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Introduction 

O 

THE TOWN WHERE WORLDS MEET 

Countless portals and gates that lead to other worlds can be 

found at the Crossroads. A tavern door that seemingly leads 

to a cellar might open onto a sea of flames, and a mystic gate 

of stone on a glacier can lead to a lively seaside town with 

especially pointy architecture. 

    Most of these portals can be freely accessed and are used 

daily for trade and tourism. However, whereas Crossroaders 

can come and go as they please, people from other worlds, or 

“otherworlders” as Crossroaders call them, are seen as alien 

by the Crossroads’ magic, and they grow weaker and weaker 

if they stay. Thus, after some days—maybe a month if they’re 

lucky—they are forced to leave or risk death. 

    Some scholars speculate that the Wizard created this curse 

to protect the world from invasion, but it happens to be 

extremely helpful for population control: if the world is 

overcrowded, Crossroaders can leave, but otherworlders can 

never settle in. 

 

Crossroads’ Curse. For each 24 hours spent at the 

Crossroads, otherworlders must succeed on a DC 20 

Charisma save or suffer one level of exhaustion. Finishing a 

long rest doesn’t reduce exhaustion, and the curse cannot be 

removed by any means short of a wish spell until the 

otherworlder leaves the Crossroads. 
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Ahren’s Travel Company 

History, Oversimplified 

G 

B 

MAIN FACTIONS 

Brewers’ Guild. Old guild losing its former glory. 

Church of the Martyr. A cult that worships the Wizard. 

City Watch. The main military organization of the world, with 

the aim of enforcing the Council’s law. 

Corporation of Innkeepers. Second largest guild. 

Council. A council of fifty people elected every seven years to 

rule the Crossroads. 

Cult of the Suns and Moons. Main religion of the world. 

Fellowship of the Weavers. Small guild on the rise. 

Gardenmist Family. Oldest, largest, and richest gnome family 

of the Crossroads. 

Guild of Knives. Violent criminal organization on the rise. 

Guild of Trades. Oldest and richest guild of the world. 

Honeyhammer Clan. Renowned company of dwarven 

brewers famous for its mead. 

Hunters’ Corporation. Largest criminal organization. 

University. Largest and most prestigious school. 

Wondertree Covens. Covens of witches, druids, and hunters 

that worship the moons with ancient forbidden rituals. 
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Crossroads Panorama 

I 

ANCIENT HISTORY 

Year Event 

0  The Wizard creates the Crossroads. 

16 Foundation of the Guild of Trades  

49 Death of the Wizard 

50 The children of the Wizard start the Siblings’ Wars 

90 End of the Siblings’ Wars 

93 The first King of the Crossroads is elected 

135 The Brazen Vial is inaugurated 

500 Opening of the Central Market 

509 The first tower of Skybridge is erected 

644 Foundation of the University 

650 Opening of Skybridge Library 

800 The Grime King takes power 

807 Fall of the Grime King 

808 The Old Keep is lost to the Evermists 

810 The Fortress is built as the new seat of the King 

1000 Opening of the Trade Fair 

1080 Foundation of the City Watch 

1164 Ruknor Honeyhammer opens his brewery 

1500 Kingsgate is erected 

1503 The last King is deposed in the Civil War 

1504 The Council is established 

1711 The University moves out of town 

1729 Lialda is elected Master of Trades 

1770 Town Hall is the new seat of the Council 

1801 Foundation of Deepwatch 

 

RECENT HISTORY 

Year Event 

1994 People have terrible nightmares of puppets 

1999 Incursions from the Evermists begin 

2000 Hansi is elected Lord of the Council 

2001 Ezra is elected Head of the School of Magic 

2006 Charming is elected Commander of the Watch 

2007 Hansi is elected for the second time 

2010 Vanya is elected Head of the School of Arts 

2012 Gohlar becomes the new Rector of the University 

2013 Jamir is elected Master of the Weavers 

2014 Hansi is elected for the third time 

2015 Jacob becomes leader of the opposition 

2019 Trageon ascends to High Priest of the Suns 

2020  Deren is elected Master of the Innkeepers 
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SUNS AND MOONS 

While no divinity is strictly connected to the Crossroads, its 

inhabitants worship their two suns and seven moons, which 

are magical entities with a strong influence on the world. The 

two suns are connected to fire and ice and control the four 

seasons: 

    Spring. The cold sun moves behind the warm sun. 

    Summer. The cold sun is behind the warm sun. 

    Autumn. The warm sun moves behind the cold sun. 

    Winter. The warm sun is behind the cold sun.  

 

The central day of each season is marked by a day of 

Darkness, when all the moons shine pale in the sky.  

    Spring Darkness. The suns are side by side. 

    Summer Darkness. The warm sun covers the cold sun. 

    Autumn Darkness. The suns are side by side. 

    Winter Darkness. The cold sun covers the warm sun. 

 

Each season lasts 50 days, with the day of Darkness and 

seven periods of seven days. Each period is characterized by 

a moon being closer to the world than the others, while each 

day a single moon shines brighter. 

    Avian moon. Vanday, Period of the Eagle 

    Feline moon. Felday, Period of the Cat 

    Serpentine moon. Serpenday, Period of the Snake 

    Ursine moon. Ursday, Period of the Bear 

    Arachnoid moon. Rakday, Period of the Spider 

    Cervine moon. Cerday, Period of the Deer 

    Wolven moon. Wolday, Period of the Wolf 

 

Once a year but on a different day each time, all the moons 

disappear from the sky in a night of True Darkness, when all 

the Crossroaders gather in remembrance of the Wizard’s 

disappearance.  
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CHARACTER OPTIONS  
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Character Options: Binder 

A Lunar Gift 

The Moons Call 

Creating a Binder 

Quick Build 

Optional Rule: Multiclassing 

Class Features 

Hit Points 

Proficiencies 

Equipment 

• 

• 

• 

A 
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Bound Companion 

Companion’s Bond 

Ability Score Improvement 

The Binder 

Level 

Proficiency 

Bonus Features 

1st +2 Bound Companion, Protector 

2nd +2 Healing Surge 

3rd +2 Improved Bond 

4th +2 Ability Score Improvement 

5th +3 Death Ward 

6th +3 Lunar Instinct 

7th +3 Improved Bond Feature 

8th +3 Ability Score Improvement 

9th +4 Coordinated Attack 

10th +4 Improved Bond Feature 

11th +4 Enduring Bond 

12th +4 Ability Score Improvement 

13th +5 Blessed by the Moons 

14th +5 Lunar Defense 

15th +5 Improved Bond Feature 

16th +5 Ability Score Improvement 

17th +6 Evasion 

18th +6 Lunar Guidance 

19th +6 Ability Score Improvement 

20th +6 Bond Mastery 
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Training 

Improved Critical 

Multiattack 

Improved Training 

Superior Training 

Superior Critical 

Bound Companion 

Level 

Proficiency 

Bonus 

Hit 

Dice Features 

1st +2 1d6 Companion’s Bond 

2nd +2 2d6 Training 

3rd +2 3d6 Improved Critical 

4th +2 4d6 Ability Score Improvement 

5th +3 5d6 Multiattack (2 attacks) 

6th +3 6d6 -- 

7th +3 7d6 -- 

8th +3 8d6 Ability Score Improvement 

9th +4 9d6 Improved Training 

10th +4 10d6 -- 

11th +4 11d6 Multiattack (3 attacks) 

12th +4 12d6 Ability Score Improvement 

13th +5 13d6 -- 

14th +5 14d6 -- 

15th +5 15d6 -- 

16th +5 16d6 Ability Score Improvement 

17th +6 17d6 Superior Training 

18th +6 18d6 Superior Critical 

19th +6 19d6 Ability Score Improvement 

20th +6 20d6 Multiattack (4 attacks) 
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Protector 

Healing Surge 

Improved Bond 

Ability Score Improvement 

Death Ward 

Lunar Instinct 

Coordinated Attack 

Enduring Bond 
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Blessed by the Moons 

Lunar Defense 

Evasion 

Lunar Guidance 

Bond Mastery 

• 

• 

Improved Bonds 

Soul Bond 

Shapeshift 

• 

• 

• 

• 

Soul Bond Features 

Level 

Animal 

Shapes uses Features 

3rd 1 Shapeshift 

7th 2 Soul Link 

10th 3 Improved Shapeshift 

15th 4 Improved Soul Link 

https://www.dndbeyond.com/compendium/rules/basic-rules/appendix-a-conditions#Unconscious


 

18 

Soul Link 

Improved Shapeshift 

Improved Soul Link 

Pack Bond 

Pack Advancement 

Pack Bond Features 

Level 

Number of 

Companions Features 

3rd 2 Pack Advancement 

7th 3 Improved Help 

10th 4 Kindred Spirit 

15th 5 Superior Help 

Improved Help 

Kindred Spirit 

Superior Help 

Shape Bond 

Morph 

Enhanced Senses 

Shape Bond Features 

Level Morph uses Features 

3rd 1 Morph 

7th 2 Enhanced Senses 

10th 3 Improved Morph 

15th 4 Augment Companion 
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Improved Morph 

Augment Companion 

Animal Shapes 

Cervine Companion 

Small beast, unaligned 

 
Armor Class 12 (natural armor) 

Hit Points equal the companion’s Constitution modifier + 

your Wisdom modifier + four times the companion’s level 

Speed 50 ft. 

 
STR DEX CON INT WIS CHA 

16 (+3) 11 (+0) 12 (+1) 3 (-4) 12 (+1) 7 (-2) 

 
Skills — 

Senses Passive Perception 11 

Languages understands the languages you speak 

 
Charge. If the cervine companion moves at least 20 feet 

straight toward a target and then hits it with a ram attack on 

the same turn, the target takes an extra 2d6 damage. If the 

target is a creature, it must succeed on a Strength saving 

throw (save DC = 8 + your companion’s proficiency bonus + 

your companion’s Strength modifier) or be knocked prone. 

