbed an ancie nt 

slumbering dragon spirir, who now seeks to undermine the ravcrn's succcs.s. The rising conflict between the dragon spirit 
and 1hc new owner eventually becomes a physical manifc:sta1ion of anger thrca1cning 1hc gardens and rcg:ions beyond. 

The Teapot Temple prcscms a place of serenity minted by gaudy commercialization. Player chamc1crs of any level can 
visit 1his 1a,·cm, but it is designed for levels 1-5, and optimized for 3rd level characters. This tavern works well n-car a lx1S\' 
urban setting providing a calming getaway from busy city life. 

AREAS OF THE T AVERN 

The Teapot Temple consists of buildings scattcn.-d around 
I.wish, well-mainnain.._--d gardens. A network of cobblestone 
paths wander through the l'State, connecting each of the 
builditlf,,JS. Ac night, m.'lgical lamems ll<>\'<:r beside the 
p.'lths, illmninating them with a SOOthing glow. 

The buildin&rs arc constructed with pagoda-like designs 
and arc elevated a few feet above the ground on short 
pie-rs. Thick wooden beams supp::,rt soaring peaked roofs. 
Buildings generally have m1ami ma1 flooring throughout . 
Golden dragon figurines arc also a regular sight 
throughorn the complex. 

MAIN B U ILDING 

Visitors 10 rhc Tcapo{ Temple arrive from the main road 
,•ia a cobblestone path. The building sits beside lush, 
well-manicured gardens. Patrons arc greeted by a sooring 
peaked roof above this single-story pagoda•Sl}'lc structure. 
Its sturdy wooden beams arc painted in bright colors, 
giving it a .,.,1'1coming appearance. An array of 1;,.,oldcn 
dr.lf,,,On figurines flanks the entry path, and a painted sign 
reading "Teapot Temple" greets visitors as they enter. 

A 1. Temple Bar 
The temple's OOr takes up the front portion of lhc main 
building. Magically hovering gilded lanterns illuminate 
scattered stools and cables. Behind 1he main bar, above 
shelves full of ,,ibr:mrly paimcd ceramic dragon-headed 
Cl•J>S and l'Capms, is a large sign anmn mcing .. 2 for I 
Tcaix,t Temple Souvenirs." 

During most hours, Saba lrongut works the bar. He is 
an indusirious~looking dwarf commoner who keeps busy 
cleaning and arm1,ging his sra1ion when not serving 
customers. Though not very ralkativc, he can be, a wealth 
of information abou1 anyone on the tavern's pr~ny. 

Saba is assisted by at lease one of the Joy, Hope, and Song 
sisters (human commoners). They arc identical triplets 
who arc servers here and in 1he adjoining banquet hall 
{Al). 53-ba cannot 1cll the siSters .ipan and will call out 
"JoyHopeSong" when trying to get any of 1hcirattention. 

During the day, a few patrons can be found enjoying 
a drink. In the evenings, the bar is bustling as patrons 
b,':lther ro lisren to Shami (human commoner) cntenain 
them wi1h music, singing, and playing her lute, i\,rC, or 
flute. She is sometimes joined by the ogre Tasld, who 
plays the dmm on particularly e nergetic numbers­
usually a big hit with the crowd. 
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A2. Banquet Hall 
Adjoining the bar area is the banquet hall ca1ing area. 
Meals arc served here throughout the day, and in the 
evenings the 00.r's crowd can spill into this area as well. 
Joy, Hope, and Song serve cus1omcrs, regularly shu11ling 
between the bar (Al ) and the kitchen (AJ). 

A3. Kitchen 
This kitchen is used to prepare meals served in the 
adjoining banquet hall (A2). The room's center is 
dominated by a large table and is mainly used for food 
preparation, while a v:ood stove stands nearby. Shelves 
line 1hc walls and arc stocked with all 1nanncr of cooking 
utensils, pots, pans, herm, and spices. The adjoining 
pantry provides food no rage. 

Meccaw is a large, boisterous halfling {commoner) who 
is the tavern's chef. She can be found here throughout the 
day. She docs her job well and docs not suffer fools gladly. 

B1. Ta.kuka.ne's Office 

This messy office is usually empty, as Takakunc despises 
doing the administrative tasks needed 10 nm the business. 
It is simply furnished with a desk, '"·o chairs, a nd a 
flowering plant that died because Tak faikxl to water it. 
Piles o( apparently unorganized paper cover m OISl surfaces, 
though Takukane insists he has '"a s~•stem" for storing 
these documents. 

Chamcters spending 10 minutes searching the 
paperwork and succeeding on a OC 13 lmclligcnce 
(l1wcstigation) check can determine that Takalame has 
invested large sums of gold into the property, but 1he 
Teapot Temple is barely breaking even. 

Treasure. Beside the desk is a locked chest thm can be 
opened using a key thm Takukane carries with h im, picked 
with a OC 12 Dexterity (Thie"cs'Tools) check, or forced 
open with a DC 10 Strength (Athletic.s) check. il,c chest 
cont.1ins the deed to the property, rwo potions of healing, 
and a sack of coins holding 120 gp, 250 sp, and 500 cp. 

Any noise in this room attracts the attention of either 
Niwash (BJ) or Shuman (84). 

B2. Laundry 

This room has many tubs used to launder items for the 
Tcapo1 Temple. Amu (h~1man commoner) can be found 
here on "'orkdays doing laundry. He docs not like what 
T.-ikukane h.-is done to convert the shrine to its current 
commercialized srntc-. He knows the original shrine- was 
once held in high regard, and that some families srill 
make pilgrimages to the site 10 pay respects to 1he spirits 
the shrine once venerated. I-le suspects that Bijit is such 
a pilgrim. 



----------

T~e T~ve111 DpeMtcns 
---------- -

Takukane "Tak" Goldenscale 
Takukanc (dragonborn veteran) is the ambitious owner 
of the Teapot Temple. He arrived lt-ss than a year 
ago, transforming this forgotten shrine into a highly 
commercialized getaway. "Tak" is ~,er to grow the ravcm 
imo a financial success-he has invested significant sums 
in the vcmtirc bu1 has not yc1 tumcd a profit. He has liulc 
care to follow tr..clition or 10 1.ikc care of 1his once-sacred 
Sp.lee. Instead, Takuk.ane caters to his guc5ts' mercurial 
whims to please visitors and cam coin at ever}' opportuniC)•. 

T.'lk spends most of his time focusing on custo1ners in the 
ml'!in building (A) or assisting Jasmine in 1hc tea house (C ). 
In th<! cvcnin~-s, hccolfapsescxhausted into a rcst lcsssk-cp 
in his private cottage (03). 

Nightmares. Since shortly after opening the mvcm, 
Takukanc has been plagued by nightmares of a dmgon 
chasing him. The dreams continue to this day, bn•ing the 
dragonborn owner exhausted. He has kept h is nightmares 
secret, and others attribute his weariness to working too hard. 

Tuk mistakenly believes an unknown guest cursed him 
for uns.,tisfuctOry service. He has convinced himself 
that the o nly way to be free of this curse is to provide 
excmpl<iry service to the disgnmtk"<I individual. To entice 
the mysterious guest m return, Tak focuses on transfonning 
the Teapot Temple into a hrn spot th.1t everyone yearns 
tO \'iSit. He has taken a cue from his nightmares 1hat the 
tavern needs C\'Cn more dragon memorabilia, and continuts 
to replace old art with dragon-themed kitsch 

The Tmth, Tak is not cursed as he thinks, Every evening 
he is accosred by Namidnryu's spiri1, who haums his dreams. 
The dmgon spirit will cominue todisn1p1 Tak'sslcep umil 
changes arc m:tde ro ho"' the tavern is nm or the dragon 
spirit is put to rest. 

Personal ity. Takukane is overly friendly, ingratiating 
himself to every customer. He rrics to accommodate even 
the most outlandish rcqm::s1s 10 humorously garish effect. 
Takukane does his best to hide his exhaustion and conC(.""rl'lS 

regarding his curse. 
Rela1ions 10 1he Spirils. Tak will grow desperate as the 

dragon spirit's activities inc reasingly affect his business. 
He will plc~d wi1h playcr charac,crs 10 help deal with the 
problem-he will do an)•thing to save his business. 

Saha lrongut 
Saba is an industrious dwarf commoner with a kind face 
who 1rnrks the Teapot Temple's OOr during most hours o( 
1heday. He: is friendly and approachable. though nor very 
1alkative. He'll rarely provide a 1wo-word rcsp::mse if one 
word will do. 

What He Knows Saba knows all the Teapot Temple 
cmplorccs and briefly speaks with every guest wben they 
arrive. He can be a wealth of infonna1ion if charncterscan 
n,wigate his brief responses. He is becoming concerned 
with Takukane's growing weariness, suspecting it may be 
caused by mo re than just overwork. 

R elation.s tq the Spirits. $.Iba understands the Te:1pot 
Temple is on the grounds of a once sacred shrine, but he is 
not concemcd that Takukane's upgrades arc a problem. He 
be Ii eves the tavern is a great ick-a and expects it co grow 
into a suc.ccs.sfol establishment very soon. He is k,ytil to 
Takakune and will follow the owner's lead 

Warai 
Warai is a tanuki (sec Stibblcs' Codex of Companions), 
appearing as a rwo,(001-rnll racoon-dog humanoid, Warai is 
supposed to help 1he brcwmaster in 1hc d istillery (B4) but 
spends much of his time carousing at the bar or wandering 
the gardens with a cask of wine on his back. After the bar 
do.cs. Warai spends his evenings drinking wine in the 
cottage he shares with his ogre fr iend Taski (02). 

\Vhat He Kn0tv.s. Warai knows tlmt Namidar~•u and 
Aibo's spirits haunt the propcrti' and they arc off~ndcd by 
Takakunc's recent changes. Wami has not told Takukane 
because he thinks the ambitious merchant must learn 
for him.self Warai docs nm know whar will appease 1he 
spiriu' anger but will happil}1 offer humorous if ineffcc.ti\'C 
:suggestions. such as sitting crOiSs.-lcggcd in the pool while 
chanting "o-w.Ha•gu•sai-yam." 

If pressed. he will suggest some of 1hc owner's changes 
should be undone while making offerings to the spirits, and 
recommend the characters speak wi1h Jasmine. 

Relations tq the Spirits. Warai docs not know 
Namidaryu and Aibo's (u\l story, only that they were a 
dragon and a human who lived long ago and were deeply 
in lm•c. Warni will become alarmed if the spirit of anger 
manifcst:s from the pool to threaten the tavern. GMs arc 
cncoornt>ed to use Warai as a tool to guide chamcters who 
are unsure of what 10 do ncx1. 
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Niwash the Gardiner 
Niwash is the dedicated dwarvcn gardener who keeps 1hc 
property in its pristine state. He is dedicated to his job 
and dislikes Takukanc's recent changes. Niwa.sh is never 
without his. enchimtcd shovd (cffoc1ivdy a+ I glaivc), 
and he can readily defend himself with it. Niwash uses 
berserker stats with the following action replacing 1hc 
grcarnxc au ack: 

Enchanted Shovel. Mclee \'Veaixm An::;1ck: +6 to hit, 
reach 10 f1., one target. Hit: 9 ( Id 10+4) slashing d:.unage. 

A Gi~ for Heroes. If the characters perfom1 great deeds to 
protect the gardens, Niwash may gram them his enchanted 
shovel as thanks. He will not do so ifhe is aware they 
d isrespected the spirits or the ancient shrine's sanctity. 

What He Kn0tvs. Niwash believes the spirits who were 
once revered here stilt haunt the property and arc likely 
unhappy wilh Takukane's changes. Niwash knows of a 
legend that says the wmerfoll is made from the tears of an 
:incicm dra_gon who died of he:mbrcak and whose bones 
are the rock$ over which the water flows. Hearing the song 
of his love will assuage the dragon's sadness for a time. 
This talc alludes co a way to open Namidaryu's hidden 
comb beneath 1he ,vaterfall (FJ). 

8 elt1tions: tO the S,,irits . Niwa.sh resp«ts 1hc s."crcd spirits 
of the gardens alld does his best to honor them. Ni wash is an 
effective coml:otam who can aid the characters if a simation 
tumsdire (sec Angry Spirit Events). 

Taski the Ogre 
Despite being: an ogre, Ta ski is one of tl\t" most liked 
members of the Teapot Temple. He is a general laborer 
helping all aspects of the operations, particularly when 
muscle is needed. The ogre is soft-spoken, with a 
surprisingly high voice. He is good friends with Warai and 
share$ a comfortable cot rage (D2) with 1he tanuki. 

During the da\•, Ta.ski c:m be seen c.11Tyings~•pplics 
throughout the grounds. His e,•enings arc spent in the 
tavern drinldng with Warai and occasional!}' playing the 
dnims co accompa1,y Shami. 

Taski is generally non-violent. If combat breaks out, he 
will defend nearby patrons by positioning himself between 
them and the threat and using the Dodge action on his 
wms, hoping to allow others co escape. He will atrack 
only if someone appears in grove clanger. 

What He: Knows Taski cla ims to have seen the ghostly 
forms ofboch Namidaryu and A ibo. 

Rclalion.5 to the Spirits. Namidaryu frightens Taski, 
as t he dragon spirit always looks angry. In contrast, Taski 
says Aiboscems sad most of the time, though he thinks 
he saw her smile sitting in the rafters listening to Shami 
play her lute. 

Shuman Brightspire 
The Teapot Temple has its own brewmaster, Shuman 
Brightspirc (half-elf guard). He works studiously in the 
brewery, where he creates various rice-based alcoholic 
drinks including beer, wine, and shuchu sold at the bar. 

Wami is supposed to help Shuman, but to avoid work the 
canuki shm·«I fey secrets with Shuman that greatly enhanced 
the quality of what he makes. As a result, Shuman doesn't 
mind thm Wami is rarely th<.-rc 10 help him. 

What He Knou"t. Shuman has limited knowledge of the 
spirits in the garden. He's heard rumors and can suggest 
the characters speak with other employees such as Warai, 
Ni wash, or Jasmine to learn more. 

Relation.1 10 the Spirit$. Nami<laT)·u great!}' enjoyed 
drinking shoc.hu when he was alive and in human form. 
SonlC of Shuman's brews can he used to help calm the 
spirits (see che event A Toast to the Spirits). 

Jasmine Birchwright 
Jasmine (forcsl elf commoner) is 1he very reserved hostess 
who guides ~moos through 1hc 1ea ceremony. Unril 
reccmly, she strictly adhered to local customs wl1en 
performing the tea ceremony. However. Takukane, the 
ravem's owner, demanded the cercmooy be modified to 
include references to the tavern's dragon theme, including 
promoting produces and scn•ice.i. Jasmine "-as furious 
and considered quitting, but her elderly parcntS recently 
passed away and uncxpccccdl}• left her " ' ith a large deb1 
co a powerful crime fomily. As such, she choked down her 
anger and grudgingly implememcd 1hc owner's changes. 

Jasmine shares a comfortable cottage (02) wi1h Shami. 
The two have developed a close relationship, spending 
most of their non•"·orking time mgcthcr. 

What She Knows Jasmine is worried 1hc chan.gcs lO 
her tea ceremony may offend 1he spirits she believes s1ill 
h.tum the grr.iun<:1$. 

Relations to the Spirit$. 
Jasmine is extremely respectful 
of the spirit's and knows many 
wnys they can be placatc..-d 
(see Calming Events). She 
also knows the proper rites 
to put a spirit to rest. 

Despite this., Jasmine 
will not freely express 
this knowledge, bel ieving 
Takukane deserves 
punishment from the spirits 
for his actions. She will get 
involved if asked respectfully 
or if the situation looks dire. 
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Joy, Hope, and Song 
These identical triplets (human commoners) share a basic 
cottage (01 ). They arc amiable servers in r.hc tavcm (A I) 
a nd banquet hall (A2). Few on the property can tell the 
sisters apart, with many referring to 1hcm using a single 
word; "JoyHopcSong." 

In their off-hours, the sisters enjoy weaving a large 
rnpcmy. Their tapestry is nearing completion, illli$rrming 
a golden dragon and a beautiful maiden dancing together. 

What They Kn0tv. 11'\C three sisters regularly IC<l"C 
offerings of fresh flowers at A iboS shrine (FZ). They feel 
drawn to this tranquil place but do n01 know who the 
shrine belongs to. 

Relationship to the Spirit,. A ibo h.'ls St.-crct ly inspired 
the triplets to craft the tapestry illusmuing herself and her 
love Namidaryu. This tapestry can be used to help calm 
the spirits (sec 1hc Tranquil T.'lpcs1ry cvcm). 

Shami 
Shami is an attractive androgynous human (noble) and cel­
ebrated musician of the tavem. They are in a relationship 
with Jasmine, sharing a comformblc couagc (02). 

On most nights, Shami is in the tavern singing or 
playing one of their instrumcn1s-they arc equally 
talented playing the lyre, flute, and lute. Shami enjoys 
harmonizing wirh orhcr musicians arid loves having T.-.ski 
join them on stage wirh his drum. 

\Vhat They K,1ow. Shami is aware that spi rits haun1 the 
grounds and has seen an apparition of a beau tiful woman 
flooring nenr the ceiling during their performances. Shami 
isn't aware that this was rhe spirit of A ibo, bur lx-lievC-$ it 
liked their music. 

Relationship to the Spirits. Shami caught sight of Aibo 
smiling when they pb)·ed an old song. Aibo used to play the 
same so1,g for Namidaryu when they were alive. Playing this 
music beside Namidaryu's resting place is one way to open 
the passage to the cavern containing his remains {FJ). 

Meecaw 
Meccaw (halfl ingcommoncr) runs 1he kitchen. She is a 
boisterous whirlwind of a JX-'l'SOl'lality who doesn', suffer 
fools gladly. She readi ly speaks her mind, keeping anyone 
who sets foot into her kitchen on their toes. 

Mcecaw has linlc time (or chit chat and tries not to 
think about the ancient spirits she knows still haunt the 
property. She believes 1hey had 1heir time in 1hc morral 
world, and i1 is abou1 time they moved on and left this 
place 10 1he living. 

What She Knows. Meccaw suspects the spirits arc 
the cause ofTakukane's exhaustion and blames them 
for everything else rhat goes .,,,'Tong in the Tavern, too. 
Mc«aw believes Jasmine is fool ish for spending so much 
time worrying about what spirits think. 

Relationship to the Spirits. Meecaw would rather not 
hear anything aOOut the spirits and ha<; no desire to pay them 
revere1'\Ce unless it means they'll leave and never borhcr the 
living :l!,.'<lin. When things become dire (Sc..--c Angry Spirit 
Events), Mcecaw will leave the property, funher escalating 
Takukanc's need lO deal with the situation. 

Arau 
Arau (human commoner) arri\•cs at the laundry (B2) each 
day, working diligently until the late aftcmoon. Before 
working , he pays revcrcr1Cc to the spirits on the property 
by bowing before the old shrine (F2). 

\Vhctt He K,10u1;1. Arau is aware that o ld families in 
the region s1ill occasionall}' pay 1hcir rcspcclS at 1he 
ancient shrine. He believes that one such individua l 
(Bi:j il) is currently a guest, havi.ng seen them in silcnr 
contemplation before the shrine. 

Relationship to the Spirits. Arau holds the sp:irits in 
great reverence. lf the spirits become angry (sec Angr,• 
Spirit Events), Arau will refuse to come to the tavern 
property, further escalar ing T.'lkukanc's need 10 deal with 
the situation . 
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In addilion to storing garden tools and supplies. Niwash 
the gardener (dwarvcn berserker) USC$ this space as his 
home. He sleeps on a small COi in the comer of 1hc room. 

Niwash beliC\'CS the spirits who were once vcncrawd in 
the shrine still haunt 1hc proper()• and would be unhappy 
with 'fokukanc's changes. 

Spirit Lore. Niwash knows of a legend that the 
watcrfull is rears of rcgrc1 falling over the boncsofan 
ancient dragon who died of heartbreak. In the tale, only 
hearing the: song o( his love will assuage his sadness. TI1is 
talc alludes to a way to open Namidaryu's hidden t0mb 
beneath the watcrfull (F3). 

84. Distillery 
This room is filled with large barrels, casks, and other 
brewing supplies. A bench, a pair of wooden stools, and 
a simple futon bed arc here as well. Sacks of rice arc 
piled high in one comer. 11\C ta\'Crn's brewer, Shuman 
Brightspirc (half-elf guard), works here for much of the 
day and sleeps on the futon at night. 

Calming Evenr. The Namidaryu lo\'ed to drink shochu 
when he was alive and in 1nortal fonn. A small iankard of 
this drink can help put his spirit at case (sec 1hc cvem A 
Tcxm to the Spirits.). 

C. The Tea House 

r-----"T".,,._,, The tea house stmcture is a 
shon di.stance from the main 
building (A). 11,isstructure 
consists of a single room 
with a large window 
providing a picturesque view 
of the water gnrdcns (F). 

Embedded in the floor near 
the center of the room is a 
heming plate used co prepare 
the tea. A pair of sidebo.·ud 

L----==..J cables arc positioned against 
op~ing walls. One sidclxiard holds the items used during 
the tea cerc-mony as well as various books describing tea 
ceremonies and other rituals to ho1\0r the spirits. n~c 
scoond sideboord sits in a r«.e:ssL-<l alcove and is covered 
with cheap dra~n-thcmed souvenirs. 

An ink-brush painting of a fat, smiling dragon hangs 
above the souvenir table in the alcO\'e. Tl\iS paiming 
replaced a much older one dcpie1ing a young maid<.1\ ph\1ing 
an instroment, which now h<mgs in Jasmine'sccct~'e-

Jasmine Birchwright (female human commoner) is the 
tea hostess who leads tea ceremonies here. Until recently 
she had carefully pcrfonned these ceremonies according 
tO the 1ime~honored traditions of the local area. However 
Takakune, the cavern's owner, wanted the ceremony to 
emphasize the tavern's dragon-theme and insisted on 
many changes. including reading promotions of special 
offers available at the Temple Bar. 

Jasmine considcn: .. -d quitting but is deeply in debt and 
n(X-<ls the salat)• the job provides. so she grudgingly 

implemented Takalamc's demands. 11\c owner occasionally 
drops in co ensure she is s1ill following his directions. 

Spirir Lore. 11,e books in this room describe the 
correct way to perform tea ceremonies in this region .. 
Addi1ionally, they describe various ways to app('ase spiritS 
(see Calming faents) and how to perform a traditional 
burial that can be used Qn N,unidaryu's remains (F3). 

Angry Spirit Ewnt. ll\is building was one o( Aibo's 
favorite places when she was ali\•c. She would often spend 
hours playing her lu1e here while gazing ou1 the window 
at the contemplation pool. Both Aibo and Namidaryu's 
spirits arc upset with the changes Takakunc has made 
here, and they make their displeasure known in the Tea 
Tllnc Terror evem. 

GUEST COTTAGES 

[Bl 
Guests of the Teapot Temple may srny in one of mrmy 
small pagoda-style c<magcs scattered throughout the 
gardens. The complex offers three types of cottage: basic, 
comforrnble, and luxur}'· Temple srnff can provide fresh 
shectS and clean 1hc cabins but will other.vise leave 
guests undisturbed. 

Employee Cott«ges. Some employees al.so live on 1he 
property. 11,eir cabins are detailed funher below. 

DI. Basic Cottage 
11\iS building is pcrft.-ct for small grou~ looking for an 
afford:_,blc place to rest. TI1e simple stmcturc has four futon 
beds, a pair of large, lockable chests, and a cent ml wood 
stove. Beneath each bed is a chamber po<, though guests 
can also visit the nearby washing house (E) if more privacy 
is desired. Renting this tYJX' of couage com I gp per night. 



02. Comfortable Cottage 
A step up in comfort from the basic cot rage, these buildings 
provide a pair of furon beds and a cmy si1l'ing area facing a 
stone fireplace. Chamber potS arc pro,•idcd, though visitors 
are encouraged to use 1he nearby v.'3.Shing house as well. 
Renting this type cl cottage costs 2 gp per night. 

03. Luxury Cottage 
The most elegant con age offered by the Teapot Temple, 
these buildinf_rs offer large futon Ix-xis, a wardrobe, a 
locking chest, a small desk. and a relaxing sitting area 
beside a stone fireplace. These cottages boast a small 
private toiler and "<ashing room magically supplied with 
hot arid cold water. Luxury cm rages cost 4 gp per night. 

STAFF COTTAGE - TAKUKANE 

The owner of the Teapot Temple li,·cs in one of the 
luxury cottages. Takukane is rarely here, as he is usually 
busy ensuring guests of the Teapot Temple are kept happ~•. 
In his off-hours, he has a book of poctr~• he's tried to read 
but he rarely h>ets fur, falling into a troubled sleep after just 
a few stanzas. 

Restless Sleep. Takukane does not sleep well. During 
the night, he is beset by dreams of a shadowy dragon chas­
ing him through the inn. He wakes 1ircd and pcrsisrendy 
has one level of cxhaUStion. 11,e dm1,•<mborn innkeeper 
wrongly believes a disgruntled guest cursed him for poor 
scrvke, but he has no idea who ii might have been. He is 
convinced lhm only the offended guest can lifr his curse 
if they visir again and he provides l'hcm with exemplary 
scrvtCe. This belief has driven Takukane 10 transform the 
quaint Teahouse Tavern into a glit~• over-commercialized 
production in hopes of attracting the fictional guest again. 

Calming Event. The book of poetry is tided Forever 
One and describes a maiden and her dragon lover. 
Takukane found the book in storage when he refurbished 
the shrine. He is unaware that the verses are a fanciful 
retelling of Namidmyu and Aibo's life. lllis book is one 
way rhat the restless spirits can be put at ease (sec the 
Sweet Words even1). 

STAFF COTTAGE: 

Jov, HOPE, AND SONG 

lllc human triplet servers share a basic couage. They have 
few pos.se:iSions of value beyond a special family loom. 

Calming E1.-e11t. Tllc sisters ha,•e set up their loom 
at0p the spare bed and arc weaving a dmmatic tapcSlry 
ilhlSlrating a beautiful maiden dancing with a golden 
dragon. If complered, this taJX'Stry is one way thar 
the rcsllcM spirits can be put at case (sec rhcTranquil 
Tapc.s1ryeven1). 

.,., 

STAFF COTTAGE: SHAMI AND ASMINE 

The ttwcm's resident musician Shami and thcil' friend 
Jasmine 1hc tea hostess share a comfortable cottage. 

Ancient Painting. Hanging in their cottage is an ink 
painring of a maider\ playing the lute while sitting beside 
a pool. Characters who have toured the gardcn:s will 
recognize the scene depicts the water pool (Fl) on the 
property. 11,c image used to hang in the tea room, but wru. 
removed by Takukane because i1 didn't echo the dragon 
m0t if he was tt')'ing: 10 use throughout 1hc complex. 
Jasmine dis.1pprovcd of the owner's decision and has 
tC\'Crently kepi the painting in this cottage. 

Calming Event . The illustration was paimed by 
Namidaryu, recalling the first d.1y he met his A ibo when 
she played music beside the pond. T his painting is (me 
way that the rest less spirits can be put at case (see the 
evem A Pleasing Sight). 

STAFF COTTAGE - TASK( AND w ARAI 

Warai, the tanuki trickster, has dcvclotx-d a strong 
friendship with Taski the ogre, and the}' share a 
comfortable cottage. Warai stores extra barrels of his 
fcnnentcd wine here for the two of ,hem 10 enjoy lare in 
the evcnin1,,s after the tavern closes. 

Spirit Lore. Warni knows Namidaryu, the dragon spirit, 
sti ll haunts the property and is upset with the changes 
made by Takukane. He hasn't told 1he owner bc:-causc 
War:'li btlitves T~kuk:\ne !'I~:; tll figurt it Out for hims('!(. 
\Varai docs not realize 1ha1 Namidaryu's growing anger 
may have terrible consequences, and the tanuki will look 
to the player characters to help set things righ t once 
things begin to look dire (sec Angry Spirit Events). 

El. Washing House 
The grounds of 1he Teapot Temple include two of 
these snucturcs loca1ed near 1he guest c:1bins. Each 
of 1hese high-peaked buildings comains a central 
washing fountain wi1h hot and cold water taps. A row 
of three single-person lavatories flanks either side of 
the water fountain. 

Angry Spirit Ewiu. As the spiritS on the grounds 
become increasingly angry with Takukanc's act:ions, a 
burst of enr~,ed spirits may erupt from the fountain, 
threatening the grounds (sec the evcm Icy Spirits). 
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WATER GARDENS 

A gentle stream snakes through the gardens, trickling 
over a stony ridge and creating a majestic wa terfall tha1 
feeds a small, tranquil pool. 11,c stream continues beyond 
the pool, \Vinding through 1he gardens before evcntu:l.11)' 
leaving the propcny. A newly installed gold dragon statue 
magically pours water into the pond from its mouth and 
eyes. A short distance from the pool, largely concealed 
by signs announcing .. 2 for l" specials, srnnds a badly 
wcmhcred stone srntuc. ltS form suggcs1s it once depicted 
a l:nccling h uman form, though any details indicating 
who this might have been have long since worn away. 

Fl. Contemplation Pool 

For gcnerarions, this pool has been uSt.--d b}' local n.':Sidcnts 
w pcdonn cleansing ceremonies. Within 5 foct of the 
pool's edge, the water is approx imately 2 foctdcep. 
Bc}•ond this, the bonom sloix:s down to a depth of 15 fce1 
a1 its cem c:r. The clear water is refreshing, and brightly 
colored fish flash beneath 1hc surface. A new, brilliantly 
painted dragon statue sits beside the pool, with water 
pouring imo the pool from its eyes and mouth. 

Angry Spirit Ewnr. "fakulrnne's "Happy Dragon 
Gardens" opening ceremony nc~irb)' in the old shrine 
(F2) will anger the spirits, causing the new dmgon 
statue 10 animate and atrnck the crowd (sec the Grand 
Dedica1ion C\'CI\I ). 