Actions 

Ram. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. 

Hit: 2d4+3 bludgeoning damage. 

Hooves. Melee Weapon Attack: +5 to hit, reach 5 ft., one 

prone creature. Hit: 2d6+3 bludgeoning damage. 

Feline Companion 

Small beast, unaligned 

 
Armor Class 14 (natural armor) 

Hit Points equal the companion’s Constitution modifier + 

your Wisdom modifier + four times the companion’s level 

Speed 40 ft., climb 30ft. 

 
STR DEX CON INT WIS CHA 

14 (+2) 15 (+2) 10 (+0) 3 (-4) 12 (+1) 7 (-2) 

 
Skills Perception +3, Stealth +6 

Senses Darkvision 30 ft., Passive Perception 13 

Languages understands the languages you speak 

 
Keen Smell. The feline companion has advantage on Wisdom 

(Perception) checks that rely on smell.  

Pounce. If the feline companion moves at least 20 feet 

straight toward a creature and then hits it with a claw attack 

on the same turn, that target must succeed on a Strength 

saving throw (save DC = 8 + your companion’s proficiency 

bonus + your companion’s Strength modifier) or be knocked 

prone. If the target is prone, the feline companion can make 

one bite attack against it as a bonus action. 

Actions 

Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. 

Hit: 1d6 + 2 piercing damage. 

Claws. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. 

Hit: 1d4 + 2 slashing damage. 
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Wolven Companion 

Small beast, unaligned 

 
Armor Class 14 (natural armor) 

Hit Points equal the companion’s Constitution modifier + 

your Wisdom modifier + four times the companion’s level 

Speed 40 ft. 

 
STR DEX CON INT WIS CHA 

13 (+1) 14 (+2) 12 (+1) 3 (-4) 12 (+1) 7 (-2) 

 
Skills Perception +3 

Senses Passive Perception 13 

Languages understands the languages you speak 

 
Keen Hearing and Smell. The wolven companion has 

advantage on Wisdom (Perception) checks that rely on 

hearing and smell.  

Pack Tactics. The wolven companion has advantage on 

attack rolls against a creature if at least one of the wolven 

companion's allies is within 5 feet of the creature and the ally 

isn't incapacitated. 

Actions 

Bite. Melee Weapon Attack: +3 to hit, reach 5 ft., one target. 

Hit: 2d4 + 1 piercing damage. If the target is a creature, it 

must succeed on a Strength saving throw (save DC = 8 + 

your companion’s proficiency bonus + your companion’s 

Strength modifier) or be knocked prone. 
Ursine Companion 

Small beast, unaligned 

 
Armor Class 12 (natural armor) 

Hit Points equal the companion’s Constitution modifier + 

your Wisdom modifier + four times the companion’s level 

Speed 30 ft., climb 20 ft., burrow 10ft. 

 
STR DEX CON INT WIS CHA 

14 (+2) 10 (+0) 15 (+2) 3 (-4) 12 (+1) 7 (-2) 

 
Skills — 

Senses Passive Perception 11 

Languages understands the languages you speak 

 
Relentless (Recharges after a Short or Long Rest). If the 

ursine companion takes damage that would reduce it to 0 hit 

points, it is reduced to 1 hit point instead. You can use this 

feature once. You regain expended uses when you finish a 

short or long rest. 

Keen Smell. The ursine companion has advantage on 

Wisdom (Perception) checks that rely on smell.  

Actions 

Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. 

Hit: 1d6 + 2 piercing damage. If the target is a creature, it 

must succeed on a Strength saving throw (save DC = 8 + 

your companion’s proficiency bonus + your companion’s 

Strength modifier) or be knocked prone. 

Claws. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. 

Hit: 2d4 + 2 slashing damage. 
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Optional Animal Shapes 

Arachnoid Companion 

Small beast, unaligned 

 
Armor Class 15 (natural armor) 

Hit Points equal the companion’s Constitution modifier + 

your Wisdom modifier + four times the companion’s level 

Speed 30 ft., climb 30 ft. 

 
STR DEX CON INT WIS CHA 

10 (+0) 16 (+3) 13 (+1) 3 (-4) 12 (+1) 7 (-2) 

 
Skills Stealth +5 

Senses Blindsight 10 ft., Darkvision 60 ft., Passive Perception 

11 

Languages understands the languages you speak 

 
Spider Climb. The arachnoid companion can climb difficult 

surfaces, including upside down on ceilings, without needing 

to make an ability check. 

Web Sense. While in contact with a web, the arachnoid 

companion knows the exact location of any other creature in 

contact with the same web. 

Web Walker. The arachnoid companion ignores movement 

restrictions caused by webbing. 

Actions 

Bite. Melee Weapon Attack: +2 to hit, reach 5 ft., one 

creature. Hit: 1d4 piercing damage, and the target must 

make a Constitution saving throw (save DC = 8 + your 

companion’s proficiency bonus + your companion’s 

Constitution modifier), taking 2d6 poison damage on a failed 

save, or half as much damage on a successful one. 

Web (Recharges after a Short or Long Rest). As an action, the 

arachnoid companion can create a mass of thick, sticky 

webbing at a point of your choice within range. The webs fill 

a 10-foot cube from that point. The webs are difficult terrain 

and lightly obscure their area. 

Each creature that starts its turn in the webs or that enters 

them during its turn must make a Dexterity saving throw 

(save DC = 8 + your companion’s proficiency bonus + your 

companion’s Constitution modifier). On a failed save, the 

creature is restrained as long as it remains in the webs or 

until it breaks free. 

A creature restrained by the webs can use its action to make 

a Strength check (save DC = 8 + your companion’s 

proficiency bonus + your companion’s Constitution 

modifier). If it succeeds, it is no longer restrained. 

The webs are flammable. Any 5-foot cube of webs exposed to 

fire burns away in 1 round, dealing 2d4 fire damage to any 

creature that starts its turn in the fire. 

You can use this feature once. You regain expended uses 

when you finish a short or long rest. 

 

Avian Companion 

Small beast, unaligned 

 
Armor Class 16 (natural armor) 

Hit Points equal the companion’s Constitution modifier + 

your Wisdom modifier + four times the companion’s level 

Speed 10 ft., fly 60ft. 

 
STR DEX CON INT WIS CHA 

10 (+0) 18 (+4) 11 (+0) 3 (-4) 12 (+1) 7 (-2) 

 
Skills Perception +3 

Senses Passive Perception 13 

Languages understands the languages you speak 

 
Flyby. The avian companion doesn’t provoke opportunity 

attacks when it flies out of an enemy’s reach. 

Keen Sight. The avian companion has advantage on Wisdom 

(Perception) checks that rely on sight.  

Actions 

Beak. Melee Weapon Attack: +2 to hit, reach 5 ft., one target. 

Hit: 1d4 piercing damage. 

Talons. Melee Weapon Attack: +2 to hit, reach 5 ft., one 

target. Hit: 1d6 slashing damage. 
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Serpentine Companion 

Small beast, unaligned 

 
Armor Class 15 (natural armor) 

Hit Points equal the companion’s Constitution modifier + 

your Wisdom modifier + four times the companion’s level 

Speed 30 ft., swim 30 ft. 

 
STR DEX CON INT WIS CHA 

12 (+1) 17 (+3) 10 (+0) 3 (-4) 12 (+1) 7 (-2) 

 
Skills — 

Senses Blindsight 20 ft., Passive Perception 11 

Languages understands the languages you speak 

 

Actions 

Bite. Melee Weapon Attack: +3 to hit, reach 5 ft., one 

creature. Hit: 1d6+1 piercing damage, and the target must 

make a Constitution saving throw (save DC = 8 + your 

companion’s proficiency bonus + your companion’s 

Constitution modifier), taking 2d6 poison damage on a failed 

save, or half as much damage on a successful one. 

Constrict. Melee Weapon Attack: +3 to hit, reach 5 ft., one 

creature. Hit: 1d6+1 bludgeoning damage, and the target is 

grappled if it’s Medium or smaller. Until this grapple ends, 

the creature is restrained, and the serpentine companion 

can't constrict another target. 

 
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Character Options: Factions 

Backgrounds 

Background Faction 

Acolyte Church of the Martyr 

Acolyte Cult of the Suns and Moons 

Criminal Guild of Knives 

Criminal Hunters’ Corporation 

Entertainer University (School of Arts) 

Guild Artisan Brewers’ Guild 

Guild Artisan Corporation of Innkeepers 

Guild Artisan Fellowship of the Weavers 

Guild Merchant Guild of Trades 

Hermit Wondertree Covens 

Noble Council 

Outlander Wondertree Covens 

Sage University (School of Magic) 

Soldier City Watch 

The Brewer’s Guild 

The Church of the Martyr 

T JUG OF THE BREWERS 

Wondrous item, rare 

You can expend 1 charge and drink from the jug to regain 

2d4+2 hit points. In addition, you can expend 1 charge and 

name one liquid from beer, honey, mayonnaise, mead, oil, 

vinegar, water (fresh), water (salted), and wine. If you do, the 

jug produces a gallon of the chosen liquid. Afterward, you 

can uncork the jug as an action and pour that liquid out, up 

to one gallon per minute. Once the jug starts producing a 

liquid, it can’t produce a different one until the next dawn. 

    This jug has 3 charges, and it regains 1d3 expended 

charges daily at dawn. 

 

CANDLE OF THE MARTYR 

Wondrous item, rare 

The candle’s magic is activated when the candle is lit, which 

requires an action. After burning for 4 hours, the candle is 

destroyed. You can snuff it out early for use at a later time. 

Deduct the time it burned in increments of 1 minute. 

    While lit, the candle sheds dim light in a 30-foot radius. 

Any creature within that light makes attack rolls, saving 

throws, and ability checks with advantage. 
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City Watch 

The Corporation of Innkeepers 

The Council 

The Cult of the Suns and Moons 

BADGE OF THE WATCH 

Wondrous item, rare 

You can cast the banishment spell (DC 18) once a day with 

this badge. Creatures from the Crossroads are immune to 

this spell. 

 

TOOLS OF THE INNKEEPERS 

Wondrous item, rare 

Your proficiency bonus is doubled for any ability check that 

involves this set of magical Cook’s utensils. 

    In addition, the tools can be used to cast the heroes’ feast 

spell once. If this spell is cast, the Tools of the Innkeepers 

lose their magic. 

 

INSIGNIA OF THE COUNCIL 

Wondrous item, rare 

When you activate this insignia, you can cast the command, 

counterspell or dispel magic spell. You can do so without 

expending a spell slot or providing any components. The 

spell’s save DC is 15, and the spellcasting ability modifier for 

any spell effects is +4. 

    This insignia has 3 charges, and it regains 1d3 expended 

charges daily at dawn. Each activation of the insignia expends 

1 charge. 
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The Fellowship of the Weavers 

Guild of Knives 

The Guild of Trades 

MOONCHARM 

Wondrous item, rare (requires attunement) 

While wearing this charm, you have advantage on 

Intelligence, Wisdom and Charisma saving throws. 

SUNCHARM 

Wondrous item, rare (requires attunement) 

While wearing this charm, you have advantage on Strength, 

Dexterity and Constitution saving throws. 

 

NEEDLE OF THE WEAVERS 

Weapon (dart), uncommon 

You gain a +1d4 bonus to damage rolls made with this magic 

weapon. 

 

MARK OF THE KNIVES 

Wondrous item, uncommon 

This magical tattoo is usually invisible, but you can make it 

appear for 1 round as an action. When you show it, you have 

advantage on Charisma (Intimidation) checks. 

 

SIGNET OF THE GUILD OF TRADES 

Wondrous item, rare 

You have advantage on Charisma (Persuasion) checks. 
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The Hunters’ Corporation 

The University 

The Wondertree Covens 

 

MARK OF THE HUNTERS 

Wondrous item, uncommon 

This magical tattoo is usually invisible, but you can make it 

appear for 1 round as an action. You can cast the message 

cantrip with the tattoo, without providing any somatic and 

material component. You still have to whisper the message, 

but your verbal component cannot by heard by anyone but 

the target of the spell. 

 

UNIVERSITY BOOKMARK 

Wondrous item, uncommon 

This magical bookmark can be activated to cast the detect 

magic and identify spells. You can do so without expending a 

spell slot or providing any components. 

    The bookmark has 3 charges, and it regains 1d3 expended 

charges daily at dawn. Each activation of the bookmark 

expends 1 charge. 

 

COVEN DAGGER 

Weapon (dagger), rare (requires attunement) 

You gain a +1 bonus to attack and damage rolls made with 

this magic weapon. 

    You can use a bonus action to speak this magic dagger’s 

command word, causing the blade to shine with moonlight. 

While the dagger is shining, it sheds dim light in a 10-foot 

radius, and it deals an extra 1d8 radiant damage to any target 

it hits. The moonlight lasts until you use a bonus action to 

speak the command word again or until you drop or 

sheathe the dagger. 
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Character Options: Birthmark Feats 

Mistborn 

• 

• 

Moonmark 

• 

• 

Summer Scar 

• 

• 

Wanderlust 

• 

• 

Winter Scar 

• 

• 

 

T 
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THE TOUR, DAY ONE 
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Day One, Morning: The Castle Ward 

Kingsgate 

W 

F 
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Lialda, Master of Trades 

Lialda Eirinel 

Medium humanoid (elf), lawful neutral 

 
Armor Class 26 

Hit Points 110 (20d8 + 20) 

Speed 30 ft. 

 
STR DEX CON INT WIS CHA 

10 (+0) 18 (+4) 13 (+1) 20 (+5) 19 (+4) 20 (+5) 

 
Saving Throws STR +2, DEX +6, CON +3, INT +7, WIS +12, 

CHA +13 

Skills History +11, Investigation +17, Insight +16, Perception 

+16, Deception +11, Intimidation +11, Persuasion +17 

Senses Darkvision 60 ft., Passive Perception 26 

Languages Common, Dwarvish, Elvish, Gnomish, Orcish 

Challenge 16 (15,000 XP) 

 
Special Equipment. Lialda wears a cloak of protection, a ring 

of invisibility, a ring of protection, and a scarab of protection. 

She wields a returning dagger, +3. 

Fey Ancestry. Lialda has advantage on saving throws against 

being charmed, and magic can’t put her to sleep. 

Legendary Resistance (3/day). If Lialda fails a saving throw, 

she can choose to succeed instead. 

Master of Trades. Lialda can attune to up to 4 magic items. 

Superior Defense. While Lialda is wearing no armor and 

wielding no shield, her AC includes her Intelligence and 

Charisma modifiers. 

Scarab of Resistance. While wearing her scarab of protection, 

Lialda has advantage on saving throws against spells and 

other magical effects. 

Actions 

Multiattack. Lialda makes three attacks with her Dagger +3. 

+3 Dagger. Melee or Ranged Weapon Attack: +13 to hit, reach 

5 ft. or range 20/60 ft., one target. Hit: 9 (1d4 + 7) piercing 

damage. The dagger returns to Lialda’s hand immediately 

after it is used to make a ranged attack.  

Legendary Actions 

Lialda 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 turn. 

Lialda regains spent legendary actions at the start of her turn. 

Quick Step. Lialda moves up to her speed without provoking 

opportunity attacks. 

Attack (Costs 2 Actions). Lialda makes one attack with her 

dagger +3. 

ADVENTURE SEED: ECHOES OF THE PAST 

The characters are hired at Nightfair to smuggle a sealed jar 

to Lialda. Apparently, the jar contains something dangerous 

and valuable. The characters are attacked several times on 

the way to Kingsgate by thugs trying to rob them. If they 

make it to Lialda, she finally opens the jar, which turns out to 

be full of lost toys from Lialda’s childhood. 
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Jamir, Master of the Weavers 

Jamir Hrendel 

Small humanoid (halfling), neutral evil 

 
Armor Class 17 

Hit Points 60 (12d6 + 12) 

Speed 25 ft. 

 
STR DEX CON INT WIS CHA 

8 (-1) 16 (+3) 12 (+1) 14 (+2) 11 (+0) 18 (+4) 

 
Saving Throws DEX +8, INT +5 

Skills Acrobatics +8, Deception +14, History +5, Insight +12, 

Intimidation +9, Investigation +10, Perception +12, 

Persuasion +14, Sleight of Hand +8, Stealth +8 

Senses Passive Perception 22 

Languages Common, Gnomish, Halfling, Thieves’ cant 

Challenge 10 (5,900 XP) 

 
Special Equipment. Jamir wields two daggers, +2. He wears a 

leather armor, +3.  

Evasion. If Jamir is subjected to an effect that allows him to 

make a Dexterity saving throw to take only half damage, 

Jamir instead takes no damage if he succeeds on the saving 

throw, and only half damage if he fails. 

Sneak Attack. Once per turn, Jamir can deal an extra 6d6 

damage to one creature he hits with an attack with a finesse 

or ranged weapon if he has advantage on the attack roll, or 

when the target is within 5 feet of an ally of Jamir’s that isn’t 

incapacitated and Jamir doesn’t have disadvantage on the 

attack roll. 

Actions 

Multiattack. Jamir makes two attacks with his Dagger +2. 

+2 Dagger. Melee or Ranged Weapon Attack: +10 to hit, 

reach 5 ft. or range 20/60 ft., one target. Hit: 7 (1d4 + 5) 

piercing damage. 

Reactions 

Uncanny Dodge. When an attacker that Jamir can see hits 

him with an attack, Jamir can use his reaction to halve the 

attack’s damage against him. 

Deren, Master of the Innkeepers 

Deren Kalador 

Medium humanoid (human), lawful good 

 
Armor Class 21 

Hit Points 144 (17d8 + 68) 

Speed 30 ft. 

 
STR DEX CON INT WIS CHA 

18 (+4) 16 (+3) 19 (+4) 11 (+0) 14 (+2) 10 (+0) 

 
Saving Throws STR +8, CON +8 

Skills Athletics +8, Insight +6, Investigation +4, Perception 

+6, Persuasion +4 

Senses Passive Perception 16 

Languages Common, Elvish 

Challenge 9 (5,000 XP) 

 
Special Equipment. Deren wields a longsword of warning and 

a shield, +1. He wears a Mithral half plate, +1.  

Indomitable (2/day). Deren can reroll a saving throw that he 

fails. He must use the new roll. 

Superior Critical. Deren’s weapon attacks score a critical hit 

on a roll of 18–20. 

Actions 

Multiattack. Deren makes four melee weapon attacks. 

Longsword of Warning. Melee Weapon Attack: +8 to hit, 

reach 5 ft., one target. Hit: 10 (1d8 + 6) piercing damage. 

Crossbow. Ranged Weapon Attack: +7 to hit, range 100/400 

ft., one target. Hit: 8 (1d10 + 3) piercing damage. 
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Town Hall 

Krolmnite, Brewers’ Master 

O 

ADVENTURE SEED: A FAVOR FOR A FAVOR 

Deren finds himself in the unusual position of needing a 

favor from someone. A group of his tavern guards are sick 

due to food poisoning, and he can’t find anyone to protect 

the dodgy Black Horse Inn at the Docks. In exchange for the 

adventurers’ help in defending Otto, the innkeeper, for one 

night, he promises to assist them in whatever they need. 

    The adventurers have to make sure that both inn and 

innkeeper survive the night. Unfortunately, the Black Horse 

has a lot of issues.  