An gry Spirit Event. In recent weeks, Namid;1ryu's 
anger with T.'lkukanc's disrespectful changes has begun to 
manifest as a ph}'sical presence in the deepest pan of the 
pool, seen as a shadowy patch of water. Should the spirit's 
anger continue to grow, this manifosrn1ion will erupt from 
the pool to threaten ner}'One within the Tcapat Temple 
(see the Erupting Anger e vent). 

F2. Old Shrine 
The rough stone srnrne near 1he pond was once a 
beautiful rcpresenca1ion of Aibo erected shorrly after her 
death. Residents h:we long come 10 this place co honor 
their ances1ors by le:l\'ing offerings such .1s flo \\"ers or 
sweets at the statue's base. 

Angry Spirit £\lent. Takukane dOC's not appreciate the 
worn appearance of the smtue. In his efforts to upgrade 
the grounds, T.'lk has added a new dragon water fountain 
and plans to rcna1nc the area "Happy Dragon Gardens" 
during a grand opening ceremony. This will be very 
displeasing 10 the .spirits, who angrily ani1n.11e che newly 
crcc1ed stame (sec the Grand D..-xlication cvem). 

F3. Namidaryu's Resting Place 
Namidaryu's remains arc hidden in a s1mll cave behind 
rhe warcrfull, hi<klcn from view behind a wall of sto1\C 
blocks. 01aracters inspecting the stone n{){ice a faint 
image of a lute and a scroll can•ed into the stone. 

Musical Opening. Playing music within 5 foct of 1he 
w;'all cauS~ it lO rii:,plc in S,,•1l.C. with tlw tu1\C. If ;\i'l}10i'IC 
perfonns a song or reads poetry celebrating Aibo and 
succeeds on DC 15 Charisma (Perfommnce) check, the 
stone wall will disappear. revealing the cave beh ind. No 
check is needed to make 1he wall disappear if someone 
plays che same tune that Shami played when she saw 
Aibo's .lpparition smile. 

Forceful Opening. Attempting to hann the s.tonc wall 
in any way transforms the stone into an earth e lemental, 
rc\•caling the hidden cave. The clcmcnrnl auack:s any 
creature wi1hin 60 feet of the cave un1il nocrca1ures 
remain or the elemcnml is destroyed. If no creatures 
remain within 60 focc of the cave, 1hc elemental returns 
to its original position and reverts 10 the stone wall. 

The Cavient. This roughly 10-foot square cave is just 
large enough 10 hold the skeletal remains of Namidaryu. 
A successful OC 13 lntclligencc (Religion) check reveals 
that the dragon did not receive a traditional burial 
ccremon}', which likely prevented the dragon's spirit from 
achic,,ing peace after i1s death. 

Disturbing 1he Remain.•. If Namidaryu's remains arc 
disturbed, they imimate and attack. Use a minotaur 
skeleton stat block, with a bite attack taking 1he place of 
itsgrcataxe attack. The skeleton cominucs 10 a11ack until 
destroyed. 0 1'1(t di.sturbcd, the tcM:\iru will (CfOni\ a,'ld 
again animaic at dusk each night until Namidaryu rccei\·es 
a traditional burial ceremony. A lx>Ol: in the tea house 
(C) includes instructions for oompleting such a ceremony, 
requiring a successful DC 15 Charisma (Perform.11,ce) 
check to be effective. If Jasmine performs the ceremony, 
no check is needed, as her execution is .1lways flawless. 



- -- - - - -- -

T{\e r~ve'lh <;p1'71ts 
The sacred grudcns :surrounding th e Teapot Temple 
are filled with spirits. but most are rarely seen. Two 

imponam :spirits have a sign ificant impact on c haracters 
staying in the tavern. 

Namidaryu 
Namidaryu is dle aw.,kencd spirit of an OOult b'Qld dra~:m, 
curSt..-d to ru1unt the grounds d the ancient shrine. Recently, 
the Teapot Temple's new owner's actions have greatly 
offended Namidal)•u, and he has begun tom1eming the 
dragonbom owner in his :sleep. Namidaryu is pmticularly 
angt1' abotu the failure to honor his love, Aibo. Actions that 
honor him and not h is love do linlc to reduce his an&-cr. 

To pcmlanently put the dragon spirit to rest, his remains 
must receive a proper burial in accordance with the tradition 
in this region. Jasmine is a ware of this ritual, and it is also 
described in books stored in the tea house (C). Until th is 
happens. Takukane and the Teapot Temple will always be 
the target of the dragon spirit's anger. 

Mani/e5tation, Namidaryu rarely manifests and is 
unable I.O communicate wi1h the living . He has 1wo fonns 
depending <>n his mood: th,11 of a weak , trnnslucem gold 
drnb'Oll, or an enrnged cloud of ix1lsing energy. {use the 
gold d r.wn wynnling smtistics, except its sire is huge, and 
it is immune to cold and nticrotic damage). lfNamidaq1.1's 
form is killed, he will reform the following evening at 
sunset, more cnmb11.-d than before. O nly completing a tra­
ditional funeral ceremony for h is remains (FJ) will finally 
grant the spirit its final rest. 

Aibo 
Aibo is the spirit ofN:unidaryu's human love. She rccdvcd 
a tr.tdit ional burial, and the wom stone shrine (F2) was 
initially dedicated to her memory. Unfortunately, the 
resdess spirit of her love has forced her to ma nifest on the 
Teapot Temple grounds. She cannot rest until Namidaryu's 
spirit i:s also pu1 to res,. 

Manifestation. A ibo is a ghost who has on ly been seen 
by a few. Her ghost ly fonn is described as a beautiful but 
s<1d l,1dy who never speaks. She greatly enjoys music and 
may briefly manifest with a sad smile on hearing a sweet 
melody. Aibo will flee from combat , but should her ghostly 
form be destroyed, she will reform the following evening at 

sunset unti I her love's spirit is finally put to rest. 

- -- --- - - -- -

T~e r~ve'lh l;1,1ests 
-----------

Though not bus~'. the tavern does have a regular stream 
of patrons that kt..'Cp the employees occupied. Below arc 
three guests who can make for interesting e ncounters in 

the tavern. 

Bi"it 
Bijil (human commoner) is t~c descend ant of a family 
who once served Namidaryu and Aibo. Their family's 
knowlt.-dge of 1his service is long since forgouen, but 
family members arc expected to come 10 the shrine (F2) 
a1 least once during 1heir lives to give respect 10 1he ir 
anccs10rs. The family believes that following th is tradition 
brinb,'S b,'00(1 luck while failing to do so brings ill. 

8ijit's Queit. Bijit's parents 1\.--ccndy passed away, and he 
has come to offer his respects at the shrine (F2 ). He has 
clone so, but saw the sad appari1ion of A ibo there. Bijit is 
now obsessed with helping Aibo find peace, believing his 
own parents' peaceful rest depends on this. 

Bijit drinks sadh' by himself in 1he bar wondering how 
to help 1hc ghostly spirit he saw. He is unwilling 10 speak 
wi1h 1hc tavern's employees about this because he , •iew:s 
their commercialization of the b'TOlmds as disrespec1ful. He 
will approach the player charncters for assista nce once he 
recognizes they are not tavern employe es. 

Machi lron.song 
Machi is a bitter and humorless gnome guard who \Vd.S lhc 
victim of one d Warni's harmlcs.s pranks :u,d has tracked 1he 
tanuki to this mvern.11,e derail of the harmlcs.s pr.Ulk is left 
to the GM's imagination, bot could inclu.:le having her hands 
temporarily dyed green, bxoming drenched "'ith water before 
a formal event, or some other minor inoonvcnience. 

Machi's Quest. Machi carries a n intense h:urcd for 
Wami and wants violent revenge o n the mischic,•ous 
fey. If she recognizes the player cha meters as seasoned 
advemurers, she will attempt to convince them that Warai 
is a dangerous threat 1hat mus1 be dealt with. She h as little 
10 offer beyond 20 gp, but will play on their fears 1ha1 t"hC 

innoccm-looking 1.tnuki is a deadly fey w.iiting to st rike. 

Donhei and Yoku Haiku. 
This wealth~, merchant couple (human nobles) arc intrigued 
by the business opera1ions of the Teapo1 Te mple. They were 
looking to buy the rights to 1he property, believing 1hey 
could grow it into a success where Takukane has failed. The 
dmgonbom owner has rebuffed thl'ir purchase offers, so 
no w Ct.,nh ei and Yoku arc looking for ways to get po.s.scssion 
of the property underhandedly. 

Donhei and Yoku's Quest. Donehei and Yok.u will 
approach the charnc1crs suggesring that Takukan,e must be 
sroppcd, feigning conc('m o ver the disrespect bein g shown 
to ancestor spirits on the property. They will try to convirK:c 
the characters to obroin the deed to the property Takakunc 
keeps locked in his office,~ 1hat's the only wny they can 
rake o ,•cr the operations and set thinb,s righL The two are 
noc particularly imclligcnt, but they can be compelling, 
gaining advantage on all Charisma (Deception) c™.-cks. 
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Te~pot Te,,,,,p(e 

~Cft'-4 
c;Jo.ldfJn O:raffo.JJ. Squar(},s - 4 ,sp 

Delicate golden squares of fried tofu sprinkled with bonito flakes and served with a 
hot tempura sauce . 

.Kawa SkfJWfJ:rs - ,3 ,sp 
Marinated strips of chicken skin fried golden brown and served with a variety of 

dipping sauces. Perfect with a glass of beer! 

rtJ.koyak:i Ba.as - 4 ,sp 
Perfectly battered steamed octopus, fried and shaped into golden balls of 

gastronomic delight. Finished with sauce and a sprinkling of dried seaweed flakes. 

rttkak/JJJ.fJ s S'pfJcia.i - 4 ,sp 
This dumpling soup is the owner's favorite. Sensuously soft pork dumplings served 

in a steaming bowl of chicken and cabbage broth. 

E:\''l'IU~ES 

Ch.ickfJn E:'atsa - 8 ,sp 
Tenderized chicken thighs fried in a golden crispy panko coating. Served with 

ample Portions of cabbage and steamed rice. 

0.ko.JJ.O.miya.la· - .7 ,sp 
Savory cabb-agc pancakes holding thinly sliced pork belly topped with sauces, 

seaweed flakes, scallions, and pickled ginger. 

Odon Hood.l(},s /JJJ.d Shriz:np - 8 ,s_p 
Lightly fried noodles mixed with garlic, smokcy-swcct cabbage, soy sauce, oyster 

sauce, sesame oil, and a dash of fiery chili peppers, topped with ample porrions of 
fresh shrimp. 

. ., "" 



DESSEU'l' 

fozzr-Sf1ason s h/2i,qas.lii - ,f, sp 
Four portions of sweet bean paste fashioned into exquisitely colored balls representing 

each of the four seasons: a pale-pink cherry blossom, a vibrant b'l"een waterweed shimmering 
in a clear stream, a pile of deep reddish-orange leaves, and a pristine \Vhite ball of snow. 

CoC'K'l '<\ILS 

Hono.r(1d O.rati,qf1 Spin( - ,3 sp 
This dramatic drink is served in a tall fluted glass. A layer of thick bbckcurrant liquor is 

poured into the botrom, followed by a carefully spooned layer of orange juice resulting in a 
dramatic transition from dark purple to bright orange. When served, a brief twinkling light 

enchantment illuminates the glass's bottom, forther highlighting the color transition. 

z& T.pp.wg- C.rat)(1 - S sp 
This drink is served in a martini glass. Fresh lemon juice and sugar is added to heated rice 

wine. The glass's edge is rimmed with sugar, with a folded paper crane hanging from the rim . 

.Aft.slWf1 :s, .Km.s - 4r sp 
This drink is offered in a special ceramic drinking vessel in the shape of a fox head, where 

the liquid is drunk from a hole in the fox's snout. The drink itself is a mix of oolong tea and 
rice shochu distilled on-site. Waiters will frequently check to see if custo1ners wish a refill 

by asking, "What does che fox sayr'. 

Patrons may also order glasses of beer, rice wine, 
or shochu for 2 sp each. 
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This mvcm docs r'IOt have a job boord, but a series of 
events can be used to pull characters inm the events at 
,he Tcapo1 Temple. 

Be-cause of the tavcm owner's aetions., spiriis within 1hc 
propcny have grown rcst lcs.s and an&"Y· Of porticular note 
is the spirit of Namidar),1, who ht1tcs the commcrcializa1ion 
of the property and panicularly the disregard for his love 
Aibo. The shrine in the water garden (IF'2) wascrcatl-<l in 
Aibo's honor, while Namidaryu died heartbroken and alone 
in a cave bcncaih rhc watcrfull (FJ) after her death. 

A series of Angl)' Spirit fa,cms arc described m 
illustra1c their growing fury. Unless chc player characters 
take ac1ion , this culminates in the Erupt ing Fury event. 
Which events occur, .ind when 1hcy happen, is left to rhc 
d iscretion of the G M. 

ANGRY SPIRIT EVENTS 

One or more of the following cvcnu may challenge 
their players. 

Grand O cdiclltion. Takukanc is looking to .. rebrand ~ 
the water garden area of the Teapot Temple as "Happy 
Dragon Gardens." He gathers the tavern's guests in the 
area (F2), where he removes a canvas rnrp revealing 
a freshly painted sign covering up much of Aibo'sold 
shrine. TilC spirits of the gardens are angered and animate 
the gold dragon fountain by the contemplation pool (Fl) 
(use gargo}tlc stats), "·hich then attacks the gathered 
crowd. The char:ieterS may briefly sec Nmnid.'lryu's gha.tly 
form sink im o d\C nearby pond when this occurs. 

Tea Time Terror. If 1hc charaetcrs an end a rca 
ceremony (C), three angry forest spirits manifest when 

Jasmine smru 1hc sales pi1ch th."11 "fakukanc demanded in 
1he middle of 1he ceremony. 11'1C spirits use steam mcph.i1 
stats bu1 look like ghostly animals. Whenever someone 
auemp1s tO pcrfonn another cerem01\y here, new spiri1s 
will again attack. 

Icy Spirits. While traveling n ear the ~'\lest cotrngcs, 
the characters hear a shriek of fear as spirits burst out of 
the washing house (E) and assault a 4'ltt:St. The two spirits 
resemble ghostly owls (use ice mcphit stats), :md the third 
is a large spirit \\'Olf (use sp...'Ctcr stats). 

Erupting A nger. This culminating event should occur 
after the players rCCot,'llitc d1c growing anger of the spirits 
toward 1he owner of the Teapot Temple. Namidaryu's 
anger ar Takubne coak'S-Ccs into a spirit of anger. This 
spiri1 manifest$ as a ghosrly fog, occasionally taking the 
forms of a prince a nd a young woman . The spirit bursts 
from the pond, indiscriminately a1racking anyone it finds. 

CALMING EVENTS 

The player characters can rake a number o( act ions 10 

temporarily lessen the anger felt by the spiri1s o( the 
Teapot Temple. 

A Toast to the S1,ir i ts. Namidaryu enjoyed drinking 
shochu and o ther rice-based alcoholic drinks when he 
wt1s alive. Pouring a serving of any alcoholic drink over 
Namidaryu's remains (F3) will prevent his bones fro m 
:mimatingand attacking for one hour. Also, a flask of 
alcohol is rrea1cd as a flask of holy water agains t the 
spirits in any Angry Spirit event, dealing: 2d6 psychic 
damage 10 the crcan1rc. 

Suieet Words. Tl1e book of poetry that Takukanc has 
in his cottage talks of the love between Nmnidaryu and 
Aibo. If a character spends an ac1ion to read aloud stan:as 
from this book, spirits in the Angry Spiri1 events within 
10 focr of the character take ld6 psychic damage and 
cannOf attack that character until the character's next 



tum. Reading 1hi.s poetry can also open the stone wall 
1hat hides Namid:uyu's remains (FJ). 

Tranquil Tapestry. If fini5hed, the tapestry that the 
Joy, Hope, Song sisters are making can calm the spirits in 
the tea hcmse (C). If the rn.pcmy is hung in the alcove in 
place of the smiling dragon p.'linting, the Tea Time Terror 
event will no lon&~r occur. 

Pleasing Sight. If the ink brush painting Jasmine safe­
guards in her cottage replaces 1hc smiling dragon painting 
in the tea house (C), this will end the appearance of 
anirry spiriis described in the Tea Time Terror event. 

PUTTING NAMIDARYU TO REST 

To ultima1dy re$Ol\le the confl ict between 1he spirits 
and the Teapot Temple, a funeral ceremony must be 
performed for Namidaryu's remains beneath the waterfall 
(F3). Once 1his is don(', a,w angry spirits remaining on 
the property will rcce<le, finally enjoying a peaceful rest. 
In addition, thereafter the first time a character ba1hcs 
in the waters of the coniemplation pool (Fl) they .ire 
granted rhe chann of peace. A character may only receive 
1his charm once. 

Chunn of Peace. This chann allows the affcc1ed 
creature to cas1 the s.inctuary spell as an action, without 
requiring maierial components. Once you do so. 1hc charm 
vanishes from rou. 

TAVE RN H ISTORY 

There is a sorrowful folktale t0ld by local historians and 
ciders. As the legend goes, a handsome young prince came 
to t his region on a leisurely venture. 11,e prince me1 an 
herbalist and tea famlcr, who qu ickly introduced the prince 
to his daughter. TI1is young maiden was named Aibo, 
and h<..-r charm quickly captivated the prince. The prince 
later rc\lealcd himself to be a wandering spirit, and one of 
the few true gold dragons in this world. Thq• spent many 
months sharing stories and inrert.'$ts, frequently visiting a 
warcrfoll and its surrounding garden. Aibo, fascinar(.-d by 
the spirit known as Namidaryu, decided co share her life 
with him. Aibo died at an age appropriate for 1he time, 
which was far 100 soon for Namidaryu to accept. 

In a ftt ofheanbrokcn agony, Namidaryu buried hi1nsdf 
behind a waterfall and ht his will to live. In an immortal 
instant, whether days or )'C.irs, he died, unaware that their 
shared parting would be honored by thousands co come. 
The dragon's restless spirir continued ro moum in the 
gardens around ,heir w:ncrfall, bu1 did so withou1 ill intem, 
pleased rhat others still came woffer rcspcctS to the shrine 
erected in his love's honor. Over the centuries, the dragon's 
spirit had al most found peace where he was left undisturbed. 

Unfonunaiely, that changed when Takukane purchased 
the 1:-md and 1mnsformcd it into his Tcap,1 T.·wcrn. 
Namidaryu 's spirit was roused by rhe disrespect the new 
owner showed to all things, from rhe shrines in Aibo's 
memory to the pc.ice of the garden. This restlessness has 
disturbed Aibo'sspirit as well, and now the lush gardens 
arc filled with mournful rage 1h:u is beginning to make 
their presence feh in 1hc Teapot Temple. 

S PIRIT O F ANGER 
Huge undead, chaotic evil 

Armor Cass: 15 (natural armor) 
Hit Points: 68 (8dl2 + 16) 
Speed: 30 ft .. ny 30 rt. (hover) 

STR DEX CON INT WIS CHA 
13(+1) 16(+3) 15(+2) 4(·3) 13(+1) 8(· 1) 

Saving Throws: Str +4. Cha +2 
Damage Resistances: acid. lightning. thunder: bludgeoning. 
piercing. and slashing from nonmagical attacks 
Damage Immunities: co!d, fire, necrotic. poison 
Condition Immunities: exhaustion. frightened. grappled. 
paralyzed. petrified. poisoned. prone. restrained 
Senses: passive Ptrteption 11 
Languages: Draconic. Sylvan 
Challenge: 5 ( 1.800 XP) 

Intangible Movement. The spirit of anger can moYe through 
other creatures and objects as ir they were difficult terrain. 
Engulf. The spirit of anger can occupy another creature's 
space. A creature that starts its turn within the spirit of anger·s 
space: must succeed on a DC 12 Wisdom saving throw or take 
1 d6 psychic damage. and become: hostile. to any creature it is 
not friendly to. The creature can re roll the. save at the. end of 
subsequent turns. ending the. effect on a success. 
Lt g,nd.ary Rt!lstcm4!t (2/Do.y). If the. spirit of anger fails a 
saving throw. it can dloose to succeed inste:a.d. 
Magic Ra:Uitance. The spirit of anger has advantage on 
saving throws against spells and C(her magical errects. 

ACTIO NS 

MuUiaUack. The spirit of anger makes two attacks with its 
Wispy Tendril. 
Wispy Tendril. Melee Weapon: Auack: +6 to hit. reach 5 
ft.. I target. Hit: 6 ( I d6 + 3) slashing damage plus. 5 (2d4) 
necrotic damage. 

LEGENDARY A CTIONS 

The spirit or anger can take 3 legendary actions, choosing from 
the options below. Only one legendary action option can be 
used at a time and only at the end of another cre.iture.'s turn. 
The spirit of anger regains spenl legendary actions :at the start 
of its turn. 
Drift The spirit moves up to half its movement speed. It does 
not provoke attacks of opportunity when using this ability. 
Wispy Tendril. The spirit of anger makes one attack with its 
wispy tendril. 
Incite Rage (Costs 2 Actions). The spirit of anger deals 3 
( ld6) psychic damage: to each cre3ture: within 5 feet or itself. 
Each creature afrected must succeed on a OC 14 Wisdom saving 
throw or use its re.iction to make a melee 'Neclpon attack against 
the creature nearest to it. If the spirit of anger is occupying a 
creature's space: when using this action. that creature becomes 
restrained until the start of the spirits next tum. 
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BY THE FR0ST 
By the Frost is a truly picturesque lodge in the for north, its wintcry beauty unmatched by any taverns. At lcaSl so say 

the proprietors, arid they arc nm necessarily wrong. Set O!\ the edge of a snow-covered cliff overlooking the fr02cn sea, 
it is mainl}' accessible by a rninbow bridge that can extend imo different p laces and even different worlds. En.try m the 

tavern grounds from 1hc bridge is guarded by Maldi Lehr, a inan with golden teeth, keen eyesight, and acute hearing. H 
anyone brings ill will to the tavern, he will make shon work of them-but those with peaceful intentions who only desire 
gocx.l food and good company may pass. 

The main structure of 1hc tavern is very much like a viking longhousc, with an immense longboat turned upside down 
10 fonn 1hc peak of the roof. The dragon figurehead of the boat s1.ucs upside down at guests as they enter, ar~I oftc1, shocks 
people when it greets them. There is a pan i.1llycomplcted stone wall around the tavern; it is currently being worked on by 
a frost giant with the aid of one horse. 

In addition lO providing an emenaining respite for players, By the Frost is a place where players may acquire proficiency 
and artisan tools in a \'aricty of trades. The propriewrs offer materials for practicing, tools for purchase (or trade in exchange 
for something made during a guest's stay), and occasi(>na l\y instruction from the employ(."(.."'$ or regular ~l\tC:St.s. There arc also 
some truly amazing items tha1 players may acquire in exchange for minor tasks. 

11,is rnvem is best for players levels4-6, bu1 there are challenges bcuer suited for players 8-12. 

AREAS OF THE TAVERN Thcrc al\" three ~tories to rhc L'\vCnl, with plates of intcr«t 
surrounding the tavern within the partially completed 
wall. 1ncre is alwa}'li the noise of construction, as the wall 
is a work in progress. II' seems to be progressing rather 
quickly, given tluu 01,ly one giant and one horse arc 
working on it. 

FIRST FLOOR 

AL Pathway 
After 1hc gates are opened, a rock-lined path leads to the 
massive doors o( the ta\•em. One might wonder why the 
gates arc ever closed, as observant characters will nOlicc 
the wall is low enough (and in some cases not there at all) 
for anyone 10 walk right into the grounds. 

Stretching down from the inverted longboat overhead 
is a large wooden dragon figurehead. h is motionless umil 
someone nics to open one of the huge wooden doors. 
It rhen awakens, introduces iuclf as Jory, and grumpily 
welcomes JX.-ople to the tavern and gives them 00.sic 
information abmu the services available. 

A2. Outdoor Patio 
TI\is is a lively area filled with song, games, and the 
occasional brawl. lnerc is a large fircpit, u.suall}' wi1h a 
massive kettle o( stew or a large animal ro:t.sting over it, 
around which adventurers gather and share talcs. There 
are games of chance and games of skill, in which players 
may parrake i( they chose, and if they arc willing to give 
up something of value should they lo.set 
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A favorite game is the Game of Insults, which mkcs 
place to one side of the pario and is often run by Sin reek. 
Evcri·onc who wishes to play musr come up with a clever 
insult. To evaluate the quality of the insult, roll ldlO 
and add both the insulter's Intelligence and Charisma 
mO<lificrs. Whoever has the highest score after 5 rounds 
wins 2d 10 gold. If Sinreck is playing, his l111elligcncc 
modifier is twice th.11 of the player character with high~, 
lntclligcncc and his Charisma modifier is 1wicc 1hat of 
the pla~,cr charac1cr with highest Charisma. 

A3. The Great Hall 
The main emrancc 10 rhc tavern is through two 
massive, elaborately carved wooden doors. If one looks 
closely, they can sec many scenes depict ing human• 
appearing people ba1tling giants . Opening the doors 
brings a blasr of heat from the massive fi replace directly 
across from the doors. At a carefully crafted hearth 
of river rock, there is a large spi1 with an entire cow 
roasting on it. It is often tended to by Druthen (who is 
usually the handyman but gets pulled into all sorts of 
odd jobs), who shoos away everyone who comes near 
by threatening them with a long t0asting fork, barking, 
"ITS NOT READY YET!" 

The rnblc is huge, 20 x 50 feet, and is the only one in 
the room. Herc at By the Frost, everyone cats together, 
or outside (usually 101:,,c,thcr, but If one wishes to d ine 
privatcl)' o r inti1m:itcly, they must find a comer on their 
own).11,e table is a lways laden with platters of roasted 
mems and freshly baked breads, as wdl as bo"•ls of 
vegetable stews; one can walk in at any time during the 
day and sit down to a full meal. 

11\Crc arc two corner sragcs, so chat 1herc can be borh 
musical and "isual cntcrrainmen1 at the same t:imc (si.1ch 
as acrobats, jugglers, and magicians). There is a lways 
something going on both stages, as chis is a popular tavern 
for cncenaincrs, who arc treated co all the food they can 
e,n and free lodging. 

In the comer near the kitchen is the bar, manned by 
Lod~'lurn, lhc OOnender. She barely looks o ld en ough 10 

be handling alcohol at all, brn she i.s a genius a, coming 
up with interesting drinks for patrons. 

A4. Kitchen 
The kitchen is filled with the noise of Frcnivy, the cook, 
shouting orders to 1hc various workers there. fa,erything 
runs like clockwork, ensuring thm the rnblc is always 
filled wi1h anything sonK.'One ma}' want to cat. Frcnivy 
s<.-ems a bit a rucious, 1hough, and there arc mutters among 
the sraff that the special materials that they use to cool 
the fo:xl arc becoming harder to obtain. 

If any pfayer wishes to become proflcicm in brewing, 
they may ask Lodgunn or Frcnivy for insnuc1ions. They 
will give a lesson lasting one d,1y, after which the player is 
presented with brewer's supplies. In exchange, t he player 
must gift their first product of beer, ale, or mead co the 
tavern, when it has fully matured. 

AS. Storage 
This pantry is cramm{."(J with sacks of grain, bimof 
vegetables, and hunks o( mca1 hanging from hooks, It is 
cooler than one would cxpcc1, gi\,en 1hc proximi1y 10 rhc 
kitchen. Some barrels in 1he corner seem 10 be the source 
of the cooling. Some of 1hem are quite cold, but others 
appear to be nearing the end of 1heir cooling properties. 



- ---------

THE TAVERN OPERAT0RS 
---- -- - -- - - --

All the people who work at l'hc tavern arc part of the 
Ask:ihcr fumily, wi1h 1hc exception of Jory. 

Jory 
Jory is the wOOOcn dragon figurehead (using animated 
armor stats, wi1h a speed of Oft. and vulncrnbility to fire 
damage) of the longboat that forms part of the roof of the 
By the Frost tavern. 11,e longboat once served a mighty 
warrior clan, but earned its ete rnal rest here as a roof. No 
one asked Jory about these retirement plans. though, and 
he's very annoyed to be stuck in one place and upside 
down. Still, Jory takes his duties seriously, so he will 
welcome every guest (albeit grumpily) and give them all 
the informa tio n they might pos-.ibly 11CM about the ir stay 
at By the Frost. He can move his head and ned, a little 
bit, and bli nk his eyes, but cannot nlO\ 'C his neck quite 
enough ro ever be fully rightsidc-up and i1 gives him a 
chronic headache. He looks down on the pathway (A l ). 

Lodgunn 
Bartender for By the Frost, Lodgunn is the daughter of 
a master mead brewer and the youngest mcmbN of 1he 
Askaher family. She is found in the greal hall (A3 ). the 
patio (A2). the n.."Cep1ion room (A6) and her room (C2). 
She is very friendly, but does noc take fools or insults 
easily. But s he will mlk about 1he various brews for hours, 
esJX"Cially o ne 1hm is supposed co give 1he gifr of poetry 1.0 

anyone who drinks ii, That one is kept only for 1hosc who 
truly earn it, though . . 

Harl 'al Fet 
The owner of the tavern and pa1riarch of 1hc entire 
Askalccr fa mily, Harl 'al Fct is a big, fatherly type. He only 
has one wo rking eye; the other is covered by an cyepatch. 
He is rather fond of ravens, and there arc two that are 
a lmost always nearby, if not actually perched on his 
shoulder. He is ahva)'S milling about various areas on the 
first floor (A), his room (C3),or 1he carving room (B9). 

l_fria 'al Fet 
Wife of Harl, 1he mairiarch of rhe Askaher family, is the 
events coordinator for the tavern. Nothing makes h er 
happier than planning a we<kling, and 1hcrc is one in 1he 
works for J:l.frcy. (Jafrey, howe ver, is less than pleased abow 
this.) Because of the upcoming wedding, !fria is mainl\1 
in the reception room (A6) or her own room (0 ), bu1 
considers all rooms on Lhc fir-i;t floor of the ta,•ern her 
domain (AJ, A4, A5, A7). She also likes to retreat to the 
pottery she<I (A 10), as making pottery relaxes her. 