    First, there is an invasion of rats in the basement (that are 

actually imps summoned by a competitor). Then, drunk orcs 

are looking for trouble and try to get into a fight with other 

customers. Finally, a thief tries to steal Otto’s money from a 

locker behind the counter, and she’s ready to stab whoever 

hinders her escape.  

 

ADVENTURE SEED: THE DEVIL WEARS DRAGA 

Apprentice tailor Adria, tired of her boss Ysanne’s excessive 

demands and humiliating treatment, hires the adventurers to 

find compromising information about Ysanne, who is one of 

the tailors of the Fellowship of the Weavers behind the huge 

success of Draga cloaks. 

    If the characters investigate (and manage to defeat or 

elude Ysanne’s numerous bodyguards), they find Ysanne 

stealing Draga cloaks from the Fellowship of the Weavers to 

sell at half price to a family of tieflings. If they manage to 

expose her, they get rewarded by both Adria and Jamir. 
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Krolmnite Gardenmist 

Small humanoid (gnome), chaotic neutral 

 
Armor Class 12 (15 with mage armor) 

Hit Points 75 (15d6 + 30) 

Speed 25 ft. 

 
STR DEX CON INT WIS CHA 

6 (-2) 14 (+2) 15 (+2) 20 (+5) 13 (+1) 12 (+1) 

 
Saving Throws INT +9, WIS +5 

Skills Arcana +13, History +13 

Senses Darkvision 60 ft., Passive Perception 11 

Languages Common, Gnomish, Elvish 

Challenge 12 (8,400 XP) 

 
Gnome Cunning. Krolmnite has advantage on Intelligence, 

Wisdom, and Charisma saving throws against magic. 

Spellcasting. Krolmnite is a 16th-level spellcaster. Their 

spellcasting ability is Intelligence (spell save DC 17, +9 to hit 

with spell attacks). Krolmnite has the following spells 

prepared: 

Cantrips (at will): acid splash, fire bolt, mage hand, mending, 

prestidigitation 

1st level (4 slots): detect magic, identify, mage armor*, jump 

2nd level (3 slots): enhance ability, mirror image, misty step 

3rd level (3 slots): fireball, fly, lightning bolt 

4th level (3 slots): fire shield, polymorph, stoneskin* 

5th level (3 slots): cone of cold, scrying 

6th level (1 slot): flesh to stone 

7th level (1 slot): regenerate 

8th level (1 slot): glibness 

*Krolmnite casts these spells on themself before combat. 

Actions 

Dagger. Melee or Ranged Weapon Attack: +6 to hit, reach 5 

ft. or range 20/60 ft., one target. Hit: 2 (1d4 + 2) piercing 

damage. 

Hansi, Lord of the Council 
ADVENTURE SEED: MONEY, MONEY, MONEY 

The adventurers are due to be paid after a job for the 

Brewers. However, rather than paying them with gold, 

Krolmnite’s attendant hands them a payslip that will allow 

them to get the money at Kingsgate in ten days. The payslip 

needs to be filled in with the characters’ details and other 

information, and the attendant recommends them to fill in 

the whole document before going to Kingsgate.  

    Upon their arrival at Kingsgate, they realise the form was 

not supposed to be filled in and are accused of fraud and 

imprisoned for their actions. When the characters are 

released (or evade), they realise that they missed the money 

collection, and the attendant kept it all for himself. 

    If they face the attendant, he tries to explain that he 

cheated them to return the money to the Brewers’ Guild, 

which is facing a dire economic situation. If they insist on 

having their money, the attendant attacks the characters and 

tries to kill them. 

 

ADVENTURE SEED: MYSTERIOUS STRANGER 

A tall, handsome elf in fine clothes approaches the characters 

in the streets. He seems to know their names and says he 

has information that would be very valuable to them if they 

chose to return to the same spot that night. When they do, 

the stranger is nowhere to be seen, but the characters see 

Hansi and Vanya leaving Town Hall hand in hand. When 

Hansi goes back inside, Vanya is attacked by kidnappers. If 

the characters escort her back to her house in the District of 

Lights, they are ambushed again at Vanya’s place. After 

saving her, she rewards them. Hansi pays for their silence. 
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Hansi Ythinel Icarus 

Medium humanoid (human), chaotic good 

 
Armor Class 19 

Hit Points 110 (20d8 + 20) 

Speed 30 ft. 

 
STR DEX CON INT WIS CHA 

10 (+0) 16 (+3) 13 (+1) 16 (+3) 15 (+2) 24 (+7) 

 
Saving Throws STR +1, DEX +10, CON +8, INT +4, WIS +9, 

CHA +14 

Skills Acrobatics +9, Arcana +9, Deception +19, History +9, 

Insight +8, Intimidation + 19, Investigation +9, Perception 

+8, Performance +19, Persuasion +19, Stealth + 9 

Senses Passive Perception 18 

Languages Common, Elvish 

Challenge 20 (25,000 XP) 

 
Special Equipment. Hansi wears a cloak of invisibility, a ring 

of protection, and a studded leather, +3. He wields a dancing 

shortsword, and a Cubic Gate. 

Cutting Words. When a creature (that's not immune to being 

charmed) Hansi can see within 60 ft. makes an attack roll 

against him, subtract 1d4 from the creature's roll. 

Legendary Resistance (3/day). If Hansi fails a saving throw, 

he can choose to succeed instead. 

Spellcasting. Hansi is a 20th-level spellcaster. His 

spellcasting ability is Charisma (spell save DC 21, +13 to hit 

with spell attacks). Hansi knows the following spells: 

Cantrips (at will): dancing lights, message, prestidigitation, 

vicious mockery 

1st level (4 slots): charm person, disguise self, feather fall, 

Tasha’s hideous laughter 

2nd level (3 slots): calm emotions, invisibility, suggestion 

3rd level (3 slots): counterspell, dispel magic, nondetection 

4th level (3 slots): charm monster, confusion 

5th level (3 slots): dominate person, hold monster 

6th level (2 slots): mass suggestion, true seeing 

7th level (2 slots): mirage arcane, plane shift 

8th level (1 slot): dominate monster, feeblemind 

9th level (1 slot): foresight, wish 

Actions 

Multiattack. Hansi makes two attacks with his Dancing 

Shortsword, then casts a spell. 

Dancing Shortsword. Melee Weapon Attack: +9 to hit, reach 

30 ft., one target. Hit: 6 (1d6 + 3) piercing damage.  

Legendary Actions 

Hansi 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 turn. 

Hansi regains spent legendary actions at the start of his turn. 

Attack. Hansi makes one attack with his dancing shortsword. 

Cast Spell. Hansi casts a spell of 3rd level or lower. 

Legendary Inspiration. A creature (other than Hansi) within 

60 ft. that can hear Hansi adds 1d12 to its next ability check, 

attack roll, or saving throw. 

Jacob the Watchmaker 

ADVENTURE SEED: TIME IS RUNNING OUT 

One of Jacob’s clocks is in need of a special replacement 

spring. If the clock stops, the magic of the clock will stop 

working, and the only replacement can be found at Khor 

Keep. The characters are hired to hurry there and return with 

the missing piece in less than a day. 

    On the way there and back, they have to face hungry bears, 

an ice storm, and an avalanche. Additionally, they must also 

find a way to convince an angry, sleepy gnome to allow them 

entrance into Khor Keep and speak to Ghindo. 

 

ADVENTURE SEED: SHOWERS FOR THE BREWERS 

Every night for a week, a Kingsgate accountant is kidnapped 

and found again the morning after, naked and half-poisoned 

in the fountains of Town Hall, with no memory of the night 

before. All of the accountants work for the Brewers, and the 

characters are hired by the Guild to investigate the Guild of 

Trades, who they suspect is behind the assaults. 

    The adventurers can either discover that the accountants 

jumped into the fountains on their own, or that all the 

kidnapped accountants had debts that had been forgiven 

right after their kidnapping. 

    The entire case is rigged. The accountants agreed to test 

dangerous brews on themselves in exchange for money, and 

the Guild is using the kidnapping to also frame competitors. 
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Jacob Khariel 

Medium humanoid (human), lawful evil 

 
Armor Class 10 

Hit Points 117 (18d8 + 36) 

Speed 30 ft. 

 
STR DEX CON INT WIS CHA 

9 (-1) 11 (+0) 14 (+2) 20 (+5) 12 (+1) 10 (+0) 

 
Saving Throws CON +8, INT +10 

Skills Arcana +10, Insight +7, Investigation +10, Persuasion 

+6, Sleight of Hand +6 

Senses Passive Perception 11 

Languages Common, Dwarvish, Gnomish 

Challenge 17 (18,000 XP) 

 
Legendary Resistance (3/day). If Jacob fails a saving throw, 

he can choose to succeed instead. 

Spellcasting. Jacob is a 19th-level spellcaster. His spellcasting 

ability is Intelligence (spell save DC 18, +10 to hit with spell 

attacks). Jacob has the following spells prepared: 

Cantrips (at will): acid splash, mage hand, mending, 

prestidigitation 

1st level (4 slots): absorb elements, cure wounds, heroism, 

sanctuary, shield 

2nd level (3 slots): detect thoughts, invisibility, misty step, 

suggestion 

3rd level (3 slots): counterspell, dispel magic 

4th level (3 slots): greater invisibility, fabricate 

5th level (3 slots): telekinesis, wall of force 

6th level (2 slots): circle of death, disintegrate 

7th level (1 slots): forcecage, teleport 

8th level (1 slot): maze 

9th level (1 slot): time stop 

Actions 

Dagger. Melee or Ranged Weapon Attack: +5 to hit, reach 5 ft. 

or range 20/60 ft., one target. Hit: 2 (1d4) piercing damage. 

Legendary Actions 

Jacob 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 turn. Jacob 

regains spent legendary actions at the start of his turn. 

Cast Spell. Jacob casts a spell of 3rd level or lower. 

Momentary Stasis. Jacob magically forces a creature he can 

see within 60 feet of him to make a Constitution saving 

throw (DC 19). Unless the saving throw is a success, the 

creature is encased in a field of magical energy until the end 

of Jacob’s next turn or until the creature takes any damage. 

While encased in this way, the creature is incapacitated and 

has a speed of 0. 

Ravage of Time. Jacob targets a creature he can see within 60 

feet, putting its physical form through the devastation of 

rapid aging. The target must make a Constitution saving 

throw, taking 5d12 necrotic damage on a failed save, or half 

as much damage on a successful one. 

The Fortress 

T 
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Watch Commander Charming 

Charming 

Medium humanoid (half-orc), lawful good 

 
Armor Class 18 (plate)  

Hit Points 252 (24d8 + 144) 

Speed 30 ft. 

 
STR DEX CON INT WIS CHA 

24 (+7) 15 (+2) 22 (+6) 7 (-2) 14 (+2) 10 (+0) 

 
Saving Throws STR +13, CON +12 

Skills Athletics +13, Perception +8, Survival +8 

Damage Resistances nonmagical damage 

Senses Darkvision 60 ft., Passive Perception 18 

Languages Common 

Challenge 18 (20,000 XP) 

 
Special Equipment. Charming wields a sunscythe and a heavy 

crossbow, +2. He wears an armor of invulnerability and a ring 

of spell turning. 

Legendary Resistance (3/day). If Charming fails a saving 

throw, he can choose to succeed instead. 

Spell Turning. While wearing his ring of spell turning, 

Charming has advantage on saving throws against any spell 

that targets only him (not in an area of effect). In addition, if 

he rolls a 20 for the save and the spell is 7th level or lower, 

the spell has no effect on Charming and instead targets the 

caster, using the slot level, spell save DC, attack bonus, and 

spellcasting ability of the caster. 

Superior Critical. Charming’s weapon attacks score a critical 

hit on a roll of 18–20. 

Actions 

Multiattack. Charming makes four melee weapon attacks. 

Sunscythe. Melee Weapon Attack: +16 to hit, reach 10 ft., one 

target. Hit: 19 (2d8 + 10) radiant damage. This weapon 

ignores resistance to radiant damage.  

+2 Heavy Crossbow. Ranged Weapon Attack: +10 to hit, 

range 100/400 ft., one target. Hit: 9 (1d10 + 4) piercing 

damage. 

Invulnerable (1/day). Charming makes himself immune to 

nonmagical damage for 10 minutes or until he is no longer 

wearing the armor of invulnerability.  

Legendary Actions 

Charming 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 turn. 

Charming regains spent legendary actions at the start of his 

turn. 

Attack. Charming makes one weapon attack. 

Cleave (Costs 3 Actions). Charming moves up to his speed 

without provoking opportunity attacks, then makes one 

attack with his sunscythe. He can make one attack against 

each creature he moves past. 

ADVENTURE SEED: DOUBLE TROUBLE 

Two con artists are impersonating Alehen and Eva Faberga, 

buying expensive items and billing the Faberga household. 

The fake twins disappear as soon as the City Watch is nearby, 

so the adventurers are asked to investigate undercover. The 

impersonators are two illusionists who have set up base at a 

warehouse next to the Harbour. The warehouse is full of 

traps, and several thugs also make an appearance.  
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Alehen and Eva Faberga Faberga Twin 

Medium humanoid (human), neutral good 

 
Armor Class 18 (plate) 

Hit Points 136 (16d8 + 64) 

Speed 30 ft. 

 
STR DEX CON INT WIS CHA 

20 (+5) 16 (+3) 18 (+4) 12(+1) 12 (+1) 18 (+4) 

 
Saving Throws STR +9, DEX +7, CON +8 

Skills Athletics +9, Investigation +5, Insight +5, Perception +5, 

Persuasion +8 

Senses Passive Perception 15 

Languages Common, Dwarvish, Elvish, Gnomish, Orcish 

Challenge 10 (5,900 XP) 

 
Special Equipment. Each twin wields a greatsword, +2. 

Indomitable (3/day). The twin can reroll a saving throw that 

she fails. She must use the new roll. 

Teamwork. If both Faberga twins are within 10 feet of each 

other and can see and hear each other, they have advantage 

on ability checks, saving throws and attack rolls.  

Actions 

Multiattack. The twin makes three weapon attacks. 

+2 Greatsword. Melee Weapon Attack: +11 to hit, reach 5 ft., 

one target. Hit: 14 (2d6 + 7) piercing damage. 

Shortbow. Ranged Weapon Attack: +7 to hit, range 80/320 

ft., one target. Hit: 6 (1d6 + 3) piercing damage. 

 
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Day One, Afternoon: Hightown 

The District of Lights 

Falrinn the Alchemist 

H 

O 
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Falrinn Gardenmist 

Small humanoid (gnome), chaotic good 

 
Armor Class 12 (15 with mage armor) 

Hit Points 78 (12d6 + 24) 

Speed 25 ft. 

 
STR DEX CON INT WIS CHA 

7 (-2) 14 (+2) 15 (+2) 16 (+3) 8 (-1) 12 (+1) 

 
Saving Throws INT +7, WIS +3 

Skills Arcana +7, History +7 

Senses Darkvision 60 ft., Passive Perception 9 

Languages Common, Gnomish, Elvish 

Challenge 9 (5,000 XP) 

 
Gnome Cunning. Falrinn has advantage on Intelligence, 

Wisdom, and Charisma saving throws against magic. 

Spellcasting. Falrinn is a 10th-level spellcaster. His 

spellcasting ability is Intelligence (spell save DC 15, +7 to hit 

with spell attacks). Falrinn has the following spells prepared: 

Cantrips (at will): fire bolt, light, mage hand, mending 

1st level (4 slots): detect magic, identify, mage armor 

2nd level (3 slots): alter self, knock, misty step 

3rd level (3 slots): blink, fireball, slow 

4th level (3 slots): polymorph, fabricate 

5th level (1 slots): telekinesis 

Philosophers’ Stone. Falrinn carries a magic stone he crafted 

that grants its bearer one of the following effects: 

• Darkvision out to a range of 60 feet 

• Extra 10 feet of speed while the bearer is unencumbered 

• Proficiency with Constitution saving throws 

• Resistance to acid, cold, fire, lightning, or thunder 

damage 

If Falrinn has the stone and casts a transmutation spell of 1st 

level or higher, he can change the effect of the stone.  

Actions 

Master Alchemist. Falrinn consumes the reserve of 

transmutation magic stored within his transmuter’s stone in 

a single burst. When he does so, he chooses one of the 

following effects and the transmuter’s stone can’t be used 

until he finishes a long rest. 

• Major Transformation. Falrinn can transmute one 

nonmagical object—no larger than a 5-foot cube—into 

another nonmagical object of similar size and mass and 

of equal or lesser value. He must spend 10 minutes 

handling the object to transform it. 

• Panacea. Falrinn removes all curses, diseases, and 

poisons affecting a creature that he touches with the 

transmuter’s stone. The creature also regains all its hit 

points. 

• Restore Life. Falrinn casts the raise dead spell on a 

creature he touches with the transmuter’s stone. 

• Restore Youth. Falrinn touches the transmuter’s stone to 

a willing creature, and that creature’s apparent age is 

reduced by 3d10 years, to a minimum of 13 years. This 

effect doesn’t extend the creature’s lifespan. 

 

Artia the Gunslinger 

ADVENTURE SEED: ELIXIR OF YOUTH 

Falrinn finds Xana, his shop assistant at the Brazen Vial, 

murdered in cold blood, and the alchemical formula for the 

elixir of youth that he has been working on for months has 

disappeared. The City Watch investigation leads nowhere, so 

Falrinn hires the adventurers to check if his elixir has ended 

up on the black market at the Trade Fair.  

    If the characters investigate without being discrete, several 

gangs attack them. However, while all of them are interested 

in the elixir, none have any information apart from the names 

of some thieves who disappeared the night of the murder. 

    The thieves’ house is locked and protected by magical 

traps, but a secret door in the basement leads to a small 

room containing the withered bodies of three extremely old 

men found clutching the missing formula in their hands.  

    The old men are the thieves who mistakenly tried to brew 

the elixir without great care, resulting in the potion that aged 

them to their deaths. Falrinn rewards the adventurers and 

burns the formula, saying it’s too dangerous for the world. 
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Artia de Nuille 

Medium humanoid (human), lawful evil 

 
Armor Class 15 (studded leather) 

Hit Points 78 (12d8 + 24) 

Speed 30 ft. 

 
STR DEX CON INT WIS CHA 

11 (+0) 16 (+3) 15 (+2) 13 (+1) 11 (+0) 10 (+0) 

 
Saving Throws DEX +6, INT +4 

Skills Acrobatics +6, Deception +3, Perception +3, Stealth +9 

Senses Passive Perception 13 

Languages Common, Gnomish 

Challenge 8 (3,900 XP) 

 
Evasion. If Artia is subjected to an effect that allows him to 

make a Dexterity saving throw to take only half damage, Artia 

instead takes no damage if he succeeds on the saving throw, 

and only half damage if he fails. 

Deadeye Shot (2/day). Artia has advantage on his next attack 

roll. 

Sneak Attack (1/turn). Artia deals an extra 14 (4d6) damage 

when he 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 Artia that isn’t incapacitated and Artia 

doesn’t have disadvantage on the attack roll. 

Gunslinger. Being within 5 feet of a hostile creature or 

attacking at long range doesn’t impose disadvantage on 

Artia’s ranged attack rolls with a pistol. In addition, Artia 

ignores half cover and three-quarters cover when making 

ranged attacks with a pistol. 

Actions 

Multiattack. Artia makes two pistol attacks. 

Pistol. Ranged Weapon Attack: +6 to hit, range 30/90 ft., one 

target. Hit: 9 (1d10 + 4) piercing damage. 