BY THE FR8SI 

Frenivy Gry 
The lead cook for By the Frost, 1his member of the 
Askaher family loves nothing better than to come up with 
delicious food for the custome rs. He cspi.."Cial\y loves 1he 
challenges of catering to a large party. He a lso loves pigs, 
bu1 not quite in 1he same way as his 1win sister, Jafrcy----he 
likes using 1hem in recipes, while she likes raising 1hem for 
Steeds. Frenivy can lx- found anywhere foocl is prepare<! or 
eaten (A2, A 3, A4, AS) as well as in his room (C6). 

Jafrey 
Jafrcy Askaher handles most of 1hc 

minu1iac of running the rnvcm, a nd ~ 
does so qui1e well. She is quite lovely, 

wi1h long hair that al1·n. ◊.Sl secins a r 
bit too golden. She adores cais, and • .. 
the inn has several running about \"'!-' 
at all 1imes. She also 1s qui1e fond · ~ 
of pi~-s. and docs no1 like i1 when 
bacon is serve<!. She can be found 
in a ll areas of level o ne (A), 
especially the barn (A8), and in 
her room (C7). A necklace she 
loves h as gone missing . . 

Maldi Lehr 
TI'lt Askaltcr ~1~td of the r.linb6w bridge, Mnldi is~ 
p<Jwcrful w::uriorwith b,'Old t1. .. -c1h. He bean; both a sword and 
an cnom\ous horn. He questions all "ho seek to enter the 
ravem grounds, and will bar entry to 1hose "'hoemer wi1h 
ill intent. He usuall)' Sfa)'S at the for edge of the p-a1hway 
(A I) 10 keep a better lookou1, but he docs love a good pmty 
and will go to the reception room (A6) al the first whisper 
of one. Occasionally he docs rest in his room (C5). 

Druthen 
When ever everyon e else in the tavern says, "Th.n's not my 
job," the task in qucs1ion falls to Druthen. This Askaher's 
ma in job is h andyman, but s ince what the frost giants did 
build is acH1ally quite sturdy, he rarely has occasion to use 
his hammer (which is just as well, as the hamme r is a bit 
too short m be functional). Because he's usually needed 
everywhere, he can be found anywhere in the tavern. 

Slippy 
A large grey hol'$C, at least twice as large as a normal bea.t 
woukl be, with eigh1 legs. Its appear:mce is somewhiu 
similar to the hon;c working o n the "'<Ill (,\tiO is somewhat 
large, but otherwise a normal horse and has on\~• four 
legs). A fierce fighter, despite his loveable :1ppe~rn.nc.e, he 
is also easily eigh1 times as strong and eight times as fast as 
a nonnal horse. Slippy usually srays in the b..'lrn (AS), but 
may accompa ny players if they vemurc to the frost giant 
cave (Al I). 
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A6. Reception Room 
This roorn is mainly kept empty unless rented out (or 

special occasions. There are samples of various crafts 
lining the walls: examples of lhe work various guests did 
when learning the crafts offered at the rnvcrn. The room 
is currently being dN:oratcd for a wedding. Most of thl' 
decorating is being done by cats under the guidance of 
lfria, but Jafrey kcepS comi1"\g in and taking the cats awa\', 
mumbling about the wedding not happening anyway­
not if she has something m s.1y abou1 it. 

A7. Sweat Bath and Restrooms 
In addition to tubs for regular bathing and actual toilets 
(emptied daily by the staff). By the Fros, is very pleased 
to offer sweat baths! Large sralls with wooden benches 
arc available for groups to panakc in a refreshing steam. 
Aftcrwanls, gucstS may go outside to cleanse 1hemscl ves 
further in rhe snow. 

AS. Barn 
The barn at By rhe Frosr is almost as luxurious as the 
cavern it.Self. With plcmy of room (or b'\K!Sts' horses, goats, 
yaks, caribou, or any other beast of burden, any livestock 
will be well raken care of during visits. There arc also 
some of the tavern's own livestock, including Frcnivy 
and Jafrcy's enormous pigs and boars. The nmncs on their 
smlls arc changed in what seems to be an ongoing battle. 
One day a nameplate might read ''Ornclcuc" or "Oiops,'' 
rhe nex1 ii migh1 be "Swi(1hoovcs" or "Brisilebrccze." 
Sometimes one of rhe twins wi ll be in the barn, either 
appraising a pig or cooing over it and changing the name. 

Among the ordinary horses that belong 10 both 
guests and the tavern proprietors, there is one horse 
with the nameplate "Slippy," who looks \'Cry much like 
the horse scc1\ ourside helping 10 build the wall, onll' it 
has eight legs. Slippy is rather chubby and affecrionatc, 
especially if the players have recently seen Sinreck. 
l(Simeck is in the barn, the eigln-legged horse will 
neigh happily and follow h im everywhere, much co 
Sittrcck's cmbarras.smcnt. 

A9. Smithy 
The proprietors of By the FnN have a deep respect for the 
ans and anisans. 11,ey offer many tools of various nadcs 
on 1hcpropcrry, in the hopes 1h.-u people will share some 
of their creations with them. ll\e tavern'ssmi1hy is one 
of 1heir 1nos1 claborotl'.! setups, with cvcrythinJ;c a modern 
blocksmith (or one of eras ~me by) could w:mt or need. 
Anyone with skill, or just a desire to learn, is welcome to 
try. ll\e proprietors only ask thm guests leave a sample of 
their work. Dnuhen is often here when he's n0t off doing 
miscellancCM.1S jobs for the tavern; he is particularly fond of 
metalwork. The brothers Krorbk and Drinsi arc frequent 
guest smiths here as well, each trying to outdo the o ther. 

If any character wishes to become proficient in 
smithing, they may ask Druthen for ins1n1ctions. He 
will give a Lesson lasting one day and aid 1he character 
in producing two pieces of metalwork of any son. after 

which the character is prescmcd with a set of smith's 
tools. In exchange, the charac,cr mus, gi(r a, lc-ast one 
thing they mack 1h,·u day 10 the tavern. 

AIO. Pottery Shed 
This outbuilding includes a potter's wheel, kiln , 
workbench, ;ind shelves of clay. lfria is sometimes there, 
working at the poner's wheel to make more vessels for 
an upcoming wedding. 

If any ch,'l.rncrcr wish<'s 10 become proficient in poucry, 
they may ask lfria for lessons. She will gi,,c a l<'sson 
lasting one da\', during which the character will er-aft at 
least two pieces of pottery, one of which is co be gifted to 
the rnvcm. After the lesson, the character is pr-cscmcd 
with a set of poncr's tools. 

A 11 . Frost Giant Cave 
A very wide parh leads from an as,ye1 unwallcxl ponion 
of the ta\•Crn gnxmds back imo the mo1.1n1aill$ through a 
pass with high rock walls on either side. There arc often 
frost giants milling about here, making sure none of the 
A:.lmherscntcr their rcalm. ll\is pmh leads to a cave, ac, 
cessiblc only after defoaring the froo giants in tile Keeping 
Cool quest. lnc Clvc is mostly empty, but clues to the old 
disagrec1ncm betwt.-cn the frost giimts and the Askaltcrs 
may be found here (sec the Keeping Cool qucs1 for derails). 

SECOND FLOOR: GUEST R OOMS 

11 13 

,. 
Ill 

..... 
The second floor houses most of the guest rooms, as well 
as two rooms dedicated to arts. There are standard guest 
rootns and a community sleeping area. 

81. Landing 
TI\e stairs from 1he ground tl00r go up to a lancling area, 
from which people can access their sleeping quarters. 
There is a stand with a guest book there, where people 
may sign in. The languages range from the familiar 
to the runic language one secs in 01hcr parts 
of 1he mvem. Sitrrcck's name is written ........ ~iii!"r 
In an odd combination of runes and 
Common script. The handwriting 
isdistincrive enough thar 
a plarer will be able to 
rcc~•nize ii again with 
a DC 12 Intelligence 
(l1westigatio n) check 
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82-6, 87. Empty Guest Rooms 
The guest rooms here arc all identical: one large bed and 
bunks agains1 one wall, as well as cabinets for clothes, 
a desk, and a couple chairs. All arc very well made and 
dabormcly carved from wood. 

86. Sittrcck's Room 
Sinrcck's room is locked, but a 0C 12 Dexterity (Thieves' 
Tools) check will unlock it. After it is unlocked, however, 
players only have 10 minutes before Sittrcck returns, as 
opming the ck>or triggers an alam1 only he can hc:-ir. A OC 
16 lncclligcncc (Arcana) check I\Ot iccs this spdl was trig­
gered. A search under Sittrcd.'s bed reveals a journal writ­
ten in a combinaii()ll of runes and a fonn of Common, and 
a p ::iuch filk•d with double-headed coins of widdy ranging 
values (frorn wooden !O pl:uinum) from various coumrics 
:and lands. PlaycN may wkc the journal, bur any anemp1 to 
remove the coins results in all of the coins )'Clling loudly, at 
which point Simcck will return inunedi.udy and <utack. 

The j01.1rnal is written in code tha1 isdeciphcrnblc with 
a DC 14 Intelligence (lnvcstig:nion) cht."Ck if compared 

with Sittrcck's name as written 

~ inr:~:!~g::,~ :~~c~~~:1 

the people who work a1 By 1hc Fros1, indudi1,g 1ha1 most 
of their names arc :magmms for 1heir "true" names. It also 
has diary entries from when Sin reek intercepted l)Qyment 
meant for the fr05t giants who boih the tavern, and when 
Sittrcck stoic Jafrcy's necklace. 

B8. The Ronn Sisters' Room 
There arc three beds in this room, with more elaborately 
crafted bedding than any of the other rooms, obvio1.1sly 
brought by the guc~1s. There arc also 1hrec intricately 
made drawstring bags in pale sky blue, rich ocean blue, 
and deepest midnight blue. The bags arc carefully knotted 
and each bag needs a OC 12 Dexterity chcd: to untie. 
They cannot be cut by any means. The sky blue hag 
contains a 1oy wolf that will nip at anyone who tries to 

take it. dealing ld4 piercing damage. The rich ocean blue 
bag con rains a long sc.arf with a serpent panem 1hat will 
whip at anyone who cries 10 ml e ii, dealing 2d4 slashing 
damage. The midnight blue bag contains a doll of a girl 
who is hcahhy and beaut iful and in fine clo1hcs down one 
side, while on the 01her side her face looks decayed and 
the clothing is rnttered. Touching this doll will make the 
player foci ill and deal 3d4 poi.son damage. The bags and 
their comcnu cannot be removed from the room. 



THE TAVERN GUESTS 
Sittreck 

A distant relation to the Askaltcr family, who seems to 
have no trade whatsoever. He always has plenty of monc\', 
thCK1gh, and as such is a ta,·crn regular. Even though he is 
related to most of the staff and proprietors of By the Frost, 
S ittrcck must pay to stay at the ta\'crn and therefore docs 
no work. He spends most of his t ime among the guests, 
playing games. and popping up anywhere and everywhere. 
However, he is known to mess around with his family, 
and may try to get ~"-•ests to help them play a trick. He 
sometimes talks about one of his dearest friends, a ticfling 
whom he calls "a kindred spiriL." 

The Wandering Smiths 
The dwarvcn br()(hcrs Krorbk and Drinsi arc elderly 
veterans. They do nm reside at the inn. but live nearby 
at the base of one of the mggcd mountains 1hat back the 
tavern grounds. They often come here to partake oft he 
excellent meals in 1he great hall (AJ) and make use of 
the forge equipment (A9), of which the proprietors have 
gran1cd them free use. lney do take requests, especially if a 
player baits one of them to make things by saying, "I heard 
your brotherc()l1ld make this lx.·uer." They've li\"cd twrc for 
years and try to stay out of the Askalter/frost giant feud. 

The Ronn Sisters 
Even though these elvish women refer to each 0thc:r a$ 
"sister," they look more like a yoong girl, a middlc·agt..xl 
woman, a,\CI a crone (each of them llSCs the green hag stat 
block). They are often in the fi~rartS room (810),cach 
working on her particuL'lrcmft. The girl spins thread, the 
middle--ai,.«I woman wc:.1ve.s, and the crone cuts the cloth. 
Then together, they sew clothing from it. For the right 
price, they will make clothing for the playerchamctcrs.. Any 
cl01hing, be it shirt, pants, or a har, will give the wem-cr a +2 
co their C.onstitution score-fair, since they will rl'quest the 

8 9. C arving Roo m 
This room is dedicated 10 carvers of "'ood and stone. 
There is a lift our:sidc the window so poople can bring 
wh.:·uever m,'lterials they need into the room. There is 
one large piece of wOOO, a work in proi,.rress, that looks 
very much like Jory outside the tavern, albeit rough and 
unfinished and covered in dust. 

Somcrimcs Hnrl is in this room worl.:ing on vnrious 
can.•ings of rnvens. If an~' character wishes to become 
proficient in woodcan•ing. they may ask Harl for lessons. 
He will give a lesson lasting one day, during which the 
player will craft at least two carvings, one of which is to 
be gifted to the tavern. After the lesson, the chnractcr is 
presen1ed with a set of woodcarver':s tools. 
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charncrcr's vimlity in exchange (if the clothes arc n.>tnOYcd 
or destroyed, the welrer's tnaximmn hit p<>ints are 1\.--<luet.xl 
by a number equal to 1wicc their lcvcl).1hc h it points, 
somehow, arc spun, \\'Oven, and sewn into the clothing they 
rmke. They all sleep in one b'I.ICSt room (88). 

The Frost Giant Gan_g 
Even though the frost giants refus<.-d to complete work on 
the tavern, many insist on making their presence known 
on a rtf,11.1lar ba$iS.. There is a lway:sa cluStcr of tht.'tll out.side 
on the pat io (AZ), inside at the bar (A3),or at rhedining 
table (AJ). The Askaltcrs scn.·e them, but do not make 
conversation. 11,e frost giants drop many snide comments 
abour the Ask.alters being umrusrworthy. It docs not mke 
much for a brawl to srarc bcrw<.-cn rhe frost giants and one 
of the Ask.alters. or anyone they think has too many good 
things to say about the Askaltcrs or their tavcm- J( a fight 
startS between a player ~md a frost giant, once the frost gi• 
ant's hit points have been n.--<luc.cd to half, they will angrily 
skulk away from the r.wcrn. Th<:yabocan be found in the 
frost giant cave (Al 1), and in the reception room (A6) 
during the One Wedding and LOTS of Fu1-.cmls quest. 

Torsten Skarde 
A )'01.mg frost giant "'ho grew upon the 
stories of how tl-.c Askaher cheated his 
family, Torstcn nevertheless undertook 
a building assignment for the ta\'em 
wall. He accepted the job after seeing 
J:1frcy and deciding he wished 10 nl.'lrry 
her. He toils Oil the wall all day and 
all night on the grounds around the 
tavern, with only help from his 
horse. He is making incredibly rapid 
progress, mainly because his horse 
is very strong and very fast. The 
horse wears a blindfold. If ask<.'CI why, 
Torsten will snort and say, "Go look at 
Slippy in rhe srable!" Torsten shows up 
in 1hc reception room (A6) during 1he One 
Wcdd in.g and LOTS of Funerals que..t. 

B10. Fiber Art isans Room 
This room is for ,hose who ply 1heir trade and crcativit)' 
in fiber. There arc materials here for spinning, weaving, 
and sewing, including a massh•e loom. Shelves overflow 
with unspun wool, thread and yam. and wo\·en. cloth. 
The Ronn Sisters are often in this room, hard at work on 
various projects. 

If any chnroctcr wishes to btxome proficient 
in weaving, 1hcy may ask rhe Ronn Sisters for 
instructions. One of them will give a lesson lasting one 
da)', during which the character will craft at least two 
woven items, one of which is to be gifted to the tavern. 
After the lesson, the character is presented with a set 
of weaver's tools. 
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B 11 . C o mmunity Sleeping Area 
This area is open, with two typcsofoods. Guests have 
their choice of a box bed or bedding on top of a low 
bench. Both :ire qui1e comfortable. Tilcrc is storage for 
gueSLS' belongings under both box beds and benches. A 
DC 12 Intelligence (Investigation) check reveals some o( 
the floorboards arc loose, m.,king for i,rood hiding spaces. 
There arc :Hairs leading ro 1hc third and the top floor, 
with a sign thar once read "Proprietors Only," but this 
has been crossed out and "All arc Welcome" is written 
ovcnop of it. A DC 12 lmclligence (Investigation) check 
indicates that the new message is Siurcck's handwriting, 
if the playcT has seen i1 in 1hc gucstOOOk beforehand. 



Tor F LOOR 

The ceiling of these rooms is formed by the arch of the 
longboat overhead, so the rooms on the oute r edges of 
the building ha\lC sharply curved ceilings. 111c ceiling 
con1inues 10 curve up, penking in tht middle of the 
building. This floor is the ck:unain of the proprietors and 
they prefer guests not to visit. If found by an y of the 
employees, guests will be escorted back to the second 
floor, more or less gent!\•. Should players point out the 
"All arc Wckomc''sign, the tavern cmplO'j'<.-t::s will shnkc 
their hct1ds and mutter something about Simcd:'s tricl.:s. 

C l. H allway 
The hallway offers an e xcellent view of the inside of the 
ship. It obviously had been built by a master crafo.man, 
and there an:: many different shields decorating the walls. 
The shields seem to depict various gods and goddesses, 
some of which seem rather familiar. 

C2. Lodgunn ·s Room 
11,c ban ender's room is fi lled with bookshelves, a good 
ponion of which are poetry. She seems ro be panial to the 
works of someone named Snorri, but there is everything here 
from Tennyson to Dr. Suess. Thcrc is also a desk with lots 
of papers, n'\OSt of them et)\'ercd with snatches of poet!)'• 

There is a locked cabinet with several small boules 
marked "Mead of Poetry, Samplcs."11,e cabinet can be 
unlocked with a DC 14 Dexterity (Thieves' Tools} checL:, 
bur the bottles will not budge unless someone recites a 
poem while holding the 001tlc. Once the poem is recited, 
the boulc comes loose. The samples arc 1\·eaker than the 
mead of poetr}' obraincd in 1he Mead of Poetry quest: or1c 
OOule will give a ch.·uacter + I 10 O,arisma and lmelli­
gence for ld4 x 10 minures. If the parry has found Simeck's 
journal by the time they have found the samples, ti~ effect 
of the samples is the same, bot the ch.·uacter will also only 
be able to speak in rhymes for one da}'· 

C J. Ha rl and Ifria's Room 
This room h as a massive bed and very comfortable 
chairs. WOCK!en carvings of rnvcns arc everywhere, and 
sometimes people arc stanlcd when one suddenly blinks 
or caws \\'hilc they arc examining it closely. 11,al is either 
Thor or Mcm, one ofl-larl's pct ravens. They do nm: 
speak 0)mmon, bur if any player can speak with animals, 
they will reveal quite a lot about the Askaher family, 
specifically that they arc ama:ingly long-lived and not 
much seems 10 be able to hurt tl~m. ll)C ravens speak of 
visiting many tavems, and knowing many amazing beings 
who frequent those taverns. 

C4. O r uthen's Room 
This roorn h as clothiilg and dirty d ishes everywhere. 
Sometimes one of Jafrefs cats is here cleaning a plate. 
The mom has a lovely view of the mounrains, which 
ah\'a}'S seem to have a srorm overhead. 11,c thunder 
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echoes in this room more than in other areas of lhe 
tavern. ll1ere are sketches of various metalwork items, 
and an elaborately illustrated d iary that seems co derail 
Dmthen's imaginary ad\•cnturcs with people including a 
knight wearing omate red armor, and what looks like a 
sickly hill giant. 

CS. Maldi Lehr's Room 
This room has a comfortable bed, and windows going 
the length of e\'Cry exterior wait There is a collection of 
various homs hanging on one wall, and a vast collection 
of notebooks detailing all that Maldi Lehr secs. (Judging 
by his descriptions. he can sec quite far.) He cv,cn keeps 
extensive notes on those that live in and work :at the 
ta\•em. One journal is locked, but a DC 14 Dexterity 
(Thieves' Tools) check unlocks it and it conmins a list of 
all those who live in the tavern; however, the letters in 
the names seem to be scrambled 

C6. Frcnivy's Room 
This room contains lots of cookbooks. as well as some 
scil'ntif'ic texts. The desk is covered with sketches of a 
complicated design thal is labeled "Refrigeration System." 
There arc lots of noles scribbled on them, some in lhc 
hand that drew them that seem to be calculations and 
ideas for future designs, others that appear to be a rude 
limerick in handwriting that looks a lot like Sittrrcck's. 

C7. Jafrey's Room 
This room is fi lled with cats. Cats on the 
bed. Cats on the desk. Cats milling 
around the floor. 1l1C\' mew loudl}' 
and ask to be peu~I. Petting them 
keeps them from going co Jafrcy and 
letting her know someone is in 
her room. There is a backpack 
containing a few cl-1ys' clorhes 
and some provisions. There 
also is a rope coiled near the 
window, as though someone is 
planning to escape out of it. 

CS. Commun ity 
Sleep in g Room 
This room does not appear 10 

have a long-term resident. It is 
more in keeping with the guest 
rooms downsrnirs, but with a 
homey, informal feel like a guest 
room one would find in a home 
rather than a tavern. It is set 
up similarly to the community 
sleeping area on rhe second 
floor, but it is enclos<..-d 
separate from the others. 
There arc six box beds here, 
with storage underneath. 

~mrtcl.. 
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MENU 
APPl~'nz1~ns 

CLltlt'lSt'l p,ltt((t'lr - 2 sp 
A variery of cheeses from our various 

animals, aged co perfection! Served with nuts 
and dried (niits. 

Go,ldt'ln Otlh"sLi. 
Appks - 4 sp 

Harvested from a very special tree on the 
tavern grounds, these apples are descended 

from a tree that, according to legend, granted 
immortality. The apples are made even more Cabbaf7t'l Soap - 1 sp 

A wann, nourishing soup filled with local 
cabbage and other vegetables. 

golden by the honey harvested from the rnvem's 
own beehives and drizzled over them. 

,{f 1,-..f1-2-
!l¢z,,LC,v/fJ /4!/,:,, 

E:\''l'IU"l~S ,, '1.?;, 'i->1,., 'if 
I :.J :.J~ '0-,../.,IN<; °'1bC,6 :,,-

/?oas({ld ~ $ Sl' .,.,,,,,,1 "'~ - vw'fJo/J -r 
S lowly cooked over our tavern fire for hours, 

this amazing dish will strengthen you for the 
next battle! 

La(t'l.isk - 4 sp 
An excellent travel food, this fJSh comes from the 
waters just beyond the mvem gn::..inds. It is dried 
can..-ft.11lyand can be ordered "togo" in this fmn. 

When you can stay at the tavern, it \\ill l:e~nded 
::ind served with OOtter from our l()Cl] cows. 

P/J.JJ.C!ikt'lS w.z(h 
fu17onbeny syntp - 3 sp 

Nor just a morning breakfast, but available at 

any time! 

fisktlSapptl - 3 sp 
Fish soup made with seasona l ftSh, bacon, oil, 

and fresh stock. 

Dt~SSl':ll'l'S 

fa(t;Jjfa.:a - 2 sp 
Cookie dough fried in an iron skillet. A 

favorite of Orurhen's! 

f<rtwst'lk!ikt'l - 2 sp 
Aourless cake rings stacked into a wondrous 

rower. Start eating from rhe top or bottom and 
enjoy! Good to share with the whole party. 

Skokbrod - 1 sp 
Bread filled wilh cream and dusted with 

dried honey. 

~ ~"~'1 
~ ·©41~ ~ 
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C-x,u!m Dd"h 

i\pph 

CocKT.\ILS 

A.mbrosia - 5 gp 

Mc,d, \I, d. 
\Ind 

A spect.ll mixture from rclarives of the As"kalrer to the south, chis amazing drink is a 
mixture of strawberry liqueur, frozen juices, molasses spirits, and sparkling water from a frost 
giant spring. Limited supply, as it is unknown when trade will resume with the frost giants. 

A mortal creature that drinks a full cup of ambrosia will have their life extended ld6 years, 
up to a maximum of IO years. 

¼ad, ¼ad, ¼ad - ,3 sp 
It's mead!!! Need we say mord Do you really ever need any otherdrinks!Served in our 

traditional drinking honlS . 

.lmffoM<:n-y Wm<: - J gp p<:r ffla.ss 
Aged for over five hundred years, this vintage will be opened today in honor of Jafrey's 

upcoming wedding! 
?o/J'T 1,1.,-SCDF-~ lj£1! I ,,._f,A/J IT! 

J?asp<:ary Wm<: - 4- sp 
This wine is made from a unique hybrid of pear and raspberry. TI,e fruit resembles a cluster 

of large, peaMhaped berries with a soft, fuzzy texture. The wine is surprisingly sweet, with a 
bitter end that lingers in the mouth. 
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THE QUEST B0ARD 
The qucs[ board is a large, elaborately carved, wooden• 
framed board wi(h bits of papcrdcrniling various quests. 

Each poster's h.1ndwri1ing is very disrinc1ivc. 

M EAD OF P OETRY 

Are )Ulf a urugglin,g OOrd? \Vi.sh your trords had mon: m¢ IO 

them? Come w the bar and ask about ,he mood of /X>etry to find 
ow if it's right for )'Otl! 

If players go to the bar and ask Lodgunn about the mead 
of jX)Ctry, she will sigh and say that her father told her 
not co give it to :myonc under any circumsianccs--But 
she is getting OOrcd of following his wishes, and says that 
the world needs more poetry. Poetry should not be kept 
contained in a barrel! Whoever wants a drink from the 
mead must prove their worth by answering a riddle from 
the following story that LOOgunn will rcll: 

Many years ai:,10, a man came to a ravcrn, not like this 
one. This man bragged 1hal he could ca1 more, drink 
more, and win any (ight with anyone in the rnvcm. Yet 
he was dcfc-atcd in C\'cry turn. How was t hat possible 
for each of the following simationsrThe GM picks a 
differcm situation for every player who wishes to win a 
drink of the mead of poetry. Players may get help or hints 
from other players, but whoever says the correct an.swer 
gets the me-ad. Game may be played multiple times as 

long as ,here are still riddles here or GM can think of a 
comparable one. 

The man was given a special drinking horn by 1hc 
bancndcr. I-le drank and drank and drank, yet no matter 
how much he drank, there was al wars more left in it. How 
is chis ~sibler A'1$u'cr: The miter end of rlw hon1 reached 
intoUU!sea. 

The man sat at o ne end of a table, and one of 1he 
regulars of the t·wern sat at the other. The ta.hie wns 
filled wi1h all sorts of food, and they were to start at one 
end and then ea1 from that end to the middle. Whoever 
finished the meal first won. lnc man ate and ate and ate 
umil he me, the tavern regular in the middle. While the 
man had caien all the food, the rci,'1.ilar had eaten not jus1 
the bread and meat , but all bones and C\1en the wooden 
plates themselves! How is 1his po6Sible r Ansu,er; The 
regular guest is frre, wlw consumes all things 

The man challenged everyone in the tavern to a 
wrestling match. lnc only one who stepped up was an 
ancient "'Oman, bent nearly double and leaning hcavilr 
on a cane. The man, taken aback, tried to refuse the Old 
Lady, but she insisted. TI1ey began to wrestle, and the 
man found that no mauer how hard he iricd, he could 
not pin the Old Lady. Eventually she got the better of 
him. How is this possibler Aruwer: The ancien.1-u'()man U 
old age, u·hich ei'Cntuall, defeau all. 

Disgruntled, the man challenged ever~'Onc in t he ta\'em 
to a race. One girl-chi Id stepped forward and acccp1cd 



the challenge. They lined up, 1hc mnn thinking he could 
easily win agaimt this girl, whose le~ alone were only half 
the length of his. And yet by the time the man reached 
the finish line, the girl h.,'ld already been there, returned to 
start, and was eating her second cake. How is this possibld 
Answ, r: The irl is """'8ht. for wluu is {aster than Ulought! 

Anyone who sokcs one of Lodgunn's riddles wins a 
drinking skin of the mead of poetry (about !0sips). One 
sip of the n"ICad will give a chamc1cr +2 to Charisma and 
Intelligence for I hour. 

CONTEST JUDGES NEEDED! 

like chocking ou1 new magical ar1ifaru! Come w che smiihy w 
ttflntess a bank of metal and other materials! Chance IO win one 

of 1he entries mduded! 

S ittrcck has arranged for n competition berwccn Krorbk 
a nd Drinsi. 11ley will toil ::it rhc smi1hy (A9) and produce 
a series of objects. Observers then mus1 vote on which 
item they th ink is the best. The items include (but are 
not limited to; GM is free to create some of their own): 
• A golden bracelet worth 25 GP that will drip another 

bracelet worth 2d10 GP every 7th night. 
• A wig of real golden hair 1hat will attach to someone's 

head and become like their own hair. Anyone weari1,g 
this hair gains a +2 bonus to their Ch,'lrisma. 

• A foll-sized ship that can be folded up to the size of a 
handkcrch;cf. 

• A javelin thar will always hit its mark (no attack roll is 
needed) and do 2d6 damage. 

• A 4-foot length of silken ribbon that is unbreakable 
when tied around something or someone. Only the 
person who tied it may untie it. 

• A sword that inflicr.s wounds that can never heal 
beyond half of the damage inRictcd by ii. However, if it 
is ever wielded in direct sunlight, it will crumble 10 dust 
and wounds inflicted by it may then heal nornmlly. 

Krorhk and Orinsi can craft aJ\yof 1hcsc itcrns; it is the GM's 
discretion which item is pitted against which. Dmthcn 
places OOlh before the players and demonsmncs what each 
can do. Once the winning item is selected by vote amongst 
the pla\'ct'S, each playcrmus1 roll Id IO. The highest roll wins 
the item. Second hii;,1lest roll gets the losing item. 

LOST AND FOUND 

l...ru1! One necklace. Intrinsic and .senrimenutl 1.,ahre. Please uJk 
to Jafrey for details. Rem:ml! Other services amilable for those 

who succeed. 