Wharf East 
Chef Silvio 

A 

ADVENTURE SEED: SECRET INGREDIENTS 

Silvio hires the adventurers to find a rare blue mushroom 

that grows only in the Deadwood, near an abandoned village 

called Wondertree. 

    When the characters go there, they are attacked by several 

wild animals. They soon realise that Wondertree is not as 

abandoned as they once believed, and that the blue 

mushrooms only grow in the garden of a malevolent witch. 
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Silvio Brusconi 

Small humanoid (halfling), neutral 

 
Armor Class 11 (16 with barkskin) 

Hit Points 22 (5d6 + 5) 

Speed 25 ft. 

 
STR DEX CON INT WIS CHA 

10 (+0) 12 (+1) 13 (+1) 12 (+1) 15 (+2) 11 (+0) 

 
Saving Throws WIS +4 

Skills Medicine +4, Nature +3, Perception +4 

Senses Passive Perception 14 

Languages Common, Halfling, Druidic 

Challenge 2 (450 XP) 

 
Spellcasting. Silvio is a 4th-level spellcaster. His spellcasting 

ability is Wisdom (spell save DC 12, +4 to hit with spell 

attacks). He has the following druid spells prepared: 

Cantrips (at will): druidcraft, produce flame, shillelagh  

1st level (4 slots): create or destroy water, detect poison and 

disease, goodberry, healing word, purify food and drink  

2nd level (3 slots): barkskin, lesser restoration, locate animals 

or plants 

Actions 

Wooden Spoon. Melee Weapon Attack: +2 to hit (+4 with 

shillelagh), reach 5 ft., one target. Hit: 2 (1d4) bludgeoning 

damage, or 6 (1d8 + 2) bludgeoning damage with shillelagh. 

Chef’s Knife. Melee or Ranged Weapon Attack: +3 to hit, 

reach 5 ft. or range 20/60 ft., one target. Hit: 3 (1d4 + 1) 

piercing damage. 

Kyra of One Button 

Kyra Delbian 

Medium humanoid (half-elf), chaotic neutral 

 
Armor Class 13 (leather) 

Hit Points 27 (6d8) 

Speed 30 ft. 

 
STR DEX CON INT WIS CHA 

10 (+0) 14 (+2) 10 (+0) 12 (+1) 16 (+3) 17 (+3) 

 
Skills Deception +5, Insight +5, Perception +7, Persuasion +7, 

Sleight of Hand +4, Stealth +4 

Senses Darkvision 60 ft., Passive Perception 17 

Languages Common 

Challenge 1 (200 XP) 

 
Cunning Action. On each of her turns, Kyra can use a bonus 

action to take the Dash, Disengage, or Hide action. 

Innate Spellcasting. Kyra’s spellcasting ability is Charisma 

(spell save DC 12). She can innately cast the following spells: 

At will: friends, guidance, vicious mockery 

Sneak Attack (1/turn). Kyra 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 Kyra that isn’t incapacitated and Kyra doesn’t 

have disadvantage on the attack roll. 

Actions 

Multiattack. Kyra makes two melee attacks. 

Rapier. Melee Weapon Attack: +4 to hit, reach 5 ft., one 

target. Hit: 6 (1d8 + 2) piercing damage. 

The Golden District 

I 

ADVENTURE SEED: SHOPLIFTERS 

Annoyed by a series of small thefts in her stores, Kyra 

suspects one of her shop assistants, Nao, and hires the party 

to investigate without involving the City Watch. If the party 

follows Nao, they realise she is actually behind the thefts, but 

if questioned she denies it and say she has been experiencing 

weird lapses of memory when the shoplifting happens. 

    Investigating further leads to a band of gnome enchanters 

that steals from shops through magical suggestion, 

compulsion, and memory manipulation. 
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Gall and Mya 

Gall Doran  

Medium humanoid (elf), lawful neutral 

 
Armor Class 18 (studded leather, shield) 

Hit Points 112 (15d8 + 45) 

Speed 30 ft. 

 
STR DEX CON INT WIS CHA 

15 (+2) 18 (+4) 16 (+3) 10 (+0) 12 (+1) 15 (+2) 

 
Saving Throws STR +5, DEX +7, CON +6 

Skills Athletics +8, Performance +5 

Senses Darkvision 60 ft., Passive Perception 11 

Languages Common, Elvish 

Challenge 5 (1,800 XP) 

 
Fey Ancestry. Gall has advantage on saving throws against 

being charmed, and magic can’t put him to sleep. 

Actions 

Multiattack. Gall makes three melee or two ranged attacks. 

Spear. Melee or Ranged Weapon Attack: +7 to hit, reach 5 ft. 

and range 20/60 ft., one target. Hit: 11 (2d6 + 4) piercing 

damage. 

Shield Bash. Melee Weapon Attack: +7 to hit, reach 5 ft., one 

creature. Hit: 9 (2d4 + 4) bludgeoning damage. If the target 

is a Medium or smaller creature, it must succeed on a DC 15 

Strength saving throw or be knocked prone. 

Reactions 

Parry. Gall adds 3 to his AC against one melee attack that 

would hit him. To do so, Gall must see the attacker and be 

wielding a melee weapon. 

 

Mya Doran 

Medium humanoid (human), chaotic neutral 

 
Armor Class 16 (studded leather) 

Hit Points 75 (10d8 + 30) 

Speed 30 ft. 

 
STR DEX CON INT WIS CHA 

11 (+0) 18 (+4) 16 (+3) 11 (+0) 13 (+1) 10 (+0) 

 
Saving Throws DEX +6, CON +5 

Skills Acrobatics +6, Perception +5 

Senses Passive Perception 15 

Languages Common, Elvish 

Challenge 3 (700 XP) 

 
Archer’s Eye (3/day). As a bonus action, Mya can add 1d10 to 

her next attack or damage roll with a longbow or shortbow. 

Actions 

Multiattack. Mya makes two attacks with her Longbow. 

Shortsword. Melee Weapon Attack: +6 to hit, reach 5 ft., one 

target. Hit: 7 (1d6 + 4) piercing damage. 

Longbow. Ranged Weapon Attack: +6 to hit, range 150/600 

ft., one target. Hit: 8 (1d8 + 4) piercing damage. 

ADVENTURE SEED: DESTRUCTIVE RENOVATION 

Gall and Mya, while renovating the cellar in Heroes’ Hall, 

discover a strange stone door behind some shelves. When 

they open it, a band of goblins swarms out of it. 

ADVENTURE SEED: LOVE LETTER 

A concerned father approaches the party at the Golden Drake 

and asks for their help. His daughter has been exchanging 

love letters with a man for the last month, and he doesn't 

approve. He pleads with the party to help him end the union. 

    The girl’s beloved is a notorious burglar, and while looking 

for him, the characters are attacked by both his associates 

and his enemies. However, it turns out the burglar actually 

died two weeks ago, and the daughter has been faking her 

romantic correspondence solely to annoy her father. 
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The Gryphon College Trio 

Alina 

Medium humanoid (human), lawful evil 

 
Armor Class 18 

Hit Points 78 (12d8 + 24) 

Speed 50 ft. 

 
STR DEX CON INT WIS CHA 

25 (+7) 20 (+5) 14 (+2) 13 (+1) 16 (+3) 8 (-1) 

 
Saving Throws STR +12, DEX +10 

Skills Acrobatics +9, Deception +3, Insight +7, Stealth +9 

Senses Passive Perception 13 

Languages Common, Draconic 

Challenge 8 (3,900 XP) 

 
Special Equipment. Alina wears a belt of fire giant strength. 

Shadow Step. When Alina is in dim light or darkness, as a 

bonus action she can teleport up to 60 ft. to an unoccupied 

space she can see that is also in dim light or darkness. She 

then has advantage on the first melee attack she makes 

before the end of the turn. 

Unarmored Defense. While Alina is wearing no armor and 

wielding no shield, her AC includes her Wisdom modifier. 

Actions 

Multiattack. Alina makes three unarmed strikes. 

Unarmed Strike. Melee Weapon Attack: +11 to hit, reach 5 ft., 

one target. Hit: 11 (1d8 + 7) bludgeoning damage. If the 

target is a creature, Alina can choose one of the following 

additional effects: 

• The target must succeed on a DC 15 Strength saving 

throw or drop one item it is holding (Alina’s choice). 

• The target must succeed on a DC 15 Dexterity saving 

throw or be knocked prone. 

• The target must succeed on a DC 15 Constitution saving 

throw or be stunned until the end of the Alina’s next turn. 

Cloak of Shadow. If Alina is in an area of dim light or 

darkness, she becomes invisible. She remains invisible until 

she makes an attack, casts a spell, or is in an area of bright 

light. 

Reactions 

Deflect Missile. In response to being hit by a ranged weapon 

attack, Alina deflects the missile. The damage she takes from 

the attack is reduced by 1d10 + 17. If the damage is reduced 

to 0, Alina catches the missile if it’s small enough to hold in 

one hand and Alina has a hand free. 

Cancarlo de Montserrat 

Medium humanoid (half-elf), neutral 

 
Armor Class 15 (studded leather) 

Hit Points 66 (12d8 + 12) 

Speed 30 ft. 

 
STR DEX CON INT WIS CHA 

8 (-1) 16 (+3) 13 (+1) 10 (+0) 13 (+1) 22 (+6) 

 
Saving Throws DEX +7, CHA +10 

Skills Acrobatics +7, Athletics +3, Deception +14, Insight +5, 

Intimidation + 10, Investigation +8, Perception +9, 

Performance +10, Persuasion +14, Stealth + 7 

Senses Darkvision 60 ft., Passive Perception 18 

Languages Common, Elvish, Goblin 

Challenge 8 (3,900 XP) 

 
Special Equipment. Cancarlo wields a defender rapier, +3. 