Jafrey explains that her m .. 'Cklace, which she prizes above 
all her other adornments, has gone missing. She suspects 
S imcck is co blame, but can't pin anything on him. She 
asks the players 1.0 roL>cover her necklace, and if tl1C}' can 
prove Sittri ck took it, 1.hey will ~,et an addit io n.11 reward. 

The neddacc can be found under a loose floorboard 
under one of the lx.-ds in the community sleepi1'!: area upon 
a successful DC 16 lntclligcnce (Investigation) check. 
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Discovering and dcccxling Siurcc:k 's joornal in h is room 
proves that he was the one whosrole i1. If presented with 
the joumal,Jafrey will rip that page out of the journal, hide 
il in a pocket, ::md say she will deal with Situ-eek later. 

Upon successful completion of this mission, Jafrcy says 
she has another problem. Torstcn Skarde, the frost giant 
building the wall outside, wants her hand in marriage if 
he can finish the wall by tomorrow. He only started two 
days ab'O-Jafrey asks the players 10 flt~ a way 10 keep him 
from finishing the job in time. She thinks that ifhe lost 
the help of his horse, he would fall behind schedule and 
the wedding would be off. If the players agree to help 
Jafrey, they can distract Torsten by bringing Slippy over 
co visit with his horse. Torsten's horse is blindfolck--d, but 
if he is anackcd, restrained, or distracted, an0fl1Cr player 
can get the blindfold off with a DC 16 Wisdom (Anim.il 
Handling) check. Once Tomen's hQf'sc can sec, Slippy 
will distracr Torsten's horse so much that he wi II no, 
be able to complete the wall. Torscen will be annoyed, 
but will continue workit'!: on the wall out of a sense of 
personal pride and desire IO pnwc that his people can still 
build the best. 

After this has unfolded, the wedding announcement will 
no longer be on the quest board and the One Wedding and 
LOTS of Funerals quest will not be available. 

KEEPING COOL 

\tlarri)rs needed to help wiul suppiy fine is.sues! Please tdk to 

Harl 'al Fet a-id FreniV)". Free u't'ek's fOCK:l and bl,gfog m By Ule 
Frost as payment! 

Harl and Frcnivy reveal rhat lhe special cooling subsrnnce 
they usually obtain from the frost giants has been blocked 
in the mountains by a panicularly nasty breed of fr06t 
giams. Harl is nearing the end of his patience de-a ling with 
the frost giants, but docs not feel that the Askah:er family 
can openly engage them in battle at this point. Bm he can 
hire \Varriors to clear up the pass so Frcnivy can b'O retrieve 
the cooling substances from their stock in the mountains. 
If players wish, they can take Slippy with them. Slippy is 
supposed robe b'()()d in :a fight, and will help them haul the 
barrels of cooling marerial back to the nn•crn. 

If players undertake 1his, 1hey mus1 leave By the Frost 
and travel a short way into the moun1ains. In a narrow 
mountain pass, there are 4 frost giants guarding a cave 
(A 11). Upon defeating them, players can explore the 
cave. In addition to the barrels of cooling material, a OC 
15 lncclligencc (Investigation) check reveals a hidden 
nook containing several trunks of gold. A quick count 
shows that it is the exact a1'110Unt that Harl claims to 
have J'.X'lid the frost giants for their work, but 1he frost 
giants claimed was never received. The trunks seem 
to be unopened, and the runes protecting the nook 
arc identical in style ro the ones around rhe taYcrn, 
implying that it was a member of the Askaltcr fumily 
that hid rhc trunks here without using them as pa}'tnent. 
A OC l4 Intelligence (Investigation) check find$ that 
rhe handwriting used for those runes is the same as in 
Simcck's journal, if 1he par{)' has seen it. 
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There is fur 100 much gold for even Slippy to carry, so 1hc 
players must leave it and rctum U) the tavern with the 
cooling barrels. 

Upon returning to the tavern, when the players explain 
to Harl ancl Frcnivy what the~• have found, Harl is furious 
at Sinreck and embarrassed. He .sends Frenivy to fetch 
Tor:sten and explain the situatiQn. The Askaltcr family 
asks Torstcn to pa~ along their apologies to his people, 
and tells him where the payment is hidden. Torstcn says 
he will ht able to complete the wall quickly, now that his 
family has assurance of being paid. Also, after this event, 
any frost giants seen in lhc tavern will be friendly to both 
the pla~·cr characters and Askaltcr alike. 

Before Harl can deal with Sinrcck, he leaves the ravcm 
and will nor be seen again. 

Afrcr this has unfolded, the w<..-dding announcement will 
no longer be on the quest board and ,he One Wedding and 
LITTS of Funerals qucsl "'ill not be a\'ailablc. 

FRI END W ANTED 

J lonely. J need friend. Um you make friend! 
Please come utlk to Jory. 

When player characters talk to J0ryo1uside the tavern, 
he says thar he's lonely. Someone promised to make him a 
friend, but 1hai ~rson has been gone for many years. Jory 
thinks his friend is somewhere in the ta\'Cm, unfinished. 
He begins co cry sawdus1 .ti he asks for a friend. He's so 
lonely upside down- he really, really, needs a friend! 

I( players go 10 1.he carving room on 1.he second floor. 
they will find a half-finished dragon crm•ing there. 
Players may spend a day working on the carving. A DC 
of 12 Intelligence (Nature) check wi ll help identify the 
wood and iu malleability for carving. A OC 16 Dcx1erity 
(Woodworking Tools) check will allow the character to 
finish crafting something pleasing for Jory. Characters 
may enlist help of other pan}' members or- tavern 
employees to carry the head outside for Jory. Jory will be 
thrilled, and ask for the carving to be placed where he can 
see and talk to it. Once it is in place on the gmund. it will 
blink up a1 Jory :'Ind say, "Friend!" Jory and his new friend 
scan talking, bu1 Jory will pause 10 give the pla)•Cr a shield 
from the boat th .. ,t forms the roof. This wocxlen shield is 
decorated with a dragon that looks a 101 like Jory twisted 
into an infinity sign. Jory calls it the G1wrdmid shiekl (very 
rare, +3 AC), "bccauS<' it guards your middle." 

O N E W EDDING 

AND LOTS OF F UNER A L S 

Upon therom~1io11 of the wall around B;, the Fros1, 1he 
Askalicr family and the Frosc Giant Clan are pleased io i1wire 
all tavern guescs to 1he u,,ediling of T ors1en SknTde and]afrey. 

Come t0 1he Reception Room this evening for f1111 mld feasting! 

If plarers have not completed ei1hcr Los1 and Found or 
Keeping Cool, 1hey will arrive in 1he reception room (A6) 
to find 1he wedding about 10 begin. On one side srnnd the 
tavern employees and 01hcr relatives of the Ask~1her; the 
other side is filled with frost giants. When the wedding is 
due to star!, a cat comes in and smrcs ITI\.--OWing a1 lfria. lfria 
announces that Jafrcy has fled ratll{'r than marry Tors ten, 
and there will be no wedding 1oday. Torsten is despondent, 
but 1hc res1 of the frost giants empt in anger and begin 
anacking everyone in the room, including the gu~1s. Most 
of the frost giants are matched a~,ain.s1 the Askalter family, 
who can hold their own, but there is also one frost giant 
for every player. I( the players successfully defeat 1he fn'.l6t 
giants they arc fighting, the Askalters arc vcl)' i;nucful 
and give each player one of the items made in the Comest 
Judge quest. If a player already has one of those items, they 
arc given a d ifferent one. 

T AVERN H I STORY 

Man)' years ~'O, this family of what appear to be humans 
(although m.1ny whisper that they are fur too bcmniful and 
ralcntcd 10 be ordinary momJs), stumbled across this ln1ld. 
The)'<l grown weary of bickering in 1heirextendcd family, 
and ckc.cided to make a pL,ce ,,here they coold provide good 
food, drink, and entertainment to those with an advcntl1tol1S 
spirit. Alas, the familydis.,gn."'Cmcnts that led them to this 
plac.c were i1leSCa1xible. and they now bicker amongsr them­
sdvcs-somcrimcs good-natured I)', somt1:imC$ not. 

The family, who call themselves the Askalter, presents a 
unified front when threatened by an outside for-cc. When 
1hey began buildic,g the ta\lem, rhey found that the area 
was already inhabited by a colony of fr06t giam s. TI,ey 
initially extended friendship 10 1he frost gianr.s, and for 
many years there was a good working relationship, as the 
giants grew fond of the food I.he family could make and 
the family was able ro make use of the giants' skill with 
building. h was the giants who figun.~ our how 10 use 
the ship that brought the Askahers 10 this land t() make 
the roof of the house {although Jory often wishes 1hey 
hadn't). Howe\'er, as the work was completed, disagree­
mems arQ6e over work quali1y, payment sclledules, and 
so on, until eventually the fr06t giants abandoned the 
cavern, swearing: never to work for 1he Askalters ab,'3in. 
TI,c Askalters had to complete the work 1hcms.elves, and 
are still annoyed 1hat the job was nOI comple1ed as prom­
ised. The frost giants said thm the Askahers sabotaged 
their work-oomething to do with 1heir workhorses being 
unna1urally distracted. 



BY THE FR8SI 

STAT BL0CKS 
A SKALTER 
The Askaltcr are a rnce not quite like humans, elves, or 
giants, but have traits of both, The\' arc cxccp1ionally long~ 
lived, very h,ud 10 kill, and each one $110ws immacubtc 
calcnt with \'arious t ypcs of 1mgic, depending on who they 
arc. They do not l1$Ually deign to fight with their guc.scs; 
they viclV them almost as amusing pets who've chosen to 
visit with them for a timl'. They 00, however, fight ficn-.d y 
against frost giants. ll-1cir m~'lc and weaponry varies vastly 
between the different personalities. 

A SKALTER 
Medium humanoid (askalter). any neutral alignment 

Armor Class: 19 (natUfal armor) 
Hit Points: 3 10 (20dl O + 200) 
Speed: 40 feet. 

STR DEX CON INT WIS CHA 
30(+10) 2S(+7) 30(+ 10) 22(+6) 24 (+7) 21 (+5) 

Skills: Perception + 14 
Damage Resistances: fire. lightning, thunder 
Damage Immunities: cold: bludgeoning. piercing and 
slashing from nonmagical attacks 
Condition Immunities: frightened 
Senses: darltvision 120ft. passive Perception 24 
Languages: Celestial, Common. Owarvish. Elvish. Giant 
Challenge Rating: 22 (41.000 XP) 

Lt:gtndary Rui.stanet: (J/Day). If the Ask.alter fai ls a saving 
throw. it can choose to succeed instead. 
Magic Rai.stanct:. The Askalter has advantage on saving 
throws against speUs and other magical effects. 

ACTIO NS 

MuJtiattaclc. The Askalter can use its Authoritative Presence. 
lt then makes t'NO attacks with its chosen weapon. 
Cho.sm Wt apon. Mtlee o, Ranged Weapon Attack: +IS 
to hit. reach 1 5 ft. ( or 60/ I 20 ft if ranged). one target. Hit 
23 (3d8 + 10) piercing. slashing or bludgeoning damage 
depending on the weapon. chosen before the attack is made. 
Arcane Demand. The Askalter innately casts any spell of 
3rd level or lower. without requiring material components. Its 
spellcasting abil~y is Charisma (spell sa~ DC 20. +12 to hit 
with spell attacks). 
Authoritatiut: Pn.smet:. Each creature of the Askalter's choice 
that is within 120 feet of the Askalter and aware or it must 
succeed on a DC 2 I Wisdom saving thrO"N or become charmed 
for I minute. A creature can repeat the saving throw at the end 
of eadl of its turns. ending the effect on itself on a success. 

The charmed creature must obey any nonlethal commands 
made by the Askalter. ustng its turn to enact any immediate 
commands. n a creature's saving thrO"N is successful or the 
effect ends for it, the creature is immune to the Askalter's 
Authoritative PJesence for the next 24 hours. 

SuPPY 
A huge b'l'CY horse, a1 l~t twice as large as a nonnal beast 
would be, with 8 legs. hsappcarancc is somcwh,'lt similnr 
to the horse working on the wall (who isso1ncwh.-n large, 
b.1t otherwise a nom1al h<>™: and has only 4 legs). A fierce 
fighter, despite h is b•cablc appearance, he i.s also easily eight 
cimcs as strong and eight times as fau as a nonnal horse. 

SuPPY 
large beasl. unaligned 

Armor Cass: 18 (natural armor) 
Hit Points: !75(t4d l0 + 98) 
Speed: 120 ft. 

STR DEX CON INT WIS CHA 
29 (+9) 20 (+S) 24 (+7) 4 (·3) 18 (+4) 12 (+ I) 

Skills: Perception +7 
Senses: passive Pe1Ception 17 
Challenge: 7 (2.900XP) 

A CTIONS 

Multiattack. Slippy makes two attacks with its tramp.ling hooves. 
Trampling Hoows. Mtltt W«ip0rt Atlatk: + 12 to hit. (tath 
5 ft.. one target. Hit: 21 (2d 10 + t0) bludgeoning damage and 
the target must succeed on a DC 20 Strength saving thrOW" or 
be knocked pione. 

249 





t!:bc t!:a\.Jcm at 
Zlcatb·s Door 

fll any people who h_avc. had near death experiences mcmion a "ligh1 :u the end of a tunnel.'' This light can mean 
any number of things to any number of people, but for a rcirc few it's a tavern. TI1isothcrworldly location is as 
mysterious as death itself, and serves as a brief respite for fallen heroes before lhcy pass on to the next life. As a 

place very much outside of time, 1he guests here lived in sh ockingly different times and places than the party 1hemsclvcs. 
The Tavern at Dcarh's Door should serve as a SL--cond ch.,ncc for your players, especially if they've suffered a "Total Party 

Kill.'' Player C h:m1ctcrS of any lc\·cl can visit here, as there's 110 th reat of dying. In this coffi n-shaped struc ture they can 
share their .stories with the other patrons, play games, conduct mund:mc rasks and sen le in for what might be a long time. 
They will receive as much councsy as the proprietor, a being that calls ir.selfDeath, can offer. They can challc1lgc Death to 
a game, and if they arc able to beat it, 1hcy'll be able to retum to their morral bodies. 

I NTRODUCING DEATI-I'S DOOR 

This tavern is unlike the others, as i1 cannot be visited by 
normal means. Only characters who have died can find 
it, and gencrall\1 their deaths should hm•e either been 
gruesome, umimel}• or tmgic. The GM can choose how iis 
imroduuion is handled narratively, but the suggested way 
of doiilg so is as follows: 
• The character(s) fall imo darkness upon dying. 
• They awaken in what appears 10 be a dying forest, and 

night seems to have fallen minutes ago. 
• Any amount of wandering will lead them to a distant 

light 1hat, when apprmchcd, is revealed 10 be the porch 
light of a cabin. Inside seems to be a number of people 
enjoying merriment. 

• Upon entering the tavern, Death will greet them as 
new friends, and direct them to Gnidd Brighte)·es, who 
will explain 1he reality of their situation. 

The following rules should apply during their stay. unless 
stated otherwise: 
• Any equipment they died wirh is srill in 1heir possession. 
• The tavern and rhc surrounding area funct ion as a dead 

magic rone, 
• Unless fighting Death, all b'llCSCS are immune to all 

damab,c rypcs. 

AREAS OF THE TAVERN 

The t.1\·ern consists of the conuuu1"1.'ll areas of the 
building, rooms for each gt1es1 to rest (based on their 
dis()O'iitions), and the nothingness beyond. 
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A1. Valo r Ha.II 
The first room the dead find thc,nselves cmcring is Valor 
Hall, a vast main room where heroes a1-.d villains alike 
drink to their !iv('$ since passed. 1l1e rooring hcanhfirc, 
accompanied by oma1c sconces, do more than enough 
to illumina1c numerous tables and chairs sec out for the 
dead. A quaint bl.ll well srnckcd bar hugs the wall w 
the back of 1hc room, placed beside an im!X)Ssibly long 
hallway rhat ends in a disu.111 mrnc of light. 

There is a wall covered with mounts tha1 display 
various instmmcnts for guests to practice or play. In 
addition to the instn11ncms, there is also a cupboard 
comaining calligrnphcr's supplies, painter's supplies, and 
tinker's tools for the dead to enjoy at their leisure. 

Various g\lCSIS can be found resting in Valor Hall, 
from numerous realities and times. Drifting among them 
is Death, a large, clooked figure carrying a scythe and 
wearing a mask. Death will likely be one of 1hc fi~t 
to approach new arriv,1ls, welcoming them and telling 
them that Grudd Brighte\'es can answer any questions 
they have. 

The Ligh t at T he End. The main hallway connecting 
Valor Hall to the guest rooms seems to go on forever. If a 
guest enters the hallway in search of their own room, they 
find it quick ly. However, if a guest enters the hallway wilh 
the intention of reaching lhe light, they will pass on to 
their own afrerlifc, unable to retum to rhc 1:wern. 

Grudd 
llrightncs 

A2. Tall Tale Lounge 
The mil rale lounge is a oozy room with soft, plush 
furnishin~ 1ha1 sear multiple pt..--ople, and a warm fire pir in 
the cemer. TilCrc is a smaller self-service bar in che comer 
of this room. Here ~•ucsts have quieter discussions, organize 
events for each other, and relax in the comfort of death. 

11'1Cre is a sm.'lll stage in rhis room for sror)•te llers. 
People who h.we been here a while arc happy to tell their 
story in an excitin,g manner at the smgc, giving in.sight as 
to why they are here and who they might be. 

Stibbks' Weekly Tale. Stibbles leads a weekly game 
here, engaging random guests in nonsensical stor ies for the 
sake of fun alone. Some pc:.-ople take it too serious!),, which 
Stibbles, Grodd, and Death find exceptionally humorous. 

A3. The Final Game Room 
This room has rows of tables set~~ for guests to pfar tabletop 
games 3btainst each other. At the center of each table is a se­
lection of various games from various realities, rangi1\f{ from 
dice-based to simulated rornbat uSil\g eye implants. 

At the back of 1he room is a larger table with one scat 
on ei1her side. If Death is challenged to a game of chance, 
strategy, or wi1, the game is played a1 this table. For 
further infom1ation on how 1his migh1 be htmd lcd, refer 
to the event A Game With Death. 

Buttons a nd Ligho. Boros brought a glowing tablet on 
which she plays strange light-based games using a board 
of buttons. Characters might be able to understand the 
games with a 0C 2.5 Wisdom (Survival) check. Passing 
the check causes creatures to gain the long term m<l<iness 
effect: ,;These games arc more important than me." 



---------------

[: b r [:aurrn Operators 
---------------

The Tavern at Death's Door is operated entirely by Death , 
and exists ro some degree as an extension of rhc cnrity. 
Few of the gucsrs who h.·wc c.hoscn to linger in 1hc tavern 
ha\'C offered their services to Death, providing new food 
and deaning services. For the most pan , the cha meters on 
this list 111:lYC ~wanned up" to Death over time. 

Apan from Dca,h, all the ravcm's operators arc dead. 
Thus, they c.1nnot be hurt or killed, and have no reason 
w engage in combat. 

Death 
Death is an entity that embodies an enigma that everyone 
cvemually comes to knew•. Death currently choose 10 ma.n, 
ifcst asn 9,f()()(•mll humanoid wearing a L1rgc, block clook, 
concealing all of their foan1rcs. In place of a face is a mask, 
with six pips that nm down it in two columns on either side: 
like a die. One of the pips is larger, and serves as an eye hole. 
It carries a l:lq."C b.u simple fam1cr's scythc. Oc,uh occasion• 
ally jests about it, saying, "You made this thing, not me! How 
can I reap wlk.--n I'm not really the ooc sowing!"' De.ith has 
a carefree bi..11 jaded sense of humor, occasionally finding 
comedy in the cira unstanccs of one's death. 

Death mns this cavern with the imcmion of gathering 
and conquering enough los1 souls ro fubriane a new kind of 
afterlife. Ir chooses only fascinating heroes and tragic ends 
because, from Dcaih's perspective, "None of these beings 
ever knew t hem.sdves. They dwell in the past for 100 long! 
Pitiful, really. But only those who dwell in the past can 
remember the journey, remember what 1hey lived. I want 
those people to know me." Death enjoys a challenge, and 
enjoys more than m1~1hing to be "staved off' by its subjects. 
Even at the mention of someone beating death, Death 
perks up and races to the game table. 

Grndd Brighteyes 
GrlKkl is a dwarven healer (priest) who seems to have 
been late in his years upon his death. There arc wisps of 
white and grey in his ginger hair. A variety of med teal 
and healer Wge.s tha1 hl' accumulated in his life nearly 
rake up the emire from of his runic. He always wann; 
p(."Ople to know he is available to help, often checking in 
on guests. Grudd was a cleric sworn to a god of creation, 
and wielded the healing powers 1hat came with dev()(ion. 
Grudd has been the barkeep of Death's Door for so long 
that he can hardly remember how he got here. He had .. 
friend s . .. and he d id something for them. And now, early 
in the mornings, their names writhe al the tip of his mind 
over a cup of tea. Bui he still can't qui1e reca\l 1hcm. 

Grudd knows that the life he knew has forever ended, 
and he just w.1ms to gei along. To that end, he has 
mastered a warm dcmcam)r and has become quilc adept i1t 

welcoming uneasy former heroes to this tavern. He always 
has a tankard of your favorite ale, o r a poi of exquisite tea, 
and always bends his car to lei shell-shocked pa1rons tell 
their story a nd acclimate to their situation. Choosing 10 
pass on is a big decision and Grudd always offers advice. 

But he never tells someone wha1 to do: that choice must 
be 1heirs. He has known Death for some time now, and 
can frequently be found playingg:unes or puning together 
pwzles ove r a cup of tea with [he enriry. 

Cause of Death. Gru,dd does not remember h is own 
ca~e of death. Asking Death about the circuinsmncc 
reveals tha1 Grudd, in a similar bu1 more honorable 
situation than Stibbles, made a s..-.crificc. In a situation 
that ck.-cidcd the fate of a rcalit)', C rodd fought with a 
deity and helped his friends succeed. 

Pip Pip 
Pip Pip is a sentient gelat inous cube that functions as 
the tavern's janitor. He spends most of his rime behind 
the bar, where Grudd feeds dirty plates and mugs into 
his mass. Pip Pip il.lS been in rhis tavern longer than 
an)'one can remember, and seems to linger entirely out of 
contempt. He will openly spe.ik to guests, ftndi11g gre.it 
pleasure in he.iring how horribly they died. His ability 
to selectively consume what he 1ouches helps make food 
service and scraps easier to handle. 

Cause of Death. Only Death knows what claimed Pip ~ 
Pip, but no t even Death knows why Pip Pip was deemed 
won:hy of the cavern. He apparently gained his sentience 
after rrying 10 consume a magic sraff. which promptly 
turned the newly sapient ooze into a pool of still water. A 
wandering mwelcr plucked the staff from the fluid, and 
left ,he immobile: ooze 10 smrve. 

Cheesums 
Chccsums isa rare variant of feline rcnine (undcad spirit 
of a lost or abandoned pct), called nckomara. Instead of 
dying tragicall)', these spirits were treated with endless 
love during their long lives, and transformed into undying 
spirits that watch over their owners. Cllcesmns was the 
pct of someone named Linle Hollow. a previous guest 
of the T.'IVem at l\:ath's Door. After his owner's tragic 
death, Cheesums accompanied his owner it\ the hopes 
of helping them escape. To Chee.sum's surprise, Little 
Hollow quickly departed to their ch06cn afrerli fc. 

Chee.sums comes and &-oes from the tavern's m.'lin 
rooms (A I, A2, and A3), to the Nothing Beyond and the 
Forb,'Ottcn Places (A4) as he pleases. Olccsmns h.'lS b,~incd 
the ability 10 speak, and acrs as a qucsrioning force for 
newcomers. He will pester them, questioning their ability 
to rc1urn t0 their homes. If treated foirl}', Checsi.11ns will 
aid guests in their contests against Death (giving them 
adV(lnt.1gc by helping in :some way), and may even rewm 
to life with them if lhcy succeed. 

Cause of Death. Chccsoms tmnsfonn(.-d into a nckom:na 
at age 25, having been caf\.--d for b}' Little Hollow. If a,ked 
abo..1t Little Hollow, Ou.~su1ns will describe them as 
having been ;'endlessly wise, endlessly caring, but having 
carried an unreasonable deathwish." Around their mid 
40s, Little Hollow drowned in an overturned boot on a 
voyage that would have bren legendary, had Little Hollow 
only fought harder to li\•e. On the day of arrival a1 Death's 
Door, parting words "'t're given to O\cesums, and Little 
Hollow vcmurcd rhrough the final door with<X1t speaking 
to anrone else-not e,•en Dc.-ath. 
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A4. The Forgotten Places 
TI1c Forgouen Places serve as stora1,,c for Death's Door, and 
arc the only places where one can reliably retrieve quality 
t,roods. Inside this room is a series of crates and barrels, 
whose munbcrs arc surprising!)' difficult tocoum. Upon 
opening any of the crates, characters will find 1>0nals w 
various locations in various worlds. Each of these locat"ions 
h~wc been entirely forf,.'Ottcn: last remembered and visircd 
by th0$e who have long since passed. 

Among them arc isolated gardens, cmpl)' cockpits of 
starfaring \'CSscls, log cabins, graveyards, banlcfields, 
bomb rest sites,. and other lonely places. Inhabiting some 
of these arc-as arc shadows of forgotten people, who arc 
un.,warc of visitors. Any visitor at the tavern is welcome 
to enter these places, gather materials for food or drink, 
and bring: them back 10 1.hc main areas. Death describes 
dw room by saying, "Memories can die the same way 
minds do, s,ometimes at 1hc same time. I have !,rathcred 
all the dead I find interesting, including places." 

AS. The Humble 
These arc 1hc smal lest guest rooms in 1he tavern, and the 
number of guests ,hat use 1hem is even smaller. li\Sic.k 
each room is sp:arsc decor from the travels of whichever 
guest uses the particular room. In addition co the dccora• 
tions, some feature hammocks or simple sleeping places, 
and a wooden chair. The humble rooms arc dcdicarcd 10 

those who h:we chosen not to face Death i1\ a game, but 
instead linger in the cwcrn to give advice to newcomers, 
to enjoy the leisure. or simply for rare company. 

Some of the guests in these rooms include Grudd 
Brighteyes, an o ld man missing his arms, a dmidic 
wornan, and a humanoid dog that resembles a pug. Somc 
of 1hcm will note th:it they have uncovered death's true 
identity, but none of them are able to properly explain (or 
maybe they'd rather you find your own answer). 



A6. The Heroic 
These mid~sizcd rooms arc dcsignalcd for guests who 
have challenged Death and accept their failure, or thosc 
who p lan to challe nge Death soon. They are Stocked 
with comfortable cotton bedding, bathtubs for soaking, 
two chairs, and a writing desk. New guests arc given 
a bag of herbs upon entry to these rooms, that when 
smoked or drunk as a tea provide effects similar to rhc 
calm emotions spell. 

Most players should find themseh•es in these roorns 
during their stay. Other guests include Nova Baker, 
Admiral Boros, L'ldy Anim .. 1. and other confident or 
peaceful spirits. 

A7. The Fearful 
These grandiose guest spaces arc as lavish as a tavern 
room can get, unrivalled by any o ther ta\•crn. They 
feature several gilded sections including private ba1h 
houses, spacious silk beds in vibrant colors, and their own 
personal minibars. These roo1n.s arc reserved for .selfish 
failures such as rulers, l'ycoons, and renowned warlords. 

These guesu fought all their lives with fear and 
witho w reason, and ha\'c brought bOlh feelings to ,heir 
graves. The room size is considered an in.suh by Death, 
and is the reward for fighting agains1 Dea1h, fuiling, and 
being unable to accept chat failure. Surprisingly, 1he 
Seeker is one of 1hc guests futcd ro persist in 1hcsc r<X>nlS. 

The Nothing Beyond 
Guests canno1 escape dea1h by running from Death's 
Door. This rcali1y functions such 1hat walking fur enough 
in any direction will lead players back ro the tavem. 
The area surro unding the building is an e xtension of it, 
and has several features. 

The Well. There is a well outside the ravem that can 
be operated by any of the guests. Death t)()l'CS thm if a 
coin is tossed into the well, b•uest.s can wish for any t\'J)C 
of fluid 10 be drawn from ii. 

The Woods. Jus1 beyond the rnvcm lies the woods, 
which resemble more of a sparse orchard with occasional 
berry bushes. Herc guesi:s can pick dcarhbenics, which 
rastc like a mix of tangy citrus and swec1 fruity bcni1.--s. 
Dcathberrics are also served at the mvcm in bowls of milk. 

Lone Tree Hill. On the opposite side of the woods lies 
a small hill. topped wit h a lone oak tree. Some guests visi1 
it 1.0 concemplaie. 

C:hw,~ 
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DEATH'S Kiss 
Legendary u(mdrous i1em, requires att1mcmen1 

This copper-like ring bears the symbol of a skull in its 
crown. and is engraved wirh the phrase, "My name is 
known by Death." h has) charges. and regains I charge 
each midnight. Attuned crea1un:s c:m use their action to 
expend one char~-e and create a portal to the T:n·ern at 
Death's Door. This portal lasts for up to 1 hour and, when 
dispelled, returns all guests who entered via the ponal. 

Using }'OUr action to expend 2 ch.'trf,JCS allows you 
to make a :Saving throw again.st any mind, or memory• 
altering magic currently affecting you. This 
saving throw is made with advamage. 

Using your action 10 expend 3 
charges summons Dem h for up to 
I minute, and allows )'OU 10 make 
one request. Death is not bound 
by 1his request in any wa~•, and 
its reaction to rhe request is 
upt0 the GM. 
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~ b r ~aurrn 6ursts 
---------------

The number of gucsrs at the tavern is constantly shifting, 
as some guests accept their futes or escape and new ones 
file in. It is highly suggested that, in addition to the 
characters I istcd below, the GM invo lves dead characters 
that the players arc familiar with from the campaign . 
Slain enemies, dead allies, or even allies who 1\·crc 
recent!~• thought 10 be alive can pro1•idc unique insight 10 
the cvcntS of the campaign. 

All the ravcm 's guests arc dead. 11,us, they c.innot ~ 
hurt or killed, and have no reason to engage in combat. 

Stibbles Muckscooples 
Stibblcs is a fun-loving male gnome druid who wears a red 
conical hat. He seems to have died midway through his 
second ccmury, judging by his long white beard. Stibblcs 
spends most of his time in the public areas of the tavern, 
reciting stories of fascinat ingly tragic events-either tha1 , 
or insulting P'--oplc's choices. S1 ibbles is remarkably wise, 
but his it\Scnsi1ivc comments have led h im to become 
somewhat infamous in the cavern. He might explain that 
he stays at Death's Door because he enjoys talking 10 

people, but in reality he is afraid to move on. A DC 20 
Wiiidom (In.sight) check may reveal 1hat he S1..--cms to be 
waiting for someone to pass through wirh. 

Cause of Death. After a night of dnmkcn debauchery, 
as a brief respite from adventuring with his fricnch, 
Scibblcs returned to a tense situ..·uion. One of his close 
friends was poss.._--ssed by a powerful spirit, and thn--atencd 
10 kill the or hen,. Stibblcs baited the spirit imo 1he forest, 
and after a f ierce dmidic battle, was decapitated. His 
friends were able to escape as a result. 

The Seeker 
The Secke r is a surprising sight in 1he tavern, as they 
appear to be entirely consumed by misery. They seem 
the same age as whenever the pany last saw them. When 
a player character enters the tavem, the Secker will be 
1hrown into a fit of pitiful rage, and exclaim through 
tears, 'Why did you forget· aboot me! After all I did for 
~•ou . .. All I'm doing for you!"' After th e outburst, they will 
calm down, and explain tha1 none of it matters anymore, 
eventually apologizing. The Secker will then rest eirhe r 
m the bar, or in their room (A 7). The Secker docs nor 
ha\'C Fab lncartio, who they imply abandoned them to 
somehow "keep living." 

Cause of Death. Unknown, even by Death . 

Bobby Grey 
Bobby is a young human boy (commoner), who Seems 
to ha\·e died a1 rhc age of 9. He wean, overalls, a 

striped yellow t,shin, and sneakers depicting a m,'lSkcd 
adventurer. Bobby docs not seem 10 grasp his situation, 
and says he has bc..--en waiting for his dad 10 "pick him up." 
A:;king around the tavern uncovers that Bobby has been 
in the tavern for three years. He is cautious with strangers 
at first., but quickly w,mns up and cons1antly begs orhen, 
to play games wi1h him. 

Cause of Death. Bobby Grey lived wi1h his s.ingle 
father in a kingdom called flooreda, apparcnrly owned 
by some larger kingdom called the "Euessay". During a 
fishing trip in a local swampland, Bobby \"entured 1.00 far 
from his fumily and was eaten by a wingless dra~'Oll. 

LadyAnima 
Lady Anima is a powerful fcma le 

centaur, who spends mos, of her time 
drinking spirits at the bar. She 

wears full pl.ate armor, with the 
notable feature of an arrow 
sticking out of th e visor. 
Underneath the armor arc 
countless scars from various 
battles, paired with tribal 
tattoos that run down her 
arms. Lad\1 Anima is a 
woman of few words, but 

she has a tendency co listen 
to gucsrs' troubles. Asking 

other guests abom her is t he only 
way 10 initially learn of her fate, but 

approaching lady Anima knowing her story may lead 
to an open conversation. 

Cause of Death. Lady Anima "'aS once a knight sworn 
to pr04:ect a princess---one that she had grown very 
fond of. In their world a war against old spirits had left 
everything in near devasmrion, and their mission was the 
las, hope for their kin{,-dom. The princess was slain by a 
stray arrov.r during a skirmish tha1 Anima was able to win 
before realizing what had happened. Wracked by grief. 
Anima decided to share her bcloved's fute. 

Admiral Boros 
Admiral Boros is a large, four-armed humanoid encased 
ent irely in a smmgc suit of armor. The armor is made 
of a material stronger than steel, but supple as leather. 
She speaks in an unnatural tone, and seems to have 
learned some Common from 1.he other patrons. Boros 
explains she was 1he lead commander of ships that sailed 
between realities, and spread her people's message to 
coumless worlds. She asks strange questions, unfumiliar 
with things like horses and swords. Boros is blunt but 
attentive, and seems t0 know where everyone is at 
all times. She has not fough1. Death yet, bur plans lO 

once she has learned enough. Boros activcl}' avoids the 
Secker. sayin g ihey somehow seem dangerous. 



Cause of Death. Admiral Boros was a space uavclcr 
in her reali1y, and the leader of an cnonnous military 
society. Having claimed ()\·er half of the g-,.1h~xy, Soro, met 
her end when six travelers boarded her ship. Completely 
unstoppable, Boros compares them to ;'TT'K'Klohm," 
which in her tongue means absolution. 

Nova Baker 
Nova is a human woman (commoner) who died in 
her early 30s. Her eyes seem to look past people's 
C)'CS and into their hcan:s. She wears a white 
summer dress that compliments her form as 
much as her personality. Nova stays in her room 
al most times, but will happily grce, new guests 
a nd 1ry to case their pain. When not in her room. 
Nova vcnn.1rcs into the Nothing Beyond, trying 
to foster t he growth of the berries somehow. 
Nova finds it difficuh to ralk about her past, 
bur after some 1imc she will tell her story. 

Nova was an onl}' child who would often hide 
from her family and explore the wilds. She had 
a passion for plants and vines, but eventually found 
her passion tied to a man named L'lrry. lnspiring L'lny 
to Stan a tavern for families, they quickh1 made their own 
after a time. Larry wanted a daughter, and after having 
three sons, tht.'Y decided to uyonc last tinle. Nova never 
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learned if their founh child was a girl or not, bot she hopes 
for Larry's sake thar ii wns. 

Cause of Death. Nova was an acrivc gardener and 
housewife to the owner of a tavern. Nova's desire to 
have a daughter grew stronger after her two cklcsl sons 

lcfr home, but her life ended in the throes of labor. 

Erron 
Erron is a young ticfling boy (con,mon cr) with 
JXilc green skin and freckles. H is horns arc some­
what similar to the Seeker's, but slighdy lo '""'-er 
and rurving back over h is white hair. Hespen~ 
much of his time learning 1oplay 1he flute. He 
was all urchin for all of his roung life. but fought 

with a confident vigor monger than an\.'One his 
age. With a sweetness in his yoong heart, he would 

steal from mcrchams and nobles, sharing food 
with everything from rats to working pcasanLS. 
Nova enjoys spending rime with Erron, who 

she says reminds her of her son Jericho. 
Cawe of Death. Enon was strong enough 

to endure beatings from guards and hunger 
pains without shedding a tear. Howe\·er, his 

innocem generosity caused an influx of the local mt 
population, and he succumbed to a sickness t hey had 

begun to carf)'. 
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[:bt [:autm at 
ZJratb's ZJoor 

A &a.Jt;.h.y Oo,st; of /?t;a.li(y 
This pa<,ta is made with an overwhelmingly spicy red S..'tuce, mushroom slices, and 

various boiled greens. 

W a.kt;ap CW 
This platter consists of poached eggs, sausages, ham slice.s, and a large breakfast cake 

soaked in gravy. 

Ot;ttt;.h.bt;.ny- Soap 
This simple dish is made with a mixture of fresh deathberries and wann milk. 

This dish, which would be dangerously indulgenr for the living, is made with various 
fried meacs, cheeses and breads. Served with a row of dipping sauces and a tall ale. 

D<ar'lhcTI' 
Soup 
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Pushmff Op Oa:i,s.i~,s 
11,is cocktail uses dark molasses spirits, carbonated sweetwarer, and bincr lime. lir is 

garnished with a single large daisy flower, and more daisy flowers inside of ice cubes are 
OOded to the drink. 

This cocktail should only be consumed by the dead, as 
enjoying a full glass will remind one what it feels like to die. It is 
a mixtme of deathberry liquer, half a lemon's worth of juice, dry 
fortified wine, coffee bean powder, dark molasses spirits, agave 
spirits, wonnwood spirits, brown ale, a deathberry, and a dollop 
of thick live~culture yl".>gurt. Utter your prayers, pinch your nose, 

and pretend to enjoy. 

This glass appears co be simple water without ice. The drinker 
tastes the greatest mixture of flavors to ever touch their tongues. 
Each flavor is tailored to the drinker, and never fails to numb the 

senses beyond death. 
T' 

er..oeR\I il~n 

Mixed with carbonated sweerwater, lime, and lemon, and finished with a creamy milk~ 
based liquor. This drink, i( made correctly, should resemble a light brown sponge, and 

should be consumed with a spoon. 
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~bt Quest 1-0 oari) 
If asked aboul a quest board, Death will respond "Quests!!!! 
You're done! Just relax, you don't nc«I a reason to fight! 
Oh, I see. TilC fight is a game m you, huh! Well, if you can't 
fight me, I have some things you can do." 

All the quests given a, Dem h's Door arc imcmionally 
simple and appear 10 be lacking in reward, as there arc no 
rewards afte r death. However, if the GM chooses, each 
task done will add 10 the m.'lximum charges of the magical 
ring death's kiss. 

BERRY PICKING 

"Vcmure into 1he woods and rerrieve some terries. No1 chat 
«.~'re running fo1t1, b111 ii -would mean a lot w me! It'll help you 

clear your head in any case." 
A OC 14 Wisdom (Survival) check allows a character to 
find ld4 pounds of dc:uhbcrrics, even though few would 
survive such a find in the mon:1! world. 

WOOD FOR FIRE, FtRE FOR WARMTH, 

WARMTH FOR COMFORT 

"Being dead can fed a liuk colda1 times, don'r you rhink? 

Grudd "'ill brc"' you some tea over the fire i ( you can 
gather the wood!" 1nc plarcr will be gh•cn an axe if 
needed, and sent into the woods or one of the Forgotten 
Places (A4). A DC 14 Strength (A1hlctics) check gathers 
a full haul offirewood. As promised, Groc.ld will brew tea 
for the guest and speak with them freely. 

<!:\Jtnts 
A GAME WrrH DEATJ-1 

Oc.ith is fascinated by b'alllCS and challenges, cspeciall\' when 
mortality is involved Kno..,.;ng this, near~ all of the guests 
eventually challenge Death toa game ..,.;th the imemion of 
rcruming 10 lifo. The player ch.aractcrsarc unlikely 10 be the 
exception, and 1hismay be rhcfir:storonly thing 1hcydo in 
this tavern. Death w;tl quickly agree to almost any game, as 
long as Death isaUowed to add its own mies. 

This may Ix difficult for some GMs l'O balance, but 
lcning your players choose a game might be a safer way of 
returning them home. listed below are some examples of 
games Death has plared before, all of which arc winnable. 
Regardless of the game choren, ai the ,·cry least, the 
following n1les should apply to the games: 

1. 0 1'\C player per game. No our.side help is allowed, and 
no :,1,1gges1io1l.'\: on how to chca1 may Ix given by 0thcr 
b'Uests. Other guests are allowed to watch and cheer on 
either contestant if they wish. 

If the oak tree on Lone Tree Hill is cut down, Death will 
quietly venture up the hill and plant a single acorn. Other 
guests may be nOliccably frustrated umil che tree grows 
back, which Ol..'ly take an insram or an eternity. 

WE ALL NEED WATER! 

WHAT I F WE RUN Ou-r? 

"The weU outside ne,-er mru dry, bm u-e /un,e it for a rMSOtl. I 
don'r undersumd plmnl:ing!" 

The quest is as simple as it sounds, and doesn't require 
an ability ch.:.-ck. After the water is retrieved, Grndd will 
take it and lxgin fcmlCnting a new brew. 

ROOM RENOVATION 

"I nm ihis space, and i1 looks grrut! You run )'OHr ~e. 
Go uh ... fix iL. It's lure." 

For 1his quest, simply let 1hc player describe how 1hey 
se1 up their room, as well as which type of room 1hcy 
select. Once they are <lone, gi,•e 1hcm advantage on one 
roll against Death during the cvc1,1 A Game With Death. 

A FRIENDLY GAME 

';We're all here to be a friendly family, but some people aren't 
the best at talking to others. Gather up those three and get 
some them to play a g,une of Trail &-ckcr with you!" 

Death will direct one or more pla\'Cr chametcr-s 10 Erron. 
Admiral Boros and Lady Anima. This quest can be done 
quickly and narratively or, in a pinch, be used to involve 
other players who are staying on the sideline. 

.I( multiple characters choose different games, have them 
roll initiative and jump between each one's tum in order. 
-Other gucstS will only cheer for those pla}•ing for their 
lives, never for Death. 

2. Players arc pennitted to use any magic items and 
spells at 1hcirdisposal during 1.he course of 1hc game, 
provided the game relics on magic. 

3. !(the gliesr loses the game, they cannot retum 10 life 
bl' any magical means. including the wish sp«:11. (GMs 
who want to leave a door open for resurrection may, as 
a variant, n1lc that the living can still use magic to call 
them back IO life, as nonnal.) They arc encourage<! to 

remain in the ravcm for as long as 1her'd like, but may 
choose at any time to enter the Light at The End in 
Valor Hall (Al). 

4. 1( 1hc guest wins the game, they arc rerumccl IO life at 
full heahh and the same ab,e a, which they died. Death 
will not come for them for ld6 rounds, and they can• 
not cause death for the same amount of time. 
,The GM chooses whether they are rerumcd to life 
before o r afrcr 1hc events o( their death, and how far 
away from 1hc C\!el\l they arc placed. 
,Althot.1gh i1 is no1 menti<:ued by Dc.i.th, all victors m 
b-i,·cn deaih's kiss, a magical ring that appears on their fln~r. 



Duel u,ith Death. Players can choose to fight Death 
directly. Up:m choosing this option, Death will lead the 
player ro one of the Forgotten Places (A4) to begin the 
d uel. Death uses an adapth•e stat block that acts as a 
stronger mir ror to the player's abilities, which may be a 
detriment 10 Death when fighring players with ~ssive 
abilities or unique magic items. 

During the fight, a character with the ability to 
plane shif1 could use it to get out of the rn,•crn, but 
this docs 1).0 t remedy their situation, as Death will 
follow wherever they go. and rule *I is still in effect. 
Considering this, a player might be able to return home 
and speak co friends instead of fighting, only taking 
damage from Death's scythe at rack. 

Wits and. Riddles. A player can challenge Death to 

a game of riddles. This game rakes pL1ce in the Final 
Game Room {AJ ), and is played 10 the bes1 2 out of 3. 
Death will always go fast, which is its only ad\•amagc. 
Each player is given I -5 minutes 10 fonn a riddle before 
speaking it, and must write their answer down before 
presenting it. Each player i:S allowed 10 guess twice, losing 
the round after giving a second wrong answer. The GM 
may create 1heir own riddles, use other riddles featured 
in this book , or use 1hc selection below. No1e that the 
selection below is imcmionally diffkuh compared 10 

riddles from other ta\'erns. 

I rise in Mir, I rest inpeac. lfly to swim, rori.seawrin, I think 
ffi)'$elf abot.-e all men. 

\Vhat am 1 ! • Rain 

I live in a «'O'f'ld you will net~ see, and yer JOii: live among me. 
I seek wiih 1vood, where you hau! swod, 10 find a path my Otvrt. 

\Xlha:1 am l? - Blind 

l hat\" spoken a tTillion words, ye1 a mouth I net.'t'T 1,.se. 
AU «M hate me hat.-c tocMOSe me, and n<.'t'ermy sibling uW:"aker. 

\'v'hoaml? -AHand 

\Vithoui )'()It I donoi exist, yet wirhow you I cannot persist . 
I am ihe sum of all things, bmh parts of all rings. 

\Vho am I! - A Relationship 

Race Against Death. Players can challenge Death to a 
race down the hallway bcrwcen Valor Hall (A I) and 1he 
gucs1 rooms. Upon choosing this option, the light· ar 1he 
end of the cunncl fades, revealing a large door 1,000 fec1 
away. Once Death and the player arc si1ua1cd side by side, 
G rudd will blo"' a whistle and the rncc will Sl.lrt. If the 
race ends in a tic, Death wins. 

This race is not an actual race, and spcc<ling to the 
end will lead plap::rs 10 fail. However fa,;1 }'Ou arc, Death 
is fastcr- Deiuh always h :1:S a move speed that is 5 f,-et 
more than iuopponcnt. If the player teleports, Dcalh will 
tclcpor1 twice as far in the same direction. However, if 
the player stops moving, so docs Death. If the player nms 
backwards, Death will move backwards 5 feet faster per 
round. Thus, by moving far enough backwMds, a player 
can build up enough of a lead 10 make it to the door 
before Dcach can cacch up. 

Variant G<tmble: My Ufe Mattered. Players can 
mtemp1 to convince Death t hat 1heir life will become 
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imporr.mr if 1hey return. If they have a rc:tSOnablc enough 
desire, wicked or no1, they can make a promise 10 Dea1h. 
If, after returning 10 life, they succeed in what they 
promised to do, their life can continue 1l0m1ally. If they 
fail, or ignore the promise for enough time, O<!ath will 
come 10 colle.:t them as well as any other person 1hey 
li\·ed for. 

DEATH 
largt celesliaf. chaolic neutral 

Armor Oass: 2 (natural armor) 
Hit Points: 8 (2dt0 · 3) 
Speed: Fly 120 ft. (hover) 

STR DEX CON INT W IS CHA 
4 (·3) 4 (·3) 4 Pl 4 (·3) 4 (·3) 4 (·3) 

~nses: truesight 600 It .. blind sight 600 ft .. passive Perception 30 
Languages: all. telepathy 600 ft .. any language 
Challenge: ·· (XP gain equal to character level x 3 .000) 

Fattd Mirror. Death is immune to all damage types for the 
first round of combat. At the end of its first lurn. Death 
chooses one creature. It then benefits from the following 
features, based on the target 
• Death adds all of the creature's ability scores and armor class 

to its own 
• Death adds all of the creature·s hit points to its own 
• Death gains all resistances. immunities and w lnerabilities of 

the target creature 
• Death's resonant spelbsting ability targets the chosen crea1ure 
Raonant Sptlleasting. Death's innate spellcasting ability is 
the same as its opponents, with the added effec1s of the Fated 
Mirror feature. In addition to Death's own spells. whenever the 
creature targeted by the fated Mirror ability casts a spell. both 
Death and the chosen creature become targets of the spell. 
Death can innately cast the following spells. ~quiring no 
material or verbal components: 
At will: plane shift. illusory terrain. invisibility 
I /day: lime stop 

ACllONS 

Multiauack. Death makes two attacks: one with its deep 
reflection. and one with its scythe. 
Deq, Rtfltction. This attack can only be made if Death h.as 
chosen a creature with its fated Mirror ability. As an action. 
Death performs the exact actions that its opponent performed 
during its last turn, IN'ith the following condition: Death 
becomes the target of any actions that target ~self." and its 
opponent becomes the target of any actions that targeted Death. 

This ability does not benefit from a player's passive abilities 
or nonmagic reactions. such as a fighter's Parry or a half-0rc·s 
Relentless Endurance. 
Scythe. Mefee Weapon Attack: (see Fated Mirror) co hit. reach 
5 ft. one creature. Hit: I ( ld4 · I) radiant damage. 

-
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s with everything thar exists, even ravcm s must have an opp:;,sirc. Following 1-his rule, or perhaps au cmpring 10 ~ vi:ne 
from it , leads one ro the Daydrc:un. This strange locarion has been referred to a.s the Mobeus Daydream, the Infinite 
T.'lvcrn, or the Dmnbrd's Prison. It appears in places where reality is fractured, standing as a lone doorway into the 

unknown. Inside arc rooms bcrond number, places that never were, and monsl'crs cha1 stalk the hallways between good 
times and better places. 

Players can enter thi.s rnvcm at any level, but i1 can quickly become dan&.oerous if the party is unlucky enough to enter higher 
value roon1$. It is best fotcd to players level 5.10, with a ccnrml challenge dC$igncd for a pan-y of 4 level 7 characrers. 

DREAM KEYS 

The Daydream is only accessible via a dream key. These 
keys somehow find their way into chests, markets, 
keyrings. and pockets all O\'er the multi verse. 

This btassskelel'on key manifcs1s with ldl2 ch.'lrgcs, 
which is shown b}' a literal numbcrai the key's back 
(or "bow") end. As an action, a creature can expend I 
charge and open any door. Instead ofleading to the usual 
destination, a ponal to the Daydream appears in the door 
frame. 11,is portal remains open for up to I minute, but can 
be dispdkd as a bonus action. Using the keys this way is 
the only way to enter the Daydream from the outside. 

Using the keys is also the only way to open a path 
from one room imo anmhcr room inside the Daydream. 
Each use of the key will create a portal to anodwr tQOm 
in the Daydream. 

If a dream key with 0 charges is used inside the 
Daydream, the ponal It opens leads back through the last 
door that the user used to enter the Daydream. 

A dream key wirh 0 charges can also be US('<I t0 enter 
the Daydream from 1he outside. However, it then loses its 
magic. Anrone who enters the Da)'dream this way risks 
being trapped inside once the entry ponal doses- unless 
they broUf::ht (or can find) another dream ke)'· 

Variant: Time Difotion . As the tavern is a step 
ouuide reality's norms, it may also affect the flow of time. 
Befitting a dnmkard's prison, time moves much more 
slowly inside than it docs outside. As a variant rule, for 
each minute the pany spends in the tavern, a day passes 
in their own reality. 

How TO RuN A DAYDREAM 

To n.m this tavern properly, you will need the modular 
tiles as an expansion for TM Seeker's Guide to Twisied 
Talltms. Each tile represents a possible room the parry 
could enter, and using them as a "deck'" to draw from is a 
simpler Option than rolling for each room t}'l,e, 

If players do not wish to create their own characters for 
this ach•eorure, 1hey may use one of 1he four characters 
provided: Emit W, Saps, The Critic, The Gambler, and 
The Old Lad\'-
1. \'(,'hen the parry first uses a dre-am key on a door, lay 

down a tavern 1ile over the room they would n 0r1nHI ly 
enter. If they arc not currently on a map, describe 
the change as an unnatural change of air pr~ure on 
the or her side of the door, followed by an unexpected 
(or familiar) new room. Then place the first tile a , 
random. and determine its type from the list below. 
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2 . Once the tile is ser,determinc the type of room based 
on its appearance. If you arc nm using ,he tiles, roll 
id!0 and go to the corresponding room 1ype, or 
select at random. 

3 . Roll the listed die for this room type to detennine the 
type of C:nC()untcr the party will face. Lastly, roll ld4 
to gcncrme a situation based on 1ha1 encounicr type. 
You may use the random NPC list on the GM screc1\ 
for additional flavoring. 

4 . When 1he players choose to emcr another room, 1hey 
may do so by opening doors, cabinets, drawers, or 
windows, or by walking through mirrors. Repeat the 
process above and attach a new tile to their chosen pa1h. 

As a rule of 1humb, if the JXITIY smys together, remove 
each tile once the parry has moved 1wo rooms ahead. 
Doing so will keep the tavern infinite as intended. 

Additional notes: 
• 11,cre is a high probability of pla}'Crs entering and 

exiting initiative often. It is advised that the pany roll 
initiative at 1he stan of 1hc tavern, or choose their 
order, and stick to it until they exit the ta,·crn. 

Th, ""P" 
of the !hr 

• Keep 1rnck of ,heir Dream Key usage as rhc pan y 
progressc,,, to note whether o r not they lose their exit. 

• Some encounters feature monsters larger thall the 
room's capacity. To remedy the issue, the ta\1Cm will 
shrink the size categ<>I')' o( any oversized crc-ature to 
large or medium. This is due to the reality-wmping 
features of the tavern. 

• Some cncoumcrs may contain more monst(:TS than 
the room can contain. To remedy th is, limit the 
number of monsters at the start of the encounter, and 
have reinforcements spill in from another room as 
combat continues. 

A REAS OF THE T AVERN 

1-2: DINING R OOMS & L OUNGES (1D6) 

These rooms consist o( open areas with tables and chairs 
for seating multiple guests. Most of them feature torch 
sconces for light, and small st0mge containers. Some 
of them may contain unique spaces like stages. Each 
configuration is unique, a nd the stylisric the-me of each 
room is vastly different. 



1. Combat 

Roll ld4 Situation Reward 

This room is decoraied with slOne smues of people happity enjoying their dnnl:s. ld4 basilisks emerge to fight 140 gp 
the party. 

nus room echoes with mahcious laughter, and a wet dog smell hngers 1n the a,r. A group ol 2d4 + 2 gnolls and t)() sp, 40 gp 
2d4 + 2 aiant hyenas turn to cNrge at the pafly. 

This room smells of smoke, A crude fire made from broken furniture is surrounded t:,y 2d6 + I buj'beats. They 210 sp. 80 gp 
turn toward the party. weapons ready. 

This room has a stuffy atmosphere. and a rotten smdl fills the room. A young black dragon sits at the center of t 20 gp 
the room chev.,ngon a corpse. Its hungry eyes turn tO'Nard the party. 

2. Puzzle 
Roll ld4 Situation 

The names of 6 of the torches on the wall begin to grow. 1gnrting the wood and 
endangering the room. Thett: is a uniqut looking rug on the floor. that the firt seems 
to be mCNing toward. 

An 1dult gold dragon almost entirely fills the ,oom·s sp~. It looks down. and 
presents a sirll)le questt◊n. 
·ro create my face, I visit the >MJrld. And so my face becomes theworid. What am 1r-

A table is set with a bountiful feast that calls fo, the party with a wisp of steam 
Ho~ver. the 4 chairs set out fo, them are mimics. 

This room seems peacefully empty '-"°n entry. HO'Never. if any party member steps 
into the main area. a chandtlier win crash dO'Nn onto them. Characters under 1.1w: 
chandelier must make a DC 16 Dexterity saving throw. taking 26 (8d6) bludgeoning 
~mage oo a failure. or half as much on a success. 

3. Social 
Roll ld4 Situation Outcome 

Reward 

If the party rttritves the rug (DC 16 Oexttnty 
(Acrobatics)). they may d1scovtr 1t is a 5x5 rt. 
oo.~t of flying. If the firt is 001 cont.a med. 
they will take 2d8 fire dam3ge each rOU'ld. 

Ir the party answers ~map·. they recetvt a 
Dream Key with ) charges and I 00 gp. 

I[ 1he mimics are defeated. the party can 
enjoy the reast and benefit from 1he spell 
htrots·1tas1. 
The chandelier features 4 uni(1Je crystals (50 
gpeach). 

A lone aoblin fbats awkwardly in 1he cen1e1of lhe 
room. unable to control their pos.tion. They begin 
shouting franbcally at the party m their natiYe tongue. 

Speakers of Goblm will leam that he ctank a pol!On of levitation, 
th1nking1l was alcoholic. He wants 10 be rid of 1he 1est of the potions. 
as there art 1d4 in a bag under one of the tables. 

The party finds two human nobles playing a game of 
T1ail Seeker. One of them begins to shoot a lHng the 
other a chea1. and drawing their rapier. 

An dredi sJtS patiently al a cente, table. happily 
grttDng the party upon their amval. He will offe, them a 
gift from a select10n of iewelry. allowing only one choice 
per visitor. 

A group of half-ore thugs sitS around a iable. merrily 
cheering as two of 1hem art locked In a fierce a,m 
'Nftstling match. Aller his victory. one of them singles 
out a party member as his next challenger-defeating the 
thug requires a DC 20 Strength (Athletics) check. 

lf left to 1he1r own devices. one noble kills the other and then p«xttds 
to grumble ii bout fairness. If the fight is diffused. the party will be 
,ewarded with a deck of c.rds and 10 gp 

Each piece of jewelry is cursed. casting one of the followmg spells on 
the \Year er: enlarge/reduce. polymorph. bes low CUl"S( The e{fecl lasts as 
long as the jewt:lry is wo,n. arw:f ii cannot bt rtmoved unless the Wtarer 
1s the 1arge1 of remctJe curse or s1mifar magic. 

Jf the party member fai ls, 1hey will be mocked t:,y the enti,e: group. If 
they succeed. the half-ore (hug honors 1he success ti-,, joimng the: party 
for the next ld4 rooms. 

4. Treasure 

Roll ld4 Treasure 

Sitting on a large wooden table is a pile of 1,900 gp and a scattered deck of cards. Two (inammate) skeletons cestoYer the pile of 
gold, each thrusting a 5WOrd mto the othes. 

Resting on the ground scattered about the room art 5tW:ral sets of simple dothing. Among them is a set of stu:::lded leather armor 
and a breastplate. 

Thisdimng room is set for a large [east. and yet thece 1s no one else in the ,oom. Acornucop,a is slowfy spilling oot fruits and nuts. 
The cornucopia lunclloos as a bag of holding. 

At the certerof thisluxuious room is a large pool of waer. Next to 1hewate1 is a small. omatebooAof commanding w::ittr tlmmtals. 
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5. Sho p 
Roll ld4 Merchant Wares Prices 

A lizardfolk. urrying a strange tray'Mth some items for sa le 

A human priest with a stnng sash hokfing bottles ,md scrolls. 

A grey bag of !licks 
2d6 +I arrOW$ 
Holywater(4) 
2 common p«ions of htalmg 
J scron of hrolmg word{lst level) 

Around a largt cifCUlar table sit S knights. Theyofftr thtirstMCts bra ftt. A knight's ht:lp for ld6 rooms. 

The Seeker. playfully tossing a key mto the ;ur. They offer 1t to the party. A d!lom kty 'Nlth ldl2 charges 
for a pnce. 

6. Boss 

JOOgp 
2S gp each 

2S gp each 
75 gp each 
lO gp 

SOgppttroom 

I.SOOgp 

Ro ll ld4 Situation Hoard 

Inside of this room is a massively wide, short barrel of deep red 'Mne. Suddenly rising 
out of the bi,rrtl of w ine isan aboleth. 