Cutting Words. When a creature (that's not immune to being 

charmed) Cancarlo can see within 60 ft. makes an attack roll 

against him, subtract 1d4 from the creature's roll. 

Spellcasting. Cancarlo is a 12th-level spellcaster. His 

spellcasting ability is Charisma (spell save DC 18, +10 to hit 

with spell attacks). Cancarlo knows the following spells: 

Cantrips (at will): mage hand, message, minor illusion, vicious 

mockery 

1st level (4 slots): dissonant whisper, faerie fire, find familiar, 

healing word 

2nd level (3 slots): find steed, silence, suggestion 

3rd level (3 slots): conjure animals, dispel magic 

4th level (3 slots): banishment, polymorph 

5th level (2 slots): animate objects, legend lore, scrying 

6th level (1 slots): eyebite 

Actions 

Multiattack. Cancarlo makes two attacks with his Defender 

Rapier +3. 

+3 Defender Rapier. Melee Weapon Attack: +10 to hit, reach 5 

ft., one target. Hit: 10 (1d8 + 6) piercing damage. The first 

time Cancarlo attacks with the rapier on each of his turns, he 

can transfer some or all of the rapier's bonus to his Armor 

Class, instead of using the bonus on any attacks that turn. 

The adjusted bonuses remain in effect until the start of his 

next turn, although he must hold the sword to gain a bonus 

to AC from it. 

Shortbow. Ranged Weapon Attack: +7 to hit, range 80/320 

ft., one target. Hit: 6 (1d6 + 3) piercing damage, 
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Goran 

Medium humanoid (tiefling), chaotic good 

 
Armor Class 16 (natural armor) 

Hit Points 66 (12d8 + 12) 

Speed 30 ft. 

 
STR DEX CON INT WIS CHA 

9 (-1) 16 (+3) 12 (+1) 13 (+1) 10 (+0) 24 (+7) 

 
Saving Throws CON +5, CHA +11 

Skills Arcana +5, Deception +11, Investigation +5 

Damage Resistances Fire 

Senses Darkvision 60 ft., Passive Perception 10 

Languages Common, Draconic, Infernal 

Challenge 8 (3,900 XP) 

 
Special Equipment. Goran wields a wand of the war mage, 

+3. 

Spellcasting. Goran is a 12th-level spellcaster. His 

spellcasting ability is Charisma (spell save DC 19, +14 to hit 

with spell attacks). Goran knows the following spells: 

Cantrips (at will): fire bolt, light, mage hand, mending, 

message, minor illusion, thaumaturgy 

1st level (4 slots): disguise self, find familiar, unseen servant 

2nd level (3 slots): detect thoughts, misty step, scorching ray 

3rd level (3 slots): counterspell, fireball, fly 

4th level (3 slots): dimension door 

5th level (2 slots): dominate person 

6th level (1 slots): mass suggestion 

Sorcery Points. Goran has 12 sorcery points. He can spend 1 

or more sorcery points when he casts a spell to gain one of 

the following benefits: 

Empowered Spell: When Goran rolls damage for a spell, he 

can spend 1 sorcery point to reroll up to seven of the damage 

dice. He must use the new rolls. 

Heightened Spell: When he casts a spell that forces a creature 

to make a saving throw to resist the spell’s effects, Goran can 

spend 3 sorcery points to give one target of the spell 

disadvantage on its first saving throw against the spell. 

Quickened Spell: When Goran casts a spell that has a casting 

time of 1 action, he can spend 2 sorcery points to change the 

casting time to 1 bonus action for this casting. 

Subtle Spell: When Goran casts a spell, he can spend 1 

sorcery point to cast the spell without any somatic or verbal 

components. 

Twinned Spell: When Goran casts a spell that targets only 

one creature and doesn’t have a range of self, he can spend a 

number of sorcery points equal to the spell’s level to target a 

second creature in range with the same spell (1 sorcery point 

if the spell is a cantrip). 

Actions 

Shortsword. Melee Weapon Attack: +7 to hit, reach 5 ft., one 

target. Hit: 6 (1d6 + 3) piercing damage. 

Light Crossbow. Ranged Weapon Attack: +7 to hit, range 

80/320 ft., one target. Hit: 7 (1d8 + 3) piercing damage. 

Central Market 

 

L 
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Day One, Evening: Oldtown 

The Thousand Churches 

S 

T 
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Trageon, Light of the Depths 

Trageon Duskbeard 

Medium humanoid (dwarf), lawful good 

 
Armor Class 22 (dwarven plate, shield) 

Hit Points 117 (18d8 + 36) 

Speed 25 ft. 

 
STR DEX CON INT WIS CHA 

16 (+3) 10 (+0) 14 (+2) 11 (+0) 17 (+3) 13 (+1) 

 
Saving Throws CON +6, WIS +7 

Skills Performance +5, Persuasion +5, Religion +4 

Senses Darkvision 60 ft., Passive Perception 13 

Languages Common, Dwarvish 

Challenge 11 (7,200 XP) 

 
Special Equipment. Trageon wields the Sceptre of the Suns. 

He wears a dwarven plate. 

Dwarven Resilience. Trageon has advantage on saving 

throws against poison. 

Dwarven Plate. If an effect moves Trageon against his will 

along the ground, he can use his reaction to reduce the 

distance he is moved by up to 10 feet. 

Spellcasting. Trageon is a 9th-level spellcaster. His 

spellcasting ability is Intelligence (spell save DC 15, +7 to hit 

with spell attacks). Trageon has the following spells 

prepared: 

Cantrips (at will): light, sacred flame, spare the dying, 

thaumaturgy 

1st level (4 slots): bless, divine favor, healing word, sanctuary, 

shield of faith 

2nd level (3 slots): augury, lesser restoration, magic weapon, 

prayer of healing, silence, spiritual weapon 

3rd level (3 slots): beacon of hope, crusader’s mantle, dispel 

magic, revivify, spirit guardians, water walk 

4th level (3 slots): banishment, freedom of movement, 

guardian of faith, stoneskin 

5th level (1 slot): flame strike, mass cure wounds, hold 

monster 

Actions 

Multiattack. Trageon makes two melee attacks. 

Sceptre of the Suns. Melee Weapon Attack: +9 to hit, reach 5 

ft., one target. Hit: 10 (3d6 + 5) radiant damage. 

Reactions 

Guided Strike (Recharges after a Short or Long Rest). 

Trageon grants a +10 bonus to an attack roll made by himself 

or another creature within 30 feet of him. Trageon can make 

this choice after the roll is made but before it hits or misses. 

Legendary Actions 

Trageon 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 turn. 

Trageon regains spent legendary actions at the start of his 

turn. 

Attack. Trageon makes one melee attack. 

Cast Spell. Trageon casts a spell of 2nd level or lower. 
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The Harbour 

Thena of Nightfair 

Thena Mistral 

Medium humanoid (half-elf), neutral evil 

 
Armor Class 12 

Hit Points 40 (9d8) 

Speed 30 ft. 

 
STR DEX CON INT WIS CHA 

9 (-1) 14 (+4) 11 (+0) 17 (+3) 12 (+3) 15 (+2) 

 
Saving Throws INT +6, WIS +4 

Skills Arcana +6, Deception +5, Persuasion +5 

Senses Darkvision 60 ft., Passive Perception 11 

Languages Common, Elvish, Gnomish, Sylvan 

Challenge 5 (1,800 XP) 

 
Spellcasting. Thena is a 9th-level spellcaster. Her spellcasting 

ability is Intelligence (spell save DC 14, +6 to hit with spell 

attacks). Thena has the following spells prepared: 

Cantrips (at will): friends, mage hand, message, ray of frost 

1st level (4 slots): charm person*, mage armor, sleep* 

2nd level (3 slots): hold person*, invisibility, suggestion* 

3rd level (3 slots): haste, tongues 

4th level (3 slots): dominate beast* 

5th level (2 slots): hold monster* 

Actions 

Scimitar. Melee Weapon Attack: +5 to hit, reach 5 ft., one 

target. Hit: 5 (1d6 + 2) slashing damage. 

Reactions 

Instinctive Charm (Recharges after Thena Casts an 

Enchantment Spell of 1st Level or Higher). Thena tries to 

magically divert an attack made against her, provided that the 

attacker is within 30 feet of her and visible to her. Thena 

must decide to do so before the attack hits or misses. The 

attacker must make a DC 14 Wisdom saving throw. On a 

failed save, the attacker targets the creature closest to it, 

other than Thena or itself. If multiple creatures are closest, 

the attacker chooses which one to target. 

W 

ADVENTURE SEED: PRIVATE INVESTIGATION  

Thena’s last date, the young Gervasius Dreissen, was still 

heartbroken after she left him. He was sure she was in 

danger—she would’ve never left him and the University and 

disappeared without a trace otherwise. However, when a 

friend told him that Thena had bought the Song and Silence, 

Gervasius decided to hire the adventurers to discover what 

actually happened.  

    Thena won’t say anything but investigating her past might 

reveal a connection to the Knives and also draw the guild’s 

attention. The Knives will try to kill the characters, but after 

being defeated, the boss of a small gang will reveal the truth 

about Thena’s past if threatened. 

    Gervasius, blinded by love, only blames the Knives for 

forcing Thena to kill his brother Linus. But Thena rejects him 

anyway to sever all ties to her past. 
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The District of Stairs 

Gale, Street Painter 

Gale 

Medium humanoid (human), chaotic neutral 

 
Armor Class 12 

Hit Points 27 (6d8) 

Speed 30 ft. 

 
STR DEX CON INT WIS CHA 

10 (+0) 16 (+3) 10 (+0) 12 (+1) 16 (+3) 14 (+2) 

 
Saving Throws WIS +5 

Skills Deception +4, Insight +5, Intimidation +4, Investigation 

+5, Perception +7, Performance +4, Persuasion +4, Sleight of 

Hand +5, Stealth +5 

Senses Passive Perception 17 

Languages Common 

Challenge 1 (200 XP) 

 
Cunning Action. On each of her turns, Gale can use a bonus 

action to take the Dash, Disengage, or Hide action. 