Th,s room 1sl1ttttt:d with boc:hts. and only two figultS are le:fl standing amidst 
tht unSf!en a mage: a giant orangutan (giant ape) pw:king its nost. and a shield 
guardian bound to the apt. 

This room ,s thiddy ladtti with spider>M!bs. The moment a party me:mbt:r e:nte:,s. two 
dridus are: alerted 10 their prestnce and attack. 

Four barbaric humans a,e rampaging through the lobby. and upon the party's entry. 
re:\ltal the:mse:MS as angry wtrt boars by shift ing into tht ir hybrid fo,ms. 

3-4: B ARS & T APROOMS (1 D10) 

2,300 gp, 30 pp, I spell scroll of deled 
mQ.gic. and I po(ion of grea!er hiroling 

1.800 gp. 50 pp. I polion of hilt giant 
strength. and I rope of climbing 

1.600 gp. 80 pp. a +I sl'torlbow and I 
broom of flying 

2.000 gp. SO pp. t staff of lhe p,ylhoo. and 
a +I chlb. 

These rooms offer a smalle r number o( tables, accompanied by several barrels of ale a nd wine. There is a 
bar to o ne side of the room, with a strange-looking enti ty ( the Keeper of the Bar) serving the tables and 
guests, regardless of the situation. 

1-2. Combat 
Roll ld4 Situation Rew ard 

Roll Jd4 

Nails cl3d:: along the f1001 and Kf3tch on the: counters. ld4 hell hounds let out a chilling hcrHI and ru~h tCPNard 
the party. 

A atakilg noise: can bt: he:a1d behind the bar. Barrels~ with 2d8 + 4 g,11y ooz:ts that begin inching to'w'ard the party. 

A haunting melody comes from the: cou,trr. 2d6 + I harpies pw:h there. 00::konmg the: pa1ty. 

Yoo hear bottles being viciously n you enter the room. An angry hurou k.mges at the party. 

3-4. Puzzle 
Situation Reward 

180gp 

J 100 cp, 30 gp 

160 sp. IOOgp 

210 SP. 50 gp 

A ba1Tel of ale is magically spewing a constant st,eam of ale. fi lling the floor 
of the tave:m. On 2 tables sit 2 scrolls of lighlning boll. at risk or being rwne:d 
by the: rising ale:. 

lrtheparty~the scrolls in limc\1/itha OC 18 
St~1h (Acrobatics)chtd:. th~ can rttJie:,,ic them saiefy. 
1-iowe,ter, the barte:I must be: plugged by something be:i:ire: 
it fills 1he:roomin ld4 rounds; pluggmgthc barTd ~a1nst 
the flow of alc rcqt.irc:sa OC 16 Stl!!lgth check. 

The Keeper of the Bar speaks up. offe:ring a riddle for a reward. ~What 1s1t If the party answers with ~chaos". they\1/iU rece,w: a 
that order battles ctcmally. new:, understanding that it is a re:Rect10n of 1tsalr drmm key with ld6d'\arges, and a drink of their chacc. 
This room odcly laclcs any doorways aside: from the one: the: patly used to If a party me:mbe:rdrinks from a mug. they must 
enter. In the center of the room is a set of 4 mugs filled with wine:. succe:td on a OC 20 Constitul10n saving throw or 
Re:mcwing a rrug from the: table causes a pressured button to activate. suffer the: followiog e:ffcru: 
triggering darts to fly around the: room. All creatll'~ inside: mug_ succeed on 3 They are:charme:d t:,y all cre:altXt.S lo, I minute:. 
OC 16 ~ te:rity saving th1CPN or take: Jds picn::mg damage:.. They are: poisone:d for I mmute:. 

They gain tn1sigh1 for I minute:. and can see: magically 
hidden doorways le3ding out of the: room. 

Entering the: room. the party is greeted with manyla,ge:. pat10ns competing in If a member succeeds on the check, they are: rewarded 
how far they can toss gnomes and halnings. They challmge the party to beat with 2 free drinks (2 uncommon potions of healing). 
the high score. The entire party can participate. but only a single mt mbcf 
must succeed on an Athletics check (DC 20) to win. 



5-6. Social 
Roll ld4 Situation Outcome 

A laige group of dwarves (one bandit aptain and ld8 
bandits) ;ire memly dnnking. Hc,v.,eYel'. once the p;irty 
enters. the memment Slops ;ind the capt;iin approaches the 
party. Heoot-,, speaks dwarvish, and demands the parry pay 
10 gold ;is ii ~protection lee" from his ;ilbes. 

nus room has a numbtt of guests passed out at vanous 
tables. Currently, a djinni and an oni are locked in a dud 
of drinking. SUIIOLJ'lded by ert1)ty bottles 

This room 1s dM)id of tables. feaiunng only one chair ilt 
the bar. The Keeper of the Bar offers 4 unique dnnks in 
Slrange boUle:s. allowing the party to dnnk any of them. 
provided they do not divu-.e the contents 

A trio of priests sit at the bar. telling ironic 1okes ;ibout 
Slrange satuations. They challenge one party member to a 
drinking comest, entK:ing the party with t d6 sptJI scrolls 
of bltss. 

H lhe party doesn't speak dwa,vish, 01 don't pay, the er~ will attack. 
1f they pay the captilin. he will laugh at their we.ikness. If all the 
dwaMs are beilten bot not kdled. I d6 will JOUl the party until they 
ruch the next combat r0001. 

Tht party m;iy ,010 their battle. orwa1t for the on1 to pas.s out befort 
dueling the djinm themselves. Each part1eipant must make a DC 20 
Const111Jtion saving throw, falling unconscious for I hou1 on a failure 
The d)lnni will t;ike 14) to 100 gold rrom them. On a suo:ess. the 
d,1nni will g,ve the v1etor 300 gp before pming out 

Pell ld4 for each drink: 
potion of htroism 
pollon of mmd rtading 
potion of d1mmution 
potion of poison 

An individual must succeed on 3 increasmgiy difficult Consbtution 
savingthrows(DC 12)(0C 15)(DC l8)lftheysucceed. thepa1ty 
gains the spell scrolls. If they fail. the ck:rics use one of the scrolls on 
themselves and con1tnue dnnking. 

7-8. Treasure 
Roll ld-4 Treasure 

Roll ld4 

This room oddly lacks the Keeper of The Bar. bl.l contains a numbef of empty tables with half full mugs. Next to each mug 
is a small bag of coins. implying that payment has net yet bttn colle(.ted. The total numbe, of coins equals 1.250 gp 

A drl.l'lken knight with silver eyes swmbles towards the party with a solemn look., and draws his sword. If he 1s att.lcl:ed. he 
will transfo,m into an adult silver dragon and fight the party aided by a dancing sword. If he is allowed to speak, he will thrtfN 
the dancing sword to the party ;ind state he is done fighting. 

A vampire sitsuop one of the tables in the room. sipping, blood from a goblet He: states he has no intention of fighting, but 
'Mshes to hear a joke. If a party mtmber can make 1he:GM l..1.ugh, the: vampire will reward them with a cloak of tht bat. 

The room 1s filled with mag1u l darlness. H~Mr. stepping on a randomly placed pressure plate causes the daflmess to 
fade. revtabng ewer a dozen kobolds that suddenly sutter into various cabinets and secret pathways. They !eave behind the 
scattered pieces ofa lull plate armor set. 

9-10. Shop 
Lich 

Merchant Wares Prtcu 

The Keeper of the ld8 common pohons of healing 100 gp each 
Bar will offt1 the party a I pof,on of invisibiltly 2.000gp 
selection of potions for sate. I potion of hill gicrnl strtnglh SOOgp 

A human merchant Any simple melee weapon 10 gp 
(commoner) has set up a Arry martial melee VJCapon so gp 
weapon ~op in this room. 
tilking up all of the tables. 
She offers to buy a drink for 
any customers. 

Amidst a collection of A gladiator's help for ld4 
patrons in th1s1oom. a ,ooms 
gladiator and an assassin M assassin's help for ld4 
stilnd OIA as potential arms ,ooms 
fol hire. 

Humor merchant Nahmg 1111)0rtant or a Qft 2.500gp 
magic item 
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5-6: CELLARS & STORAGE ROOMS (1D6) 
The cellars and storage rooms range from wooden to stone confinements, dcsignc<I to protect goods from the clements. 
Many of them contain assortments of chests. barrels, and crates containing foods, minerals, and disturbing sludge. 

1. Combat 

Roll ld4 Situation 

This large storage dose:t has a few skeletons in it, to say the: least. ld4, to say more. To explain even 900 cp, 30 gp 
further. each one is accompanied by a ghost. 

The infamous goblin d1unkard Gut Gut has dirtcted 2d8 + 4 of his goblins to protect this room from 220 sp, 80 gp 
any intrudffl ... btcaust 1t contains booze. 

This stOJage room is a mess of scattered annor sets, haphuardly th1own about the ground. Suddenly 140 gp and a set of 
rising from them are 2d6 + I sets of anima ted armor. studded ltather a,mo, 

A lone stone giant has confined himself to this cdler. stt on emptying t:>ltry banel into his gut. Upon 160 sp, 70 gp 
the patty's ,ntrusion. he wilt fling a barrel at the:m. 

2. Puzzle 
Roll ld4 Situation Reward 

ld4 swarms of rats sp1l o1A of a plA!'id barrel in this storage room and Pl~ aver tht 
party. Charactas swarmed by the rats rrust suctttd oo a OC 18 ConstitlAion check 
or btcomt: po1sontd fa I m1oott. As tht rats scmnblt into the prMOUS room. one 
characte:rnoti<:H that theif~pon has bttn stolen byone: ol the swarms, 

Aftt:r retrieving their weapon lrom one of 
the swarms, they notice it is not the ~pon 
they had. but a +I variant. If tht weapon 
was already magical, 11 rece:i"!sthis b:::mus in 
addition 10 any previous bonuses. 

This room seems mostly bare. SJVe: for l tall empty crate:s. Sock:le:flly. a shadow walks out 
of the: wall and asks the party "What has no V01Ce: ~ rtspOOds when u lled?M 

If the party answers with "an echo· they are 
rewardtd with a dream key with I charge. 

A chtst full of ld6 + 2 1nlm1ted swords blows open is the rM>rds tSCipt ind face 
the: party, rtll'ealing a mirror kx:attd on the: inside: of the top hd. A Y01te: echots from 
thtchtst. te:lhng tht: ~rty that in tht: room there is a word of po,.w:r that will tamt 
the S'NOrds. but if uttt:red incorrectly. the: swords will attack. 

The 'M:lrd is Visible in the mirror. Rnd 
mcorrectly ,t 1s "Stressed: but read correc::tly 
it is ~Df:sse:rts.M If the: party spea'l:s the WOfd. 
they will be accomparntd for I room by the 
animattd sv.ords. 

Entering this room causes an <M!f'Whelming assault to the: nose. Inside: tS a kobold 
pouring spirits all over the room. who qt.id:Jy lights a match 1.4)00 Se:tingthe party. All 
<haracte:rs aie: blown bad 5 lee:t by the: explosion and must rllib: a DC 16 Oextenty 
saving throw. taking 4d8 fire damage on a failure or half as much on a success. 

The only thing remaining in the room is a 
t>ny skeleton and a sfone o/ good luck. 

3. Social 

Roll ld4 Situation 

Inside of this storage room are 1d4 + I kobolds that seem to 
ha"! constructed a statue in honor of a dracornc god. Wearing 
a robe. one of them apprOiches the: party and asks in Draconic. 
MHave you brought an offering to the church of lady Draca?M 

T-...o wererats ha"! taken lo thrs ce:ltu. flinging opm crate:s m 
search of something. Just as the party enters. one of the:m finds a 
5-p0ll'ld block of che:e:se. They begin 10 argue o~r possession. 

This room contains vanous cmes, chests, and barrels. Otherwise. 
there seems to be: nothing ol note. 

This cellar contains a giant ape wtaring a rtd tie:, and a young 
human 'NOman (noble) atop a towe:r of crates that rises 20 feet. 
The woman e.q,lains she has bee:n kidnapped, and that the: ape 
'MIi only let he:r go if she: is reac:he:d 

Outcome 

If the party does not respond, or does not speak Oracon1e, they 
will dismiss the party and continue worshiping. If ttley refuse to 
mal::e an offering. the kobolds wiW altacl If they offer anything. 
the kobolds win join the party for 2d6 100ms or untll they dit. 

lfthe: party divides the che:e:se e:ve:nly, they will e:arn 100 gp th.lt 
tht werer.us discovered. 1f they wait. the: rats will fight each other 
and de:fend the: cheese from the: pany. KlHing the 'M!rtralS only 
earns the: chttSe. 

for each container opentd. roll I d4. On a I, the object rs a 
mimic. Otherwise. 11 contains 2d8 x 10 gp. 

A party member can attempt to d imb the tower, and mu~ 
succeed or, a DC 18 Otxterity saving throw to avoKI barrels 
tossed by the: ape: to 1each he:f. On a failure:, the party member 
takes 4d 10 bludgeoning damage and falls down the: to~r. If the: 
woman is reached. sht rewards the party with I mus hroom that 
serw:sas a 1ev1ui/y spell if given to a corpse. 
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4. Treasure 

Roll ld4 Tru sure 

luckily for the party, this storage •oom ser--es as a vault of gold. and is unoccupied. It comams SQfflt gemstones and coins-2.000 
gp 'M)((h 1n tOlal. 

Thr$ sto1age room hu Mted $'-N'Ords and axt$ mounted on the walli. $urrounding an e>L't1Mgant $U1I of magal annor in the 
ctnter. This armor. onct donned. IS ~led 10 bt a set of dtmon armor. 

This sto,age room is stocked with sheets orfabnc, some or which h.we been con~rted to various clothing items. One 1n partict.4a, 
stands out. featunng numerous cloth patches lining 1t This shett is a robt of ustful iltm.s. 

A fire giant has turned this cellar into a fo,geof sorts. As 1he party enters. he offers them a rod o/ ruler.ship and states. "Prithee 
takt ca1e. I don"t wish for my work to be misspent." 

5.Sho p 

Roll ld4 Merchant 

This cellar IS filltd with cobwebs and web-wrapped bodies. A slydrider 
slinks down. saying it means no harm. It offers a sticky wand for sale. 

Inside this cellar is a suange human (btrK rku) Wtaringa scarf and a large 
coat. He offers the party a seltction of muni110ns and mtdicuw:. 

A cluster of ld6 + I skeletons litter the floor in this room. A hoodtd liCh 
oilers ~ skeleton companions for sale. 

A siekty wererat peddler carrying a small f)ffldant with a heart•shaptd 
charm approaches the party, offering 10 sell ii. 

Roll ld4 Situation 

A youn1 red dn111on is 
1mmed1ately alerted to the party's 
entry. It seems to be resting on top 
of a hoard of wealth. 

Gu. C.Ut (gtadiator). tht: 1nfamrus 
goblin drunkard known across several 
worlds b'/ appro)Qmately 12 pt:0ple. 
has made th1scella1 his casde. He 
nSt:S from a 'M>Oden throne mfttd 
from barrels. and attacks the party. 
ld4 goblins jom the fight at all times. 
spilling in throt4!.h secret doors 

This room is entirely devoid of life. 
and feels cold upon entry. Standing 
<:Net a glowing pool of acid is a lich. 
who calmly states that the party 
hn come to the last room they will 
ever see 
lftht:lich isdeleated. the xrdwillsink 
aw~. ~liig I.Wldam~ treasure. 

A stone pan stands gua,J in the 
ttnterofthiscdlar,settoprouct 
rune«l!Jscralesandballes. 

6. Boss 

Hoard 

2.SOOgp. lOOpp, I shield and I 
potion of grea!t r healing 

l.900gp. IOOpp.aspt:llscrollof 
magic circle. and a set of wingtd 
boolS. 

l.600gp.140pp. ld4po(ionso/ 
htoling and a uxmd of /frtballs 

1.600 gp. 60 pp. a longsv.ord and a 
/igurint of wondrou$ powtr (bro nu 
gri/Pn) 

Wares 

I wando/wtb 

20arrows 
20 crossbow bolts 
2 scrolls of htaling wo,d 
I common polion of htaling 

I skde1on·s service 

I ptnapt of htallh 

Prices 

''°"' 
IO l!P 
IO l!P 
ISO gpuch 
125 gp 

so gp each 

2.500 gp or 5 
pounds or cheest: 

Gut Gut 



7-8: B EDROOMS & GUEST ROOMS 1D4 

Each of rhcse bedrooms fearurcs some form of bedding, ranging from a collec1 ion of straw to a lavish 
down feather mattress. The arrangements and number of furnishings in them varies greatly, a nd may 
ii,cludc rabies, desks, chairs, 10ilccs, and other amc1,irics. 

I. Combat 
Roll ld4 Situation Rewu d 

Slttp1ng in the beds appe:ais to be ld4 of the party mernWs. 1r av.oken. the dopplegangers will attack. 190 sp. 80gp 

2d8 + 4 quasit s pop out from under tht beds. dawing their way to lhe party. 2.100 cp. 50 gp 

This room appears to be a ttue respite from the 1nsan1tythat is the Daydrum. HOWt'Yer. the wr1ter is unlond. 900 cp. 2 pp 
and tht shttts on these beds are in fact 2d6 + I rugs of smothering. 

This bedroom is lavish. with a single large bed and a wide mirror that reflects tht entire room. Resting on a 270 sp. 40 gp 
mahogillf)' c~t rKk is an intettsting•lool::ing item. HowtVet". taking it reveals tNt it 1s in r~ a cloaker. 

2. Social 
Roll ld4 Situat ;o,n Outcome 

One of Those Who Clean stands m th1sroom. politely gestunng A potential long Rest. 
to four neatly made beds. If the. pany ;;icccpts the offer, the. being will 
uncomfortably stand Cfltt them . .tNa1ting orders or requests. They may 
order room service. or benefit fn:>m a Long Rest bdore k11,1mg,. 

A succubus ;;ind ;;in incubus ;;ire standing next to packs of luggagt If they sell a dm1m key with one or mo1e ch;;irges: to lhe 
m this batroom, ;;irguing o-m ii failed v;;ication. The incubus will tum mcubus. he. will pay them 2.600 gp. The succubus m;;iy 
to the. party ;;ind offer to buy ii ni.mbered drta.m ~y from them. f;;incy a party member. ;;ind slick 'Mth them for ld6 rooms. 

OtherW'ise he. 1mmcd1ately exits the. room 

A small •sizcd mummy lord rests 1n ii child sized s,arcophagus 
at the back of this: room. When the party enters, it wdl request a 
bedtime story. 

If ii party member tells any type of story, the sarcophagus will 
shut and a btad o//o,1% will fal l from the engra...,ng. lfthey 
refuse. the mi.mmy lord will throw a fit fighting fo, I round 
before tiining mto a whiitwmd of sand and vanishing 

A g•g-g•gflost! Materialimand tries to scare the party out of the ,oom, 
UChdl.-actermu:st SUCCt'ed on a DC 13 Wisdom ~ng thowcxbe 
rn&ntened br I wnd.andusctheiiieacbOntorunbad<ou:oftheroom. 

If half 01 more of the party succeeds on 1heu saving thfOIWs. 
the ghost tells the party to ukc 220 gp that she tlas hidden 
in a moS1c box and luve. 

3. Treasure 

Roll ld4 Treasure 

This bedroom is som~hat lavish. cunemly being tended tot,,, One of Those Who Clean. Wllen the party cnt~s. the Crt:atu-e 
v.1II thnm a j~elry box into the a,msof the nea1e:st party member and point to a neaiby exit before returning to deaning. The box 
contains gemstones v.orth 1.200 gp. 
This bedroom 1s ta'llsh. with a singk large bed and a wide miuor that rellccts the entire room. Resting on a mahogany coat tad. is an 
int~esting-looking item: a cloak of d,spfactrntnl. 

This bedroom is in c~lete disarray. and seems to have been previously visited by .a wreck of a person. Torn sheets. stiange globs of 
rancid mate:nal. and wall smea,ings are Just the ~ inning of notable issues. As the players enter. they feel the carpeting bet'leath their 
rttt become wet. The nuid is pouong out of a dtcanltr of tndlru wattr beneath one of the beds. 

Inside this room is ii bed split entirely in h;ill, with a lxrstr~, axt remaining between the two halves. 

4. Boss 
Roll ld4 SituattOn 

A one-winged deva stands ovei i sleeping womin in a r~ dress. In its hand is a lengthy 
sv.ord, poised to dtal a deadly blow. There is a large chest at the foot of the bed. 

This quaint bedroom seems perfectly s,afe. and haibors ;in 01.1tstandmg amount of walth. 
Suddenly. a pair of invisible stalkers attack. 

Two oni stand ~ftctly pa,al!d to each other. in this bedroom containing destroyed 
fiiniture and vanous oddities. Their mtiucmg smile has dangerous tmplications 

This bedroom reaturtS a bisik bed and a desk cow:red in riches. Two medusa resting in 
the bed begin to stu at the scent of intruders. 

Hoard 

1.400 gp. 80pp. a +1 longnvord and 
a +I grtatsword 

2.100 gp. 40pp and ii nW:lo~ of 
adapta/lon 

100 gp. 200 pp. I polion of g~alcr 
htaling and pipts of haunling 

2.200 gp. )0 pp. a hea,..y crossbow 
;ind a rmg of /tathtr ,:llhng 
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9-0: K.JTCI-IENS (1D6) 

1-2. Comb~t 

Roll ld4 Situation Rtwanl 

Although 1l ,s rather difficiAt to address. thtrt aft indttd two elephants in this kitchen. And before you ask. yes. l.800sp. 20 gp 
they art angry. 

This exotic kitchen fieairures a strainge collection or smells. both cooking and oddly putrid. Emerging from boiling 180 gp 
bowls are 2d8 + 2 cockatrices. VflY much alive. 

This kitchtn is tnt1rdy swth.tring. to an almost unbearable degitt. Standing awt:watdt-; as the party tnters. 140 gp 
~ring aprons and wie:lding spatulas. are 2d6 + I azers. They do not appreciatf: the inuusion ooe bit. and are 
very lnS(CUft about their inab1hty to properly cook burgers. 

This kitchen has numerous p~tes buring delicious mals. r-eady to serve. Upsetting as it may be. a hydra quk:kfy 2000 cp. 20 gp 
gobbles 1hem up. Its five heads thtn hungrily observe the inuusion. 

3-4. Social 
Roll ld4 Situation 

2d4 + I human commoners art screaming at each other. using 1he11 Nnds to 
speak as much as their mouths. 0f'lf: of thtm approachts the party. yelling ,n a 
languagt thal can only be magicalt-,, understood. It seems they are a!I arguing 
.ibout what a pastl netds to be Mcomple1e.M 

2 chefs (commoners) art .irguing 'Mth uch other .ibout which kind of 
cheese to add IO their soup-they art fighting bttwten feu and blue cheese. 
The party can be the deoding facto,. bLC they must vollK!tetr one of their 
members to taste the SOl4> afterwards. The individu.il t.isting must succeed 
al a Constitution saving throw. The Sl\lt CX: is IS ,f they chose feta and 18 
,f they chose blue cheese. The players don't l:now the difference of the DC 
before choosing. 

A stooge human chef ,s ,n this room. creating a sauce with an immaculate 
smelt. She offers the party a taste or the sauce. but warns 11 is only for the best 
of palettes. Unbeknownst to the party. she is a rakshaisa. Tastmg the sauct 
causes a chJracter to make a DC 20 Coost1tuti0n ~ing 1h1ow. 

A blond human chef with str;mgely curled eyeb10ws{incubus) is calmly 
prtpar.ng a massJYt .imounl of dehcious•smelling meat in this kilChen. He 
offers to bnerty dud one of the pl.iyers in the creation of a dessert dish. 

5-6. Treasure 

Roll ld4 Trasure 

This kitchen is arranged more like a chem,st's laboratory than a 
wllnary pl.ict of p1xtict. Soddenly sevml nuggets of gold btgm 
pouring out of a boiling pot. totalling 1,500 gp. 

This kitchen holds lntle of note. aside from a collection of dun 
cutlery. Among them ,s a +I shoruword. a sc11nitar. and a rapier. 

This kitchen is entirtt-,, devoid of tools and goods. but instead 
features a wooden basket with ld4 saolls of crtalt food and wottr. 
Clearly the chef that uses this room is a complett had 

Pl:stingon one of the b!J-ners in this kitchen is a Hoot wide pot. 
cold to !he touch. A label is written on it that reads. MDEVll'S 
CALAMARI. SERVE TO ENEMIES: Whm opened. the pot ast.s 
black ientaclts. 

Outcome 

If the patty adds salt to the pasta, the &J~ calms 
down and offers them servings of the meat If they 
add something else. there is a 209b chJnce they fix 
the pasta. Coosuming a dish restorts Jd8 + ◄ hit 
points. 

On a failed save. the chefs angrit-,, shoo the party 
fl'Om the kitchen to reSlart their soup. Jttht pafty 
member succeeds. the chefs thank them for their 
help and reward them with 5 pounds of the 
chosen chetse. 

On a successful sav,ng throw. the character gains 
a permanent additional 2dS to their maximum h11 
po,nts. On a failurt lhey tlke Jd8 + 10 firt damagt 
and gain lht flaw~, am lost in all sauces.~ 

The ~rty member that duels him makes .i OC 
t S Dexterity check usmg proficiency with Cook's 
utensils. On a success. they earn a porion of 
invisibilil')'. On a failure, the chef will collect 30gp 
and any rations the party curTen!ly possesses. 



ALLEYWAYS & HALLWAYS 1D6 
T he alleyways and hallways in this cavern .seem to stretch on to infinity, with no ,•isiblc e nding. Lining either side of these 
strange crossways arc sco; of doorways, some with short stairways leading up. 

fucapist CountermeasHre.1. Anyone who attempts to climb out of an alleyway will foci as though they reach a pool of 
w:uer abovt them instc::td of the sl'.~•- If they continue ro climb they simply rise from the ground below in the s::nnc :-illcy. 

1-2. Combat 
Roll ld4 Situation Reward 

Upon ,nteting this hallway, the party finds themselves in the company of ld4 + I burdtd dt vils wtanng 140 gp 
three-piece suits. It seems they do not appreoate the interruption. 

This aOeyw·'Y is piled high w11h bags of garbage and refuse. Quickly emerging from them to ~meeC tht party 700 cp. 15 gp 
are 2d8 + 4 swarms o f instcts. 

A pid:of 2d6 + I hungry winter wolves hasda,med !his alley,vay as their own, which is ~haps one of 1he 15Ogp, I pp 
rew things the: a0ey and the party haYe in common. This is; strange: situation. as their bodies likely fill up the 
entire alley. How the wotvts tum around is one: of life's great questions. 

flipping a kmle: with remarkable dvcter1ty an ttus hallway 1s an assassin, He: seems to be: sha11en entirely bald, 300 sp. 80 gp 
and 1s ~ring dothesdeariy ta1related to h,s prnfess10n, Without a word. he approaches the: party. 

3-4. Social 

Roll ld4 Situation 

This alleyway contains a beautiful hanging garden. with various fru,ts 
and vegetables growing in abundance:. Standing among them are 2 
halfling druids. who begin speaking to the party in Druidic. Drt.idic­
speaking party members w,U discover they are offer,ng their company 
ror a handful of rooms. 

An ell and a dwarf. both bandits. are dragging 1he body of a dead 
human through the alley. They panic as tht party an~. trymg to 
vcplain they simpty *found~ the body, 

A lich standing in this hallway states that it means no harm 
currently, but offers a ffee bag of candy to tht party. 

This oddly stony hillwi)' seems to have no exit. aside from the one 
the party entered through. 

5-6. Shop 
Roll ld4 Merchant 

Outcomt 

If their offer is understood and accepted. they join the party 
for the next ld6 rooms 

Investigating the body or asking the right quesi:1ons (general 
DC 14) re¥eals the human acodemally po1soned itself on 
a dare. Disposing the body or offering to help is rewarded 
wilh 80 gp and a po(ion of htaling. 

Inside the bag are· 
• ld4 candies th.at heal 2d8 hit points 
• ld6 candies that deal 2d lO poison damagt 
• ldlO candies that are just delicious 

A DC 20 Wtsdom (Perception) check reveals that the stones 
are aligned m ii strilnge way. tricking the senses into not 
seting numerous mazt·like exits. II the party lingers ror I d4 
rol.l"lds, a small worm will speak up and attefll)t to show 
them a new way 01.t. 

Wares Prices 

A h,de:ous shambling mound lurches f0f'W3rd. tJCpla,n1ng that ,1 is a sentient 
sa~man with very bad lucl. 

A scroll of J>O'ymorph 
A moll of p/(JJ'II gtOWlh 

1,000 gp 
800 gp 

A human knicht VJtanng oddly bulbous armor. resembling a garlic bulb or a similar 
vege1able, humbly bows 1>erore the party. offering bowls of soup ror sale. The 
alleyway is poorly !it by ii small bonfire w11h ii ~ty sword thrust mto it. 

A group of 6 drow slavers linger ,n the alley. and offer the party one of their 
m:eot Mac(JJisihcmS: 

A figure 111earing a large trench coat and a fedora 5teps forward, offering a wand to 
the party for a price. The figure is three gnomes m ii trenchcoat. 

A bowl of soup that serves as a 
potion of suptrior hmling 

I human commoner 
I t lf scout 
I dwarwn thug 

The wand 1s a nonmagical stid: 

IOOgp 

SOgp 
200 gp 
200 gp 

1,000 gp 
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Tavern History 
Nothing is known about the origin of this tavern, and even those who discover dream keys arc unsure whether or not it 
truly "exists." More dnmkards and thieves emer the Daydream than scholars, and only a small number have been able to 
leave. Unable to compare norcs. several theories have attemp1.1:.-<I to ascribe a history to i1s existence: 
• Some believe thm a kmg-forJ,-<men god was unable 10 accept its isolation, and instead of \"anishing fore\'er, chooses to 

dream. Strong areas of pure magic have unintentionally made contact with its dream, and began to produce keys as a way 
to revive the deity. 

• Some believe a powerful undead arbiter has created this place out of a cluster of arcana and an abandoned tavern, who 
L.tSes i1 as a means to some nefarious end. 

• Emit Wilfonn Saps believes that he will eventually be responsible for having created 1he tavern. but the &--ck.er won', 
give him the magical srnff Fab lncartio, which he believes he would need to do so. As denoted in his description, it's very 
possible he's simph• gone insane. 

• Some believe i1's an absoluic anomaly, having manifested itself as soInc. alien attempt 10 rccrca1c a place of leisure. 



STJ\Tl>LOCKS 
KEEPEK. OF THE BAR 
The Keeper of the Bar appear,; to be a humanoid but 
looks more like a portal into the stars than a three­
dimensional person. It wears a green vest o\'cr a bagb')' 
tunic and a small black hat. The Keeper of the Bar can 
always be found in the Oardrcam's bars and rnprooms, 
but can visit the kitchens and lobbies if the GM wishes. 
lrs origins me unknown, and its telepathic voice seems 
uncomfonably similar 10 the lisrcncr's own voice. It 
spends all its time working the bar, gathering di$hcs, and 
directing Those Who Clean 10 fix up rhc room after :my 
messy situations occur. The Keeper of the Bar has vast 
knowledge of all cocktails and types of fermentations, 
and is seemingly able to retrieve any drink that the 
patron desircs--<:vcn o nes from other taverns. 

THE KEEPER OF THE BAR 
Medium humanoid. chaolic neutral 

Armor Class: 16 (natural armor) 
Hit Points: 95 ( 10d8 + 50) 
Speed: 30 ft. 

STR DEX CON INT WIS CHA 
16(+3) 13(+4) 20(+5) 13(+4) 20(+5) 13(+4) 

Skills: Arcana +7, Insight +8. Sleight of Hand +7 
Damage Resistances: bludgeoning, piercing and slashing 
with nonmagical weapons 
Damage Immunities: poison 
Condition Immunities: poisoned 
Damage Vulnerabilities: force. psychic 
Senses: passive Perception 15 
Languages: Telepathy 60 ft. 
Challenge, 7 (2.900 XP) 

Always Opffl. If the Keeper of the Bar is killed, it will 
reappear in the same room ld4 hours later. It also exists in 
several places at the same time. and is a1~ys present when 
anyone enters an unvisited bar or taproom. 
Magic Resistance. The Keeper of the Bar makes three attacks: 
one with its brawief's punch and two with its throwing bottles. 
MQgic Weapons. The Keeper of the Bar's weapon attacks 
are magical. 

ACTIONS 

Multio.tto.ck. The keeper of the bar makes three attacks: one 
with its brawler's punch and two with its throwing bottles 
Bro.wltr ·s Punch. Melee Weapon Auack: +6 to hit. reach 5 
fl. one target. Hit: 12 (2d8 + 3) bludgeoning damage. 
Throwing BoUfes. Me lee or Ranged Weapon Attack: + 7 to 
hit. reach 5 rt. or range 15/30 ft. . one target. Hit: 15 (2dl0 + 4) 
bludgeoning damage. plus 9 (2d8) piercing damage 

THOSE WHO CLEAN 
Those Who C lean arc enigmatic figures wi1h grey skin 
who lack fucial features. Their body types all differ 
sliglu ly, but each of them wears a maid's dress and carries 
tools used to clean. The pan~, may encoumer lhem in 
some of rhe bedrooms and gi.1cs1 rooms, but Th06e Who 
Clean wander the Daydream freely, looking for inesses 
in empty rooms w repair and reset. Most of them seem 
rather {imid, and {hey arc unable to speak outside of body 
language and geswrcs, 

ONE OF THOSE WHO CLEAN 
Medium humanoid, neutral 

Armor Cass: I t 
Hit Points: 9 (2d8) 
Speed: 30 ft. 

STR DEX CON INT WIS CHA 
10(+0) 12(+1) II (+0) 7(·2) 14(+2) I0(t-0) 

Senses: passive Perception 12 
Languages: •· 
Challenge: 1/8 (25 XP) 

Countltss. !f one of these creatures is killed. another will enter 
the room to dispose of the body in ld4 rounds. 

ACTION S 

M'ulliQUack, The creature makes two attacks with its punch, 
or two attacks with a mop or broom. 
Punch. Melee Weapon Allack: +Oto hit. reach 5 ft.. one 
target. Hit: 2 ( ld4} bludgeoning damage. 
Mop or Broom. Melee Weapon Attack:+ I lo hit. reach 5 ft.. 
one target. Hil: 5 ( ld8 + I) bludgeoning damage. 
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te{orld Travelert' 

~

orlds_arc vast, and full of unique advcnmrcrs who ch~c to disc?vcr 1hc c:ii:1cm of ,hat vasrncss. The mvcrns 
in this book can Jx, placed across any stretch of land, many rcaluy. But rcboardl~ of where thC)' land, certain 
strange indh•iduals always .seem to find their way to them. Below is a short list of characters that may , •isit 
, your scuing, not cmircly limited to the comcmso£ the book. 

If the GM chooses. when the party enter:. a new scnlcmcnt or odd locarion they may roll ld20. On a J .5, one of the 
tra\'cllcrs below has found 1hcn"I.Sclf in 1ha1 loc:nion as well. Ir is su~'<.'stcd that 2d20arc rolled when visit ing a twisted 
tavern, as these characters arc more closely familiar with thc01. None of them entirely in1cnd to help or h inder the party, 
bm can act as ob6crvcrs, advisors, and gifr givers. 

The Critic is a somcwhai plump old hlunan, appearing 
in his late 40s. He wears a grci1 ~•it and a black top 
hat with a red feather in it. In his left hand he always 
carries a scroll backed by a wooden board, fi lled with 
indecipherable writ ing. rlisfucc is clean sha,,cn, a1-.d his 
eyes appear somewhat sunken, almost lifdcss. 

This human holds himself with an air of superiority, 
as if ocher people's actions and cffons arc emirely 
amateurish. He spends most of his ti1nc visiti ng various 
taverns, raking notes on any damai,>es or improvcmcntS 
that have rc..-cently been made, and discussing "business 
ventures" with many of the taverns operators. \Vhcn 
rolcplaying as The Critic, note t hat he will always ask 
qucs1ion.s, but not seem rcmmcly surprised by even the 
mos1 fantastical resJX)nses. He will speak linle of himself, 
but instead comment inccss:mdy on the wasted potential 
of each location. 

Some of his no tes include: 
• The WikfaOOck or the Fungal Grotto were "overambi­

tious attempts at wrcsding something too great." 
• 11\e Rail-Away and the lronstein Mine arc simply "roo 

difficult 10 follow, let alone locate." 
• The Bloated Bounty, Dungeon of Darkness, ~nd the 

Trcc1op Tavern .ire "complete wastes of p::>lcntial, that 
refuse .iny of my 51.iggcstions to improve them." 

• Poor Larr,,'s and Dc.ith's Door arc "little more than sick 
games played by a strangc family." 

• The Teap::>t Templc and the D.mcing Horse arc 
"entirely shameful, nothing more." 

• TI1e Wizard's Watering Hole a1-.d Da~·drcam "dearly got 
more ancntion 1han 1hC)' deserved. and yer something 
iss1ill miMing ... " 

THE C RITIC 
Medium humanoid. lawful goad 

Armor Cass: 14 
Hit Points: 128 (20d8 + 40) 
Spu d: 30ft. 

STR DEX CON INT WIS CHA 
IO(+o) 18(+4) 14(+2) 16(+3) 20(+5) 12(+1) 

Saving Throws: Cha +4 
Skins: History +6. Investigation +6. Pen:eption +S. Perswsion +4 
Condition Immunities: charmed 
Senses: passive Pen:eption 18 
Languages: Common, Oraconic. Elven. Gnome. Halning. 
Ore. Fungish 
Cha lle nge: 7 (2.900 XP) 

A CTIONS 

MultiaUack. The Critic makes three attacks with his rapie, 
Critical Seru:u . The Critic uses his action to observe the 
fighting style of one target creature that he can see or hear. 
For the next hour. The Critic gains a +2 to AC and .attack and 
damage rolls against that creature. 
Rapier. Mel« Weapon Attack: +7 to hit. reach 5 ft .. one 
target. Hit: 8 ( tdS + 4) piercing damage. 

R£AcnoNs 

Parry. The Critic adds 3 to his PC against one melee attack 
that wou)d hit him. To do so. he must see the attacker and be 
wielding a melee weapon. 



THE G AMBLER 

The Gambler is an old, blind h<lif-elf nearing his 15th 
decade. He wears rnucrcd d orhcs, a wide-brimmed hat, 
and a short beard. Laced into his large cloak arc countless 
pockets, filled wi1h oddilics like card decks, dice bags, 
1,-arnc pieces, and half empty bottles of dark liquids. TI,c 
Gambler often sits in side corners and pockets of the 
rnvcrns he visi1s, smokir1g a long w()(l(:!en pipe. 

This half.elf seems co h.w<: a blind awareness of what 
happens around them, and can either pinpoim someone 
looking to gamble or feel them approach. His demeanor 
shifts from \msculing and dani;.-crous to a welcoming 
friend when someone speaks with him. The Gambler livt.'S 
for one 1hing: only: to cnt,>agc in a &-a•nc of chance against 
anyone wil ling. Accepting ani1 type of game, he has an 
uncanny knowledge of all games' n1lcs. 

\Vhcn dice arc rolled, he seems to know Llw outcome 
lhe second 1hcy fall. When a hand is dcah, his face turns 
to scone, and he can read the cards withour aid. Some 
people who know him say he isn't actually blind; that it's 
a bluff. Others would say he can sec the future but ch006es 
to simply play games withou1 cheating. And there arc 
those who say 1hc Gambler is a dirty cheat with an ability 
unknmvn by :my rival. 

If players play agains1 him, he is surprisingly able to 
meet any be1 and raise his gambit at [he same rate as a 
lord or a king. When he wins, he humbly srnrc.s ''there 
was no other outcome." When he loses, his reaction is the 
same. He prefers 10 stake common magic items again.st 
semimcmal objccrs, but gold and copper arc equal game. 

T, IE GAMBLER 
Medium humanoid. chaotic neutral 

Armor Class: 15 {studded leather) 
Hit Points: 91 (14d8 + 28) 
Spud: 40 ft. 

STR DEX CON INT W IS CHA 
10(-t-O) 16(+3) 14(+2) 10(-t-O) 26(+8) 16(+3) 

Saving Throws: Dex t6 
Skills: lnsig.ht + 11, Petception +11, $!eight of Hand t6 
Senses: blindsight 60 ft. (blind be)ond this radius), passive 
Perception ZI 
Langu.ages: Common. Elven. Gnome. Halflmg. Undercommon 
Challenee: 7 (2.900 XP) 

Dtsriny Rt-adtr. The Gambler benefits from the effects of 
deiect good and tuil. as well as de1ec1 magic unless he is 
inc.1pacitated. He may choose lo ignore these effects. and does 
not use them to cheat during games. 
fey A nctstry. The Gambler has advantage on saving throws 
against being charmed. and magic can't put him to sleep. 

lnnaft Spt llcasting. The Gambler's innate spellcasting ability 
is Wisdom (Spell save DC 19. +I I to hit with spell attacks)He 
can innatefy cast the following spells. requiring no material or 
verbal components: 
At wtll: augury. locale object 
I /day each: legend fou. scrying 

ACTIONS 

MultiaUack. The Gambler makes ld6 attacks with his dice bag. 
Foresee tht Outcome. The Gambler dissociates from battle. 
focusing on what is about to happen. Any attacks made 
against him before his next tum have advantage. At the start 
of his next tu-n. roll 4d20. for each d20 result. he may replace 
the roll for one attack roU. ability check or saving th,ow made 
within the next minute with that result. 
Dice Bag. Ranged Weapon Altad:: +6 to hit. range 30/60 
ft.. one target. Hit: 6 {ld6 + 3) force damage. The target then 
becomes blind or deaf until the end of their next tum 

R EACTIONS 

Diwrgt JUto:ck. When a creature the Gamble, can see misses 
him with an attack. The Gambler chooses another creature 
within 5 fett of himself. The attack then successfully hits the 
chosen creature. 



Tl-IE O LD L ADY 

The Old L'ldy is a wrinkled haHling woman, well over a 
century old. She h,1s coorsc white hair t ied back in a messy 
bun, drawing :mention to her gaunt features. A thick 
wool robe covers most of her body, save for her spindly 
hands-hands that arc oltcn wr,ipjXXI around a tiny :J..ull . 
Tiny bonlcs and channsswing from small strings that 
hang ;m:,und her neck, and dose obstn•ation reveals small 
mushrooms growing from the seams of her robe. 

This halfling enjoys visiting various locations including 
cavems, forests, empt~• battlefields. alleyways. and sewers. 
She actseil'hcr coment or aloof, and never seems ro care 
much about even the most d.1ngcrous situations. When 
roleplaying her, .ict as th01.1gh y01.1'rc never in danger, 
and there's nothing better than laughing at tragedy. Her 
cQnduct suongly resembles 1lm1 Qf a jaded cider, who 
enjoys talking more aOOur simple things than thcmsclf. 
Her best-kept sccrecs arc her age and the nature of the tiny 
skull, derails that she guards like a drat'On guards its hoon.i. 

She is more than happy to talk about the i:od that she 
serves, but ()nly ever refers to them as "the god of decay," 
.. the rOtting one," or similar titles. She explains that 

THEOtD L AD Y 
Small humanoid, chaotic euil 

Armor Cass: 17 (natural armor) 
Hit Points: 181 (18d8 + 90) 

Speed: 25 ft. 

STR DEX CON INT WIS CHA 
16(+3) 14(+2) 20(+5) 14(+2) 18(+4) 16(+3) 

Skills: Deception +7. Nature +7. Survival +7, Stealth +5 
Damage Resistances: acid. poison 
Condition lmmunitiu: petrified. poisoned 
Sr:nses: passive Perception 14 
Languages: Common. Druidic. Elven. Gnome, 
Halfling. Undercommon 
Challenge: 7 (2.900 XP) 

Fuwring Stt:nch. The Old lady is often wrapped in a large 
cloak. If she chooses. she can cause the cloak to emit its 
true stench. Any crealure that starts its tum within IO feet of 
the Old lady must succeed on a DC 16 Constitution saving 
throw or be poisoned for I minute. The creature can reroll 
its saving throw as an action. ending the effect on a success. 
On a successful saving throw. the creature is immune to the 
Festering Stench for 24 hours. 
Innate Sptlleastin,g. The Oki Lady's spellcasting ability is 
Wisdom (spell save DC 15. +7 to hit with spell attacks). She 
can cast the following spels. requifing no material components: 
At W ill: aller self. da,kness. tfdritch blast. poison sp1ay 
)/day each: gaseous form. blight. stinking cloud. uampiric touch 
1 /day each: circle of death. eyebite. finger of dealh 

A C110NS 

Bash. Melee Weapon A track: ,to to hit. reach 5 ft.. one target. 
Hit: 8 ( I d8 + 3) bludgeoning damage. 

this deity is the one 1ha1 '-,rams her d ivine powers, but 
she is reluctant to display them. Her knowkxlge is most 
extensive when talking about nature and magic, topics 
that she believes are no different from one another. The 
bcSt way to gather information or teachings from her is to 
express interest in her enigmatic deity. 

If ever forced into a dispute, The Old Lad~, will alwars 
attempt 10 settle the argumcm "'ilh a drinking game. 
Some rnvem patrons believe she has never lost a drinking 
game, even having won al.rains, a dwarven king and a 
demon lord. 

If the players find her at Poor Larry's, she will greet 
them wirh an uncharacteristically large smile. After 
offering the party a round of drinks on her tab, she 
will gleefully tell the 1ragic srory of how L:llT)' lost his 
fortune and fumily. The mvem's hisrory can be found in 
its chapter, but the Old Lady tells it differently: she will 
twist the story so that Larry caused everything. and leave 
out Llad Ye'oth's involvement. For example, instead of 
describing L1rry's first mec1ing with Llad Ye'oth, she will 
blame the change on a twist of fate and a roll of the dice. 



THE SEE KER 
Medium humanoid. chaotic good 

Armor Class: 17 (natural armor) 
Hit Points: 142 ( 19d8 + 57) 
Speed: JO ft. 

STR DEX CON INT W IS CHA 
12(+1) 18(+4) 16(+)) 10(;0) 14(+2) 22(+6) 

Saving Throws: Dex +7. Wis +5. Cha +9 

Skills: Acrobatics +7. Decep(ion+9. Puformance +9. ~ rsuasion+9 
Senses: passive Perception 12 
Languages: Common. Draconic. Owarven. El\'en. 
Giant. Gnome. Halfling. Ore, Undercommon 
Challenge, 7 (2.900 XP) 

A CTIONS 

Multiattack. The Setker makes two attacks with hb lncartio. 
Fob htoartio (+3 quOJUrstaffl. Mel« Weapon Attadc + JO to 
hit. reach 5 rt .. one target. Hit 11 (ld8 + 7) bludgeoning damage. 

Tm. SEEKER 

The Secker is an androgynous t icfling who appears to 
be in their mid nvcnrics. They have a soft cardin,"ll-rcd 
complexion and short, ashen ~ir. 11H~ir short horns 
protrude fro m their forehead and point upward, while 
their d1ick rail sways proudly behind them. 1l1cy wear 
riglu-fining lea1her armor, whose patterns and straps 
somewhat resemble anire worn at a formal celebration. 
The Secker carries a large magical staff named Fabo 
lncartio, and a nansforming musical instrument called 
Brassbox. but is otherwise unarmed. 

TI1e Seeker is an incredibly difficult person to pin 
down, with ,heir mos1 nocable trait bci11ga loud and 
powerful presence. When rolcpla}•ing them, act and think 
as if your memory isn't a pan of your life. TI1e Seeker's 
focus is always and forever in the current moment, or on 
the next fun ad\Oenture that's just around the corner. They 
greatly enjoy jokes at otl~r people's expense, and love 
1cllingcomplcx stories that arc entirely made up. This is 
especially true when describing the features and history of 
the taverns themselves. 

The players may find TI1e Secker many cavern in your 
campaign, whether o r not iris fc:uurcd in this book. TI1ey 
are friendly and easily approoch.,ble. asking the pan:y about 
their current going-0ns but 1lC,·cr prying. The\' are almost 
uncannily kr'IO"•lcdgeablc about local drama, warfare, 
and "'ea1hcr. If the players ask abot.it che Seeker's identity 
in <1ny capaciiy, they will simply state they choose to be 
defined by their reputation above all else. 1llis reput;uion, 
once gathered by other patrons, seems to be nonexistent. If 

FAB INC ARTIO 

Fab lncartio is a +3 quaner..taff that appears to be a 
slightly crooked, smooth wooden staff. Its tip features 
a dian'IOnd shape with a pcrfecdy drc.ular hole carved 
in its ce.nrer. This 6 frot long object is only ever found 
in the company of the Sa:ker, and seems 10 scrY«.= as a 
spell focus. Its nature and origin arc largely shrouded in 
mrstcry, as The Secker refuses to elaborate on any of the 
cffocli this sraff is able to produce. 

Fab lncartio cMnot be destroyed by any known means, 
and any attempt to send it to a different plane causes 
the caster to be scm instead. Creatures that aucmpr ro 
magically divine derails about it arc only able ro learn it is 
smticnt, bu, suffer 3d IO psychic damage arid are blh\dcd 
for ld4 rounds. Amming to the Staff limits its m.\ximum 
charges to I, and they do ll(){ recharge at dawn. 
While attuned to The Seeker, Fab lncnnio has 20 
charges. It regains ld20 + 5 charges every sunrise. As 
an ac1ion, The Secker may use 1he srnff 10 perform 1hc 
following fems: 
• Expending l charge cases dancing lights, with each 

light seeming 10 contain an cm ire ci1y. Inspecting 
the lights closely (Perception OC 20) shows t hese 
unfamiliar cities rapidly build themselves up before 
collapsing to unknown causes. 

• Expending I ch.'lrgc causes a hidden set of symbols to 
glow along the staff, which read: .... /. •··· . / 
....... /.--. 

• Expending 2 charges casts charm person wi1.h a save 
DC of 18. 

• Expending 3 charges casts teleport. Fab lr.can· io is 
considered an object as.sociatcd with each of the 
ta\'ems as well as elemental realities. 

• Expending 6 ch.1rgcs fil ls up to 8 target creatures with a 
sense of euphoria for ld4 hours (O\arisma saving throw 
OC 18), bcncfitit\g from 1he spell calm emotions. 

• Expending 12 charges casts the wish spell. 
• Expending 20 charges allows the user to select an 

area with up to a I-mile radius, containing no more 
than a maximum of 8 crearnrcs. For the next minute, 
the user can reshape 1he area in a way similar to rhc 
spell mimge <1Tcane, except once the minute ends, the 
illusion replaces the previous reality. 

anyone asks TI1e Seeker about their pasl. they11 either tell 
a grand mlc that's clearly larger than life, try 10 redirect the 
question, or di\·en their attention to an activity. 

Combat isn't unfamiliar to this ticfling, although 
they most often use their words to start a brawl . .. and 
then promptly flee using their magical staff. In less 
tense situations., they prove to lx:: incredibly acrobatic, 
pra:c1ic.1.lly dth\Ci"g: 1\\0rc th.'l1\ fighti1\g:. If rht ~taff is 
stolen from them, they will tclcpon away bcfor<: facing 
death. Later, they will secretly pursue the thief until 
they find an opportunity to steal it back. If the Secker is 
somehow kil led, they will rcapr,car once the players en1cr 
a different tavern. They provide no explanation for 1hc 
occurrence, and will act as though nothing has happened. 



EMIT W ILLIAM SAPS, THE TINKERER 

Emit W. Saps isa young gnome who couldn't be over 100 
years o ld. He wears a wool vest, a white undershirt, brown 
shons, and goggles that rest on his forehead. Emit seems 
entirely aloof and borderline exhausted :n nearly all limes. 
When speaking to Others he expresses a half intcrcsr. but 
in times of urgency. he will act calmly and gh•c din..>ct 
ad,,ice on h ow to handle the sit uation . 

Emit boasts of his accomplishments to anyone who 
will listen, exclaiming he is 1hc greatest tinkerer to have 
ever been born. However, if asked what he hiis made, 
Emit will respond, ''Oh, nothing yet. I've still got t ime 
though." He visits rnvcrns, n,ins, and ocher locations 
that feature either silence or a buu of action . Emit seems 
to ~rrcady ('-njo~• eat ing, being able 10 gorge on meals 
larger than himself, but I\C\'Cr grow larger. In his own 
words, "Savoring a meal is savoring the life you lh•e­
you can't survive without a good meal." 

EMIT WILLIAM SAPS 
Small humanoid. {aw{u{ ntulral 
Armor Oass: 14 (leather armor) 
Hit Points: 150 (20<16 + 80) 
Spu d: 25 rt .. fly 30 rt. 

STR DEX CON INT WIS CHA 
8(·1 ) 17(+3) 18(+4) 20 (+5) 19(+4) 14(+2) 

Saving Throws: Dex +6 

Skills: History +8. Perception +7. Stealth +6 
Condition Immunities: Paralyzed, Petrified 
Senses: darkvision 60 ft.. passive Pe«:eption 17 
Languages~ Common. Dwarven. Elven. Gnome. 
HalOing, Undeccommon 
Challenge, 7 (2.900 XP) 

Dust to Dust. If Emit is reduced to O hit points. he instantly 
tums into a pile of sand. If a creature's attack dealt the finishing 
blO'N. that creature suddenly ages 2dl0 years. 
AcnONS. ____________ _ 

Multiattack. Emit makes three attacks with his tick tock launch­
er. a strange weapon that when 'wOUncl ticks like a lrud d ock 
Doom Egg (Rttharg~ S-6). Emit tosses a I-foot egg up to 30 
feet away from himself. When Emit rolls to recharge this ability 
each tum. if the abil ity recharges. the egg explodes: every 
creature within 15 feet of this egg must then succeed on a DC 
14 Dexterity saving throw. taking 49 (1 td8) fire damage on a 
failed save. or half as much damage on a successful one. 

Emit can move this egg up to 30 feet as a bonus action. with 
a total range of80 feet from himself. Emit can only have one 
egg out at a time 
Tick Tock Launchtr. Ranged Weapon Altack: +8 to hit. reach 
60/120 ft.. one target Hit: 12 (2d8 + 3) piercing damage 

THE THREE HEXBOUND SISTERS 

These three witches alw:lys travel together- in foct, no 
one has ever :sctn one of them without the other two. 
They peddle all over rhe world in a caravan comaining 
strange items, and may be JX)Sted outside most of the 
t~werns offering their wares and services. 

TI1c three sisters arc in fact one: a night hag nan,ed Eh 
who has twisted her form into the shape of the youngest 
sisrer. and is using her own hag magic version of the 
simulacrum spell to m.1nifos1 her "oklcr sisrcrs." Players 
who uncover Ela's secret get access t0 n ew m.-ig ic itcrns it\ 

exchange for them not blowing her cover. 
Eb is a hag, and hags thrive on the suffering of others. 

E\·ery item sold by Ela is dc-mucrivc and causes pain, be 
it a harmful spell, iln evil potion, or even a magical item 
that grants the user a boon but hurtS them if it's used. Her 
way of feeding off of the pain of others is by making sure 
that as many adventurers as possible arc using her items. 

ARABELA, TI·IE POISONER: 

Arabela, the oldcsr of the sisters, specializes in poisons arid 
harmful ionics. Her stock includes all srandard poisons 
{As~s.sin's Blood, Bumi O h~ir Fumes, Midnight Tear.., 
etc.) as well as her own signaULrc concoction: 

Arabela's Brew~ 800 gp: This po1 ion is as clear as water 
and ostensibly odorless, which is a red flag for a nyone 
who knows anything about poisons. A creature 1hat 
drinks the potion must make a DC 15 Constitlltion s..wing 
throw. On a fai lure, the cremure is transformed into a 
toad for I hour as i(by the polymorph spell. The creature 
can willingly fail its sa\•ing throw. Alth0t1gh the potion 
is colorless and nearly odorless and tasteless, it can be 
detected with a OC 20 Wisdom (Perception) check. The 
smell that gives the potion away is the fointcsi. odor o( 
swampy, stagnant water. 



BRUNELA, TI~E SCRIBE: 

Bruncla, the middle sister.sells scrolls, all of them 
damaging or noxious in some way or another. Her stock 
includes the following scrolls: 

Cant rips • 50 to I 00 gp: dull touch, vicious mockery 
1st Level• 50 to 100 gp: bane, faeTiefrre, hideous laugh1er 
2nd Level - IOI to 500 gp: enthrall, ray of enfeeblemeni 
3 rd Level - I 0 1 to ;oo gp: fear, t!ampiric touch 
4th Le,,el -501 to 5,000 gp: blight, plumtasmal killer 
She also sells scrolls of her signature spell th..·u she created 
to help Arabela with her potions. but she hopes the 
advcmuring pany finds a use for ii 1hat makes someone 
p:uticulnrly miserable: 

C auldron Bubble: 
2nd-level transmutation 
Casting Time: I action 
Range: 30 fee, 
Componen ts: VS M (A wooden spoon) 
D uration: Concentration, Up to I hour 
C lasses: Bard, Druid, Warlock, Wit:1.rd 
You make a 20,foot cube of any liquid you can sec 
insrnmly boil. If a creature is submerged in the liquid. it 
takes 2d6 fire damage at the start of its turn as long as it's 
submerged. I( the creature leaves the boiling liquid, ii 
takes 2d6 fire dama1,,c for an additional turn as the liquid 
on its skin or do1hing cools down. 

Ai Higher Let..-el5. When you cast this spell using a spell 
slot of 3rd level or higher, 1he site of the cube increases by 
10 feet for each slot level above 2nd. 

CANDELA, IBE ANTIQUER: 

Candela, the )'OI.Ul!,>cst sister, speciali?es in magic items 
that cause hann to others or offer something to the owner 
at a price. Candela initially sells low-1X>wcr ''magical 
antiques," and only shows her secret stock to those that 
find her rruc identiq• as a way 10 keep them quiet. 
Greed Box (requires attunemcnt) • 100 gp: A plain black 
lacquered box. Inlaid on itS cover is a single !,>Old coin. The 
inside of the box is lined with lustr01.1S red vch·et. When 
you open this box for the first time in one day, y01.1 will find 
inside ld4x JO gold pieces. If you take the gold, close the 
box, and open it a second time, you will find inside ld6x 10 
gold pieces; ld8xl0 for the third opening; ldl 2xl0 for 1.he 
founh; and ld20xl0 for the fifth. TI1isgold, however, is 
not gcner.u,cd out of the aether-it's ta.ken from someone. 
11,c gold could be accu .. ·d fPld, but ii could a1so be a stolen 
object of equal value. Every 1imc y01.1 open the box in one 
day, )"Ot• will steal from the same person. Yoo do nor know 
from whom, or where they arc, bu1 thty will know more 
about you the more you open the box. The first time you 
open the box, the crcarurc )'Oll stoic from will get an image 
of your face in their head, rhe second time rhey'II know 
}'0t1r loc:uion within 50 miles, 1hc 1hinJ time ihey'II kll()w 
your name, 1he fourth time they'll know y0t1r location 
within 10 miles, and the fifth time they gain a pcnnanent 

ability to sense of where y0t1 arc at any gi\·cn time. This 
effc.cr cano<x be blocked by spells, through the llSC of lead, 
or any other means 10 s1op divin::uion magic. 
l<obold's Paw (requires a ttuncment) , 40 gp: The 
d~icated hand of a kobold, cut off at the wrist . Its four 
lingers are extendt---.d upward and fixed in position by 
ri1,ror monis. Whenever you make a skill check, you may 
invoke the kooold.'s paw to gain advanta~,c on the roll. 
You can invoke the kobold's paw after seeing 1he roll bu1 
before knowing if it succeeds or fails. Once you do so, 
the GM can force disadvantage on one 01hcr skill check, 
saving throw, or attack you make. You cannot invoke the 
kobokl's paw to gain ndvanrngc again until you have been 
forced to roll at disadvantage. Once you make your roll a1 
dis.idvantage, one fin&-cr on the kobold's paw curls down. 
Once the four fingers on the kobold's paw curl to fonn a 
fiSt, it cannot be used again. 

The Ugly Count's Ugly Brooch . 50 gp: A gaud}· brooch 
in the shape of a 1\•ihing rose fil led with fake precious 
stones. While wearing this brooch, you can convince 
anyone rh:u you arc of noble blood wirhout the need of 
rolls, signet rings, or documents. As soon as it's worn. 1hc 
broach applies an illusion ro the wearer's face causing rhe 
wearer to appear ugl)'. The illusion does not change the 
wearer's chamctcristic such as mce, but rather twists their 
existing features into shapes tha1 the wearer would deem 
ugly. As long as you are wearing 1hc broach, any dlllrisma 
checks are made wi1h disadvantage. 

ELAn!EHAG: 

If the part)' disco\·crs Ela's secret identity, she'll offer them 
access to her secret srnsh of hems in exchange for them 
not revealing her true idcmiry. 
Shield of the Craven (requires attunemcnt) • 200 ~'P= 
A beautifully earve<I shiekl that shines with a prlStine 
polish-)'Oll amnot sec a single scra,ch on its .surface. This 
shield has 3 charges. When a creature makes an a1rack 
~-a inst )'Oll "'ith an attack roll higher than your AC. you 
can use ~our reaaion to .ictivatc the shield. Y01.1 then select 
a creature you can sec within 30 feet that is friendly to you. 
All damage you 11·01.1ld receive from the .atrack is. transfem .• --d 
to the friendly creature instead, regardless of whciher the 
origin.al mrack roll 1\ould hit the friendly creature's AC or 
not. A friendly creature is no1 a neutral crc:,itun.."-it's not 
a cow on the side of the road or a scared fanner witnessing 
the fight. The shield regains ld2 (a coin flip) + 1 expended 
ch,argcs daily at dawn. 

Pearl of Pain (requires attunement) • 300 gp: A black 
pearl that catches 1he ligh1 with a subtle red sheen. You 
can use an action to activate the pearl of pain. When you 
do so, choose a level of spell slot you wish to regain, and 
the pearl will give ir to you. Immediately after, it will take 
a number of hit points e<1u:il to 15 x spell slot level. (So, 
if you regain a third b•el spell slot, the JX>arl wiill take 
45 hit points from you.) The pearl ignores temporary hit 
points. Your hit point m.iximum is rl•duccd by nn amount 
equal 10 the hit points taken until you fini.sh a long rest. 



~~ 'l'rail g;,erier ~les 

Trail _$eeher 
Tr.1il Seeker is a 2 ,4 pkwcr card game. using 1-2 srnndard decks {based on player count), 1hat takes 5 - 15 minlltcs ro play. 
Each player chooses their charac1cr (refer ro 0'1.'1rac1cr C."lrds), and tries to reach rhcir own objcc1ivc while .stopping others 
from reaching different gools. Each character also comes wirh unique powers that can onl)' be played a few tin'ICS per (}lmc. 
More decks can be added to acconunodarc <ldditional pbycrs, using duplicates of characters, bur the player count should not 
exceed 8 at the mc~t-

STARTING THE GAME 

Tosrnn, separate a ll face cards from the deck. Give each 
player their respective face cards (2 -4 for Tl\c Secker, 
4 -8 for everyone else depending on deck size). Then have 
them shuffic these cards and put them fucc down. Then 
shuffic all the other cards. and deal 6 cards to each player 
face up. O1.oosc which player sums first, and then take 
tums clockwise. 

THE TURN 

J. On your 1urn, you may choose to d iscard and redraw up 
to )'Our hand size. 

2 . Then begin forming your trail. To start a lrail, either 
play an Ace or a 10 of your character's desired color. 
You can add cards tQ y()llr rrail (rqm your hand, of 
1he same color, following numerical order. As The 
Old Lady, you instead create curse trails above your 
opponents trails. 

3 . At any point during your tum, you can draw and use 
one of your power cards (refor ro O,aracter C-mls). 
The effect depends on rhc color of I he card you drew, 
either to your advant~'C or your dctrimen1. You can 
use power cards once per turn. 

4. At 1hc end of your tum. draw up to your hand si2e from 
the dcc.k. 

Actiooting Powers. When activating a power from your 
set of poweTcards,draw from the pile offuce cards. Some 
powers change the colors of cards. To iridicate that you 
have do1,c this, place your power (or face) card visibly 
underneath the card you have changt..'<I. Once you run out 
of power cards, yoo may not use your powers again for the 
resr of the game. 

Rec,·ding the Cards. Once the deck has been complc1cly 
drawn, shuffle the discarded number cards and aces back 
into the dedc If all pla)·ers; get stuck, shuffle their h.1nds 
into the deck and redraw. 

Random Pvwer Rec,ditlg. As ri vmirint rul(', you can 
a lso choose to shuffle power cards into rhe deck when 
recycling. If you choose IO do this, when changing the 
colors of cards with your powers, 1um the target 1wmbcr 
card sideways and discard the power card. 

S[fiaracter~ 
T H~ WILDABA~K (KING) 

Goal: To 1m\'cl the face of the world, by making a full 
black card trail. 

Danger: To be slain by a curse tTail, or be slower 1han 
an opponent 

POWERS 

• Red: Change an opponent's red card to black, chosen 
from their hand. 

• Black: Change your own red card to black, chosen from 
your hand, 

The Wildaback is a titanic creature that is capable of 
creating worlds as it walks. As the WilCU'lback, \,'Our goal 
for the game is to create a new world. 

Beginning yoor journey wi1h either a black IO or a black 
Ace, The Wildaback must walk from one side of the 
world to the other. 

If )'OU arc beaten by The Seeker or LarTy, or slain by The 
Old Lady, you lose the game. 



T1 IE Ow LADY (QUEEN) 
Goal: To slay The Wildabad:: ancVor trap L·ury 

by cursing their trails. 

Danger: Having opponents reach their goals. 

POWERS: 

• Red: Steal an opponent's card, chosen from their h,md. 
• Black: Steal the highest or lowest card from an 

opponent's trail, opposite 10 "·here they bqzan. 

The Old Lady is a mysterious and malicious charaner, 
intent on stopping orhcrs from reaching their i,,roals. As 
The Old Lady, your i,-001 for the &,>ame is to make curse 
frails for OLhcr players that arc opposite to their own. 

If you arc playing against one opponenr, }'Ou must make a 
full curse uail of their opposing color, above 1hcir own. If 
you arc playing against 1wo or more players, you must only 
make half of each curse trail for both The Wilcbback and 
Larry. The Seeker and 11,c Old Lady cannot stop each 
other, and simply race to their goals. 
The Old L.Kly wins the game if they kill both opponents 
before The Secker reaches their own goal. 

LARRY {JACK) 
Goal : To escape the game, by making a full red can! trail. 
Danger: To be lost in The Wildaback's world, or trapped 

by TI,e Old L'l<ly. 

POWERS: 
• Red: 01angc an opponent's black card to red, chosen 

from their hand. 

• Black: Chanb,'C your own black card to red, chosen frQm 
your hand. 

Larry is a poor tavern keeper, in constant danger caused 
by bad luck. As Larry, your goal for 1he game is to escape 
from 1he world before gcning kis1 o r trapped. 
You begin )'Our journey wi1h either a red 10 or a red Ace, 
and escape b)' completing your I rail. 
If The Old Lady imps him wi1h a curse trail, or The 
Wildaback finishes its journey, Larry loses 1hcgame. 

THE SEEKER {JOKER) 
Goal: To beat another player at their own 1,-amc. 

Danger: Being beaten by an opponent, or having two 
opponcnr.s lose before they succeed. 

P OWERS: 

• Red: Trade one trail of 1hc same color with an, opponcm. 

• Black: Trade )'Our hand with an opponent. 

The Secker has no intemion of fighting with enemies, bu1 
simply wants to cause conflict by bca1.ing them a, lheir 
own games. As The Seeker, you simply need to make a 
trail of eid1cr color. 
Beginning your journey wi1h either a 10 or an Ace, you 
must complete one full trail. 

In no danger imposed by The O ld L'ldy, T he Seeker only 
loses if they arc bes1ed by their opponents or have 1wo 
oppon<:nts lose the game. 



A I, The Main I foll 
A2. The Showroom 
AJ. Potion Room 
A4. G,.udcn 
AS. Private Parlor 
AO. Restroom 
A7. Storage 

The Wizards 
Waterin8 Hole 

81. llallwa)· 
82. Guest Rooms 
83. "EmptyM Guest Room 
84. Olin's Room 
BS. Ulrich's Room 
86, Bathroom 
87. Balcony 

FuX>RA 

FLOOR B 

Cl. Parlor 
C2.C:uino 
CJ.Ccllu 
C4. The Rifting 

Dt. Locked Vc:stibuk 
02. Upper I fallway 
DJ. The Wl1ard's Chambers 
04. The AdminCitrati\ic Ch:unbct-
05, The Co.smOV('('l 
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RAIL-AWAY 

I. The Su::un Engine- 6. The Gold Coin 
2. Cargo/ Livestock C::ar 7. The Copper Penny 
J . St::iff Skepcr Car 8. The Pbtinum and the Milhril 
4, The SaphirC', E1nerald, and Ruby 9. The Me~ury Observator) 
5. The Silver Pitte 
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Wildaback T au,rn 
TAVERN 

TO RUINS 



A I. Cuen Check-In 
Al.Main Hall 
Al. Main Stage 
A4. Kitchen 
AS. The Bar 
A6. The Store Room 

Bl. Rooftop Terraced Garden 
82. Cosmotarius 

Cl. GuC$t Room$ 

DI. Cuidcl1ouse 
02. Lounge/Bedroom 
Dl. Sami's Office 

T111 DnP 

El. The Rumen 
E2. The Reticulum 
El. The Omasu m 
E4. The Abomas-um 

T f-tEDEF.r 



TO FLOOR B 

A I. Fa.ca.de Barric;idc, 
A2. Gu:ud VeSlibule 
A3. Reception Are:1 
A4. Kitchen 
A5. The Bar 
A&. Sc.11ing Arc.-. 
A7. Cour1y:ard 
AS. Priv:atc Sc:1ting 
A9. G.-.ming Room 
A 10. Restroom 

A 11. Broon, Closet/Imp Court 
Al2. GuardrQ()m 
All. Ch:anJ a.·s Office 

Bl. Smuggler's V:i.uh 
82. Spy Room 

Cl. Upper Atrium 
C2. R:ajiv's Room 
Cl. Ozcmnos's Chamber 

FLOOR C 



Al 

85 

86 

86 

-~ •l 

THE DANClNG HORSE 

A I. Street and P:irk 
A2. Common Room 
AJ. B:u 
A4, Kitchen 
AS. r.-.ntry 
A6. 8;,ick Corridor 

GROUND FLOOR 

UPPER FLOOR 

84 84 84 

84 84 84 

84 84 84 

"°" 

Ur,•nt FLOOR 

Bl. Corridors 
82. Party Room 
BJ. MiLo Undcrmound'i Room 
84. Guest Rooms 
85. Trc:,.Mr's Room 

TO FLOOR A 

82 
81 

83 

86. Large Guest Rooms 
87. Burton•~ Room 

Cu.1..AK 

Ct.Buttery 
C2. Distillery 

TO FLOOR A 

291 



Al.Dining Arca 
A2. Kitchen 
Al. Soge 
i\4. Par1y Room 
AS. Rcnrooms 
A6. Food Storage 
A7. Brew Storage 
AS. C ... cst Lo..,nge 

SECOND FLOOR 

Bl. Large "Guc$t" Roon, 
82. CuC"$t Rooms 
BJ. JertCho's Room 
84. Luna's Room 



TREETOP TAVERN 
A IA Large Pbtform (to AJ) AS. The Greenhouse 
A2. The Subles A6. The I 1:tnging Pond 
AJ Main t-1311 A7. The Rookery 
A4. The Bower 

TO A7 



TREETOP TAVERN 



Bl. I liddcn Suirca sc 
82. Kitchen 
8}. P;mtr)' 
8'1. The Brewer) 

85. The Oakenlocks' Quarters 
86. The Api:)ry 
87. T:1mm'J Workshop 

1084 



TREETOP TAVERN 
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TREETOP TAVERN 

I 
CL ll1e SW3llows 
C2. W:tshroonu: The Titmouse 
C3. The Owler} 

GI. W::uhroom: The Shrike 
CS. The Griffin 's Nest 





The Spring of Peace 
Al. ~fain Oasis 
A2. Recreational Oasis 
A3. I fc:-.ling Oasis 
A4. Market Ari:-a 
AS. Pax :rind Pints 
A6. Office and Tent Rcnt2I 
A7. Stabks 
AS. Kitchen 

fl.0011. 8: R OO\b ANO 

OnN PATIO A,u ...... 

Bl. Rooftop P.ltio 
82. Open I lalh,,ay 
BJ. Deluxe Suite 
B4. Asiri's Bedroom 

BS.Jamil and Nasir's Bedroom 
86.1 le beth and Shirrccn·s Room 

F1.0011.C 

Cl. OdU;,,;c Suite Rooftop Patio 
C2. Greenhouse 
Cl. Sunset Tower 
C4. Sunrise Tower 

FLOOR 0 

DI. Top of Sunset Tower 
02. Top of SunriSt'. Tower 
EL The Tomb 
E2. Passagcwa) 
EJ. The I lcart of lhe Oasis 

FLO(')R A 



F LOOR 8 

F LOORC 

FLOOR D FLOORE 



FOIU:c.ASTI, 

Fl. forc-c:wlc Deck 
F2. Large Guest Rooms 
FJ. Smalkr Guest Rooms 

AITCAS't'l.l. 

Al. PoopOed 
A2. Qu;1rtcr tkck 

• 

AJ. Capt;1in's Quarters 
A4. Officers' Hall 
AS. Shark Bite', Quarters 
A6. Ornccrs' Lounge 
A7. Galleries 
A8. Ringt:rs' Quartt:rS 
A9. Priv) 

MAtN01 C t. 

~-f I. Forward Cargo Accc,,s 
M2. Upper Capnan 
MJ. Af1 Cargo Acct"ss 
M4. The Bar 



Low.-11.Dt<'K 

L1.C:i.bin 
L2. S1oragc 
ll. Forward Hold Atccu 
l4. Hold Cargo Access 
LS. Lower Capmm 
L&. Aft C::argo Access 

L7. Lower Common Aru 
L8. Rear Hallway 
L'J.Callcy 
LIO.Stores 
LI 1. Sticks'Cabin 
Ll2. Eug..-nia's Cabin 

Horn 
fiT.'"worm Jnf..-n::a.tiQn 
J-12. Forward I fatch 

I IJ. C;:irgo Acccs.s 
H◄. Aft H;"uch 
H.S. 1ilkr RQom 



itlle1.9runkm 
:treasure 

FIRST F LOOR 



fTRST FLOOR 

Al. TheT:wern Are:a 
1\2. Buoy:incy Ch:ambcr- Aquo~ Colony 
AJ. Vac:mt Gues1 Room 
A4. Renroom 
M . Dolores· Room 
A6. Kennel 

SFCOND F1.0011. 

BT1Jght'Thea1er 
82. Buoyancy Chamber-Research Lab 
BJ. Polyp 101d Plankton's Room 
IW. Observator) 
B.s. J :ikc Rcdbcard'$ Room 
86. Menon's Office 

TtullD FLOOK 

Cl. Room of Lost Tre:uurc~ 
C2. Buoyancy Ch:imber 
Cl. 1 lansca's Room 
C4. Zion's Room 
C5. Attic of Second Level Guest Room (85) 
C6. Attic of Mcnon's Office (86) 

T OP FtOC>R 

DI. Con1rol Room 
02. Buoyancy Chamber 
D3.11:tn 
D◄• Qualla's Auic Room sea's Attic Room 

Tt-11RD FLOOR 

T OP FLOOR 



Fungal Grotto 



A 1. Garden P,1tio 
A2. Mu.sliroonu :rnd Mixers Pub 
AJ. Gree11housc 
A4. Gcnenl Store 
AS. Rt.stroom 

A6. Lcathersmith's Worksho1, 
A7. Tunnel and Stonge 
A8. Fcrmenu.tion Room 

81. Tunnel 
82. The Truffle Theater 
BJ. Foof"s Room 
84. Empt}' Gue-st Room 
BS. The ~Mush"' Room 

86. Rotmin's Room 
87. Tunnel to Jrd Level 

Cl. 1-lallwaJ/Galkr) 
C2. Lumcir's Room 
CJ. Large Cued Room with Private Balcony 
C -t. Fcrgu, :1nd Francine's Room 
C S. Childre",n's Rt.>om 
C6. Platform 
C7. Empty E>:tcrnal Phte Guest Room 

01. O~ervat ion Plntll)rm 
02. Sccrc1 Pa.3'sagc into Stalk 

of the Grc:u Mushroom 



IRONSTEIN MINE 
Al. &r11,nd E:itcry 
Al. Kitchc:n1 
AJ. La1"dcr 
A4, Bar Storage: 
AS. Brimbk', Gems and Ornaments 
A6. Armory Storefront 
A7, l,av;<itori<-s 

AS, Hcrmina '$ Priva1c:Chambcrs 
A9. Shrine 
A 10. Miko r's Supplies 
A 11. Typical Gucs1 Room 

81. &thing Pool 

CI. W115tc Room 

DI. Pipe Room 

KOIIOU> WARIU:.N 

El. Murder llall 
E2. Ambush Tunnel 
El. Central Chambers 
EA. Yibjib's Thronc 
ES. Chick;u:hicka's Nest 

Fl. The Voice's Cl\vcrn 





A I. Dc:1d Dining 
A2. l ibr:1ry 
AJ. Secret Libruy 
A4. Dungeon Orientation 
and f.ntrancc Room 
AS. Kitchen of Aha Von Br:.un 

D uNCfON OP 0Al!.KNt~): 

Sr.coNoF1,0011. 

81. Hallway 
82. Dduxe Guc$t Room 
BJ. 86. 87. 88. Empty Guest Rooms 
B4. BS. The league of Undead 

SbJer Roonu 

DUN<,LON SLCTION I: 

T111 8,.;,ic UNUt.AD Exvum..M7 (BUE) 

Cl . Undead 101-OneonOne 
C2. Regrouping Room 
CJ. Incorporeal Instruction 
C4. Passageway 
CS. Good Grief, Ghouls! 
C6. My Oh Minot:rnr 
C7. "Inc Big :md the Small 
CS. Undead 102 
C9. Potpourri 
C IO. Hidden Closet 
Cl I. Cuueof the Mummy: 
lhc Final Challenge 

Du:..(;tON $1 <-TK>N 2: 
ADVANCH} 0uNC..U)N EXl'I_Rll'.N<;J 

DI. Lair o!thc V3mpire.s 
02. Rc"icw lime 
DJ. Return to the Ancient Dunc~ 
04. The Mors Uni 

Tm St:c:Rl'TOi-DuNc•:oNor 
0AIO'-Nt:;\: FINAL F1N"L LtVI-L 

El. Obscrv:uion Room 
E2. Bt'r:ah :'Ind Sebn:1.s•s Room 
EJ. Mon Ursi 1\faintcnancc 
E4. Undcad L:::aboratory 

D UNGEON OF DARKNESS TAVERN AREA 



DUNGEON SECTION 1: 

THE B ASIC UNOE.AO EXPERIENCE (BUE) 

D UNGEON SECTION 2: 
A OVANCFD D UNGEON ExrERIENCI~ 

THE SECRET OF D UNGEON OF 

D ARKNESS: FINAL FINAL LtVEL 

31) 



.\1A1N Bun UING 

A 1. Temple 83r 
A2. B:mquct J fall 
AJ. Kitchen 

MAl....-n:N..,NCP. Bun DIN<.; 

Bt. Takubnc\. Ofhcc 
82. Lu,mdry 

... 
Te?'.pot Te~p(e 

BJ. Garden Shed 
IW. Distiller) 

C The Tea House 

D. Gut:.!>"T Corr11cu, 
DI. B:uic Cottage 
D2. Comfortable Cottage 
OJ. lu:itury Cottage 

MAIN BUil.DiNG 

A3 

A2 
Al 

El. Washing I-louse 

WA'l'l..11. GAROFN, 

I; I. ~blion Pool 
F2. Old Shrine 
FJ. Namiduyu•~ Resting Pb(:c 



MAINTENANCE B UILDING T HE T u Houst-~ 

B4 B2 

Bl B3 

T HE GUEST CoTrAGES THE W ASI-IING H OUSE 

(e m raJrillJ 
W ATER G A RDENS 



F1RSTFLOOR 

Al. Path way 

A2. Outdoor P;-itio 
AJ. The Great Hall 
A◄. Kit<:hen 
AS. Stor;1gc 
A6, Reception Room 
A7. Sweat Bath and Rescrooms 
A8.B:1rn 
A9. Sn1ithy 

BY THE FR8ST 
A IO. Pottery Shed 
Al I. Fron Gi:tnt C:nc 

s,_coNo F1.00R; Gu,s r Roow, 

81. l:rndini; 
62~6, 8 7. Empty Guest Room s 
86. Sittreck's Room 
88. l'hc Ronn Sisters' Room 
89. Car\ling Room 
810. Fiber ATLiuns Room 

TOl'Fl.OOR 

C I.J fallway 
C2. Lodgunn$ Room 
Cl. Harl and lfria's Room 
C4. Druth en's Room 
CS. M:tldi Ld1r 's Room 
C6. Freniv)''5 Room 
C7. Jafrcy's Room 
CS. Community Skcping Room 



SECOND F LOO R: G uE!:ff R OO MS 

T o P F LOOR 

""' ,- '= ~ 

~ 
• I - ~~/, 

- t- c--- ,-~,+ lr.5j-_ - ca f-- - l P ,-
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I-· _I __ »1 
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~I •-•1111111-1-1 + --er : - r~ 
I I 

~ 61 m tr I 



l!:bc l!:a\Jcrn at 
!:icatb' s Door 

AI.V:tlorl-bll 

A2. T:1II T:tlc: Lounge 
AJ. The: Final C:1mc: Room 
A4. The: Forgotten Places 

AS. The I lumblc: 
A6. The l-leroic 
A7. The Fearful 



I on;, adined' br .-hal I haw ,so,911, 
'fhe pt,!zii'!l n;,ind brin;,n;,in:g .-ilfi lh0<gil. 

~,-e l'OO cred'ence lo our hiaikn lh~ 
)?-or nolhi~ j.s erer 45 ii ~~s. 

l \-e corefuDy wo,·en for l_'OU a plot, 
lb lel m, lrulh lhal Iola .... 001. 

'fo ~arn lf,e nalure of fan;,i~ n;,ine, 
Tqfio nurlJOCr lflree bdow nine, 

r~~t you cowr o~.swer:.s np-e. 
Venture now lo •<fie of .s6or,. 

'l'l,en rwiii.• _seal«f bu! •jljl<r llooc 
)urg, :'OU further lm?nly four: 

To find' Hie .-oc<(s Ilia! 11/'!•1 be read' 
Learn \'OU ~n~~ ~ ~oce dead'. 

ffe,~ "ll: bro!lier. alwa~ lx'.•ide 11/"· 
In h\• abilili<;5 lie,5 aooll,er ~{ 



OPEN GAME LICENSE Veision I.0a The following text is the 
property of Wizards of the Coast. Inc. and is Copyright 2000 
Wizards of the Coast. Inc rwizards"'), All Rights Reserved. 
I. Definitions: (arcontributors- means the copyright and/ or 
uademark owners who have contributed Open Game Content 
(b)"Derivative Material" means copyrighted material including 
derivative works and translations (including into other computer 
langua ges). potation. modification. correction. addition. 
extension. upgrade, improvement. compilation. abridgment or 
other form in which an existing work may be recast. transformed 
or adapted: (c) "'Distribute"' means to reproduce. license. rent. 
lease, sell. broadcast. publicly display. transmit or otherwise 
distribute: (d)"Open Game Content·· means the game mechanic 
and includes the methods, procedures. processes and routines 
10 the extent such content does not embody the: Product 
Identity and is an enhancement over the prio, art and any 
additional content clearly identified as Open Game Content by 
the Contributor. and means any work covered by this license. 
including translations and derivative works under copyright law. 
but sptcifically excludes Product Identity. (e) '"Product Identity"' 
means product and product line names. logos and identifying 
marks including trade dress: artifacts: creatures characters: 
stories. storylines. plots. thematic elemenis. dialogue. incidents. 
language. artwork, symbols. designs. depictions. likenesses. 
formats. poses. concepts, themes and graphic. photographic and 
other visual or audio representations: names and descriptions of 
characters, spells. enchantments. personahties. teams. personas, 
likel'le5~5 and 5~ial abilitie:5: p1a~t5. lotatioM. Mvit0r'lr'ntl'lt5. 
creatures. equipment. magical or supernatural abilities or errects. 
logos. symbols. or graphic designs: and any ()(her trademark or 
registered trademark clearly identified as Product identity by the 
owner or the Product Identity. and which specifically excludes 
the Open Game Content: (f) "'Trademark"' means the logos. 
names. mark. sign. motto. designs that are used by a Contributor 
to identify it.5elf or its products or the associated products 
contributed to the Open Game license by the Contributor (g) 
"'Use··. "'Used" or "Using .. means to use. Distribute. copy. edit. 
format. modify. translate and otherwise create Derivative Material 
of Open Game Content. (h) "'You·· Not for resale. Permission 
granted to print or photocopy this document for personal use 
only. System Reference Document 5.1 2 or "You(' means the 
licensee in terms of this agreement. 
2. The: Uce:nse:: This license applies to any Open Game Content 
that contains a n()(ice indicating that the Open Game Content may 
only be Used under and in terms of this License. Yoo must affix su::h 
a noticetoany()penGame Contert thaty.:xJ Use. No terms maybe 
added to or subtracted from this License except as described by the 
license itselL NoOlherterms or conditions may be applied to any 
Open Game Content distributed using this License. 
J. Offer and Acceptance: By Usmg the Open Game Content 
You Indicate Your acceptance of the 1erms of this License. 
4. Grant and Consideration: ln consideration for a&f'e1ng 10 use 
this license. the Contributors grant You a perpetual. wortdwide, 
royalty-fret. nonexclusive license with the exact terms of this 
License to Use. the Open Game Content. 

S. Re:pruentation of Authority to Conb'ibute: If You are 
conttibuting original material as Open Game Content. You represent 
that Your Contributions are Yoor original creation andfor You have 
sufficient rigt,ts to grant the rights cooveyeo by this License. 
6. Notice of license: Copyright Yoo must update the COPYRIGHT 
NOTICE portion of this License to indude the ex.act text of the 
COPYRIGHT NOT1CT of any Open Game Content You are copjing. 
mcxlifying or distributing. and You must add the title. !he copyright 
date. and the cnwigtt hokier"s name to the COPYRIGHT NOTICE of 
any original Open Game Content you Distribute. 
7. Use: of Product Identity: You agree not to Use any Product 
Identity. including as .M'l indication as to compatibility, except as 
expressly licensed in another, independent Agreement with the O'Wrler 
of each element of that Product Identity. Yoo agrtt rJJt to indicate 
COOllatibility or co-adaptability with any Trademark or Registered 
Trademark in ('Ofljurx:tion 'Mth a 'hO'k containing Open Game Content 
except as expressly licensed in an()(her. independent Agreement with 
the O'Mler of such Trademark or Registeml Trademark. The use of 
any Product Identity in Open Game Content does not constitute a 
challenge to the ov.mrship of that Product Identity. The owner of any 
Product Identity used in Open Game Content shall retain all rig~. title 
and interest in and to that PrOduct Identity. 
8. Identification: If you distribute Open Game Content You must 
clearly indicate which portions of the work that you are distributing 
are Open Game Content. 
9. Updating the: license:: Wizards or its designated Agents may 
publish updated i.ersions of this License. )bu may use any authorized 
'.t:rsion of this License to copy. modify and distribute any Open Game 
Content originally distributed under any version of this License. 
10. Copy of this Licenn: You MUST include a copy of this 
license with every copy of the Open Game Content You Distribute. 
11. Use of Contributor Credits: You may not market or 
advertise the Open Game Content using the name of any 
Contributor unless You have written permission from the 
Contributor to do so. 
12. Inability to Comply: If it is impossible fru You to comply 
with any of the terms orthis license with respect to some or 
all of the Open Game Content due to statute. judicial order. or 
governmental regulation then You may not Use any Open Game 
Material so affected. 
IJ. Termination: This License will terminate automatically if You 
fail to comply with all terms herein and fail to cure such breach 
within 30 days of becoming aware of the breach. All sublicenses 
shall survive the termination of this License. 
14. Reformation: If any provision of this License is held to be 
unenforceable. such provision shall be reformed only to the extent 
necessary to make it enforceable. 
IS. COPYRIGHT NOTICE Open Game License v l.Qa Copyright 
2000. Wizards of the Coost. LLC. 
System Reference Document 5.1 Copyright 2016. Wizards of the 
Coast. Inc.: Authors Mike Mearts. Jeremy Crawford. Chris Perkins. 
Rodney Thompson. Peter Lee.James Wyatt. RobertJ. Schwalb. 
Bruce R. Corden. Chris Sims. and Steve ToWTishend. based on 
original material by E. Gary Cygax: and Dave Arneson. 





Welcome to a wondrous collection of 17 enormous 
locations, all collected and transcribed by The Seeker 
themself. Each tavern is fir to explore wuh HS own 
questboard, history, staff, menu, numerous guests and 
more! Venture along$idc ymn players as they rmvel the. 
open world, and when they need to rest, cnJO)' the case 
of using one of these taverns . This book has at least one 
tavern for every location, ranging from the deep sea 
Drunken Treasure co the reality bending Daydream, 
there's always a chance to throw in a twisted 1avern! 
If tha1 wasn't enough, behind the taverns, the un ique 
card game and board game rules there also lies a 
well-kept secret made up o( riddles and codes. Can you 
put the pieces together and learn the true nature of 

The Seeker's Guidd 