Sneak Attack (1/turn). Gale 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 Gale that isn’t incapacitated and Gale 

doesn’t have disadvantage on the attack roll. 

Actions 

Multiattack. Gale makes two melee attacks. 

Shortsword. Melee Weapon Attack: +5 to hit, reach 5 ft., one 

target. Hit: 6 (1d6 + 3) piercing damage. 

Hand Crossbow. Ranged Weapon Attack: +5 to hit, range 

30/120 ft., one target. Hit: 6 (1d6 + 3) piercing damage. 

A 
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Watch Captain Anton 

Anton Khariel 

Medium humanoid (human), lawful neutral 

 
Armor Class 20 (plate) 

Hit Points 143 (22d8 + 44) 

Speed 30 ft. 

 
STR DEX CON INT WIS CHA 

20 (+5) 15 (+2) 14 (+2) 10 (+0) 14 (+2) 12 (+1) 

 
Saving Throws STR +9, DEX +6 

Skills Athletics +9, Insight +6, Intimidation +5, Perception 

+6, Persuasion +5 

Senses Passive Perception 16 

Languages Common 

Challenge 9 (5,000 XP) 

 
Special Equipment. Anton wields a greatsword, +1 and wears 

a plate armor, +2. 

Indomitable (2/day). Anton rerolls a failed saving throw. 

Second Wind (Recharges after a Short or Long Rest). As a 

bonus action, Anton can regain 20 hit points. 

Actions 

Multiattack. Anton makes three attacks with his Greatsword 

+1. 

+1 Greatsword. Melee Weapon Attack: +9 to hit, reach 5 ft., 

one target. Hit: 13 (2d6 + 6) slashing damage, plus 7 (2d6) 

slashing damage if Anton has more than half of his total hit 

points remaining. 

Shortbow. Ranged Weapon Attack: +6 to hit, range 80/320 

ft., one target. Hit: 5 (1d6 + 2) piercing damage, plus 7 (2d6) 

piercing damage if Anton has more than half of his total hit 

points remaining. 

Garth, Undercity Champion 

Weird Garth 

Medium humanoid (dwarf), chaotic evil 

 
Armor Class 11 (leather) 

Hit Points 45 (6d8 + 18) 

Speed 25 ft. 

 
STR DEX CON INT WIS CHA 

11 (+0) 10 (+0) 16 (+3) 10 (+0) 13 (+1) 14 (+2) 

 
Skills Deception +4, Persuasion +4, Religion +2 

Senses Darkvision 60 ft., Passive Perception 11 

Damage Immunities Poison 

Languages Abyssal, Common, Dwarvish, Infernal 

Challenge 2 (450 XP) 

 
Dark Devotion. Garth has advantage on saving throws 

against being charmed or frightened. 

Spellcasting. Garth is a 4th-level spellcaster. His spellcasting 

ability is Charisma (spell save DC 12, +4 to hit with spell 

attacks). The fanatic has the following spells prepared: 

Cantrips (at will): chill touch, light, sacred flame, 

thaumaturgy 

1st level (4 slots): cause fear, command, inflict wounds 

2nd level (3 slots): blindness/deafness, hold person 

Actions 

Multiattack. Garth makes two melee attacks. 

Dagger. Melee or Ranged Weapon Attack: +2 to hit, reach 5 ft. 

or range 20/60 ft., one creature. Hit: 2 (1d4) piercing 

damage. 

ADVENTURE SEED: FAMILY MATTERS  

Jacob Khariel hires the adventurers to find a precious metal 

he needs from the Trade Fair, since it can’t be bought legally. 

Anton approaches the adventurers and offers to pay double if 

they botch the mission. 

 

ADVENTURE SEED: IMPVASION  

The characters are hired to stop an invasion of imps in a 

belfry in the Thousand Churches. Weird Garth waits for them 

at the top, mumbling rhymes in a forgotten tongue. 
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Skybridge 

Chief Librarian Zertil 

Zertil Ghent 

Medium humanoid (human), neutral 

 
Armor Class 10 (13 with mage armor) 

Hit Points 67 (15d8) 

Speed 30 ft. 

 
STR DEX CON INT WIS CHA 

6 (-2) 10 (+0) 11 (+0) 19 (+4) 13 (+1) 11 (+0) 

 
Saving Throws INT +7, WIS +4 

Skills Arcana +10, History +10, Nature +10, Religion +10 

Senses Passive Perception 11 

Languages Common, Dwarvish, Elvish, Gnomish, Primordial 

Challenge 8 (3,900 XP) 

 
Hidden Lore. Zertil can innately cast Legend Lore at will, 

requiring no somatic, verbal, or material components. 

Spellcasting. Zertil is a 15th-level spellcaster. His spellcasting 

ability is Intelligence (spell save DC 15, +7 to hit with spell 

attacks). Zertil has the following spells prepared: 

Cantrips (at will): light, mage hand, message, ray of frost 

1st level (4 slots): detect magic,* feather fall, mage armor 

2nd level (3 slots): detect thoughts,* locate object*  

3rd level (3 slots): clairvoyance,* fly  

4th level (3 slots): arcane eye,* stoneskin 

5th level (2 slots): Rary’s telepathic bond,* scrying* 

6th level (1 slot): mass suggestion, true seeing* 

7th level (1 slot): teleport 

8th level (1 slot): maze 

*Divination spell of 1st level or higher 

Portent (Recharges after Zertil Casts a Divination Spell of 1st 

Level or Higher). When Zertil or a creature he can see makes 

an attack roll, a saving throw, or an ability check, Zertil can 

roll a d20 and choose to use this roll in place of the attack 

roll, saving throw, or ability check. 

Westgate 

Goldfingers 

S 

I 
ADVENTURE SEED: BOOK HEIST  

The adventurers are hired by a strange man with a catapult 

badge to sneak into the library and steal the Book of the Dead 

from the restricted section. The section, however, is 

protected by magical wards and mimic wardens. 
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Fran Hykarion 

Medium humanoid (half-elf), lawful good 

 
Armor Class 11 (leather) 

Hit Points 44 (8d8 + 8) 

Speed 30 ft. 

 
STR DEX CON INT WIS CHA 

11 (+0) 14 (+2) 12 (+1) 10 (+0) 13 (+1) 17 (+3) 

 
Saving Throws DEX +4, WIS +3 

Skills Perception +5, Persuasion +10, Performance +10 

Senses Darkvision 60 ft., Passive Perception 15 

Languages Common, Elvish 

Challenge 2 (450 XP) 

 
Spellcasting. Fran is a 4th-level spellcaster. Her spellcasting 

ability is Charisma (spell save DC 13, +5 to hit with spell 

attacks). Fran has the following spells prepared: 

Cantrips (at will): friends, mage hand, vicious mockery 

1st level (4 slots): charm person, dissonant whispers, healing 

word, heroism, sleep 

2nd level (3 slots): invisibility, shatter 

Taunt (3/day). Fran can use a bonus action on her turn to 

target one creature within 30 feet of her. If the target can hear 

Fran, the target must succeed on a DC 13 Charisma saving 

throw or have disadvantage on ability checks, attack rolls, 

and saving throws until the start of Fran’s next turn. 

Actions 

Shortsword. Melee Weapon Attack: +4 to hit, reach 5 ft., one 

target. Hit: 5 (1d6 + 2) piercing damage. 

Shortbow. Ranged Weapon Attack: +4 to hit, range 80/320 

ft., one target. Hit: 5 (1d6 + 2) piercing damage. 

 

ADVENTURE SEED: DAMSEL IN DISTRESS  

The adventurers are drinking at the Rose at Westgate when a 

girl slips them a note requesting their help. The girl is 

apparently on a date at the table next to theirs, but if the 

characters observe the couple carefully they notice the girl 

being terrorized and the guy, a tall half-elf in his fifties, 

wielding a dagger under the table.  

    Before the adventurers can act, the couple stands up and 

leaves. When the party chases them, they see the two round a 

corner into a dark alley. However, the alley appears empty. 

The group is then ambushed by the couple, who are actually 

thieves trying to rob them. 
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THE TOUR, DAY TWO 
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Day Two, Morning: The West Ward 

The Ironworks 

Mark of Dullendore Foundry 

G 

O 
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Mark Dullendore 

Medium humanoid (human), lawful evil 

 
Armor Class 18 (plate) 

Hit Points 52 (8d8 + 16) 

Speed 30 ft. 

 
STR DEX CON INT WIS CHA 

16 (+3) 11 (+0) 14 (+2) 11 (+0) 11 (+0) 15 (+2) 

 
Saving Throws CON +4, WIS +2 

Senses Passive Perception 10 

Languages Common 

Challenge 3 (700 XP) 

 
Brave. Mark has advantage on saving throws against being 

frightened. 

Actions 

Multiattack. Mark makes two melee attacks. 

Mastercrafted Warhammer. Melee Weapon Attack: +6 to hit, 

reach 5 ft., one target. Hit: 10 (2d6 + 3) bludgeoning damage. 

Mastercrafted Heavy Crossbow. Ranged Weapon Attack: +3 

to hit, range 100/400 ft., one target. Hit: 5 (1d10) piercing 

damage. 

Leadership (Recharges after a Short or Long Rest). For 1 

minute, Mark can utter a special command or warning 

whenever a nonhostile creature that he can see within 30 feet 

of him makes an attack roll or a saving throw. The creature 

can add a d4 to its roll provided it can hear and understand 

the knight. A creature can benefit from only one Leadership 

die at a time. This effect ends if Mark is incapacitated. 

 

Herid of Hell’s Kitchen 

Herid Shern 

Medium humanoid (tiefling), neutral 

 
Armor Class 17 (leather) 

Hit Points 66 (12d8 + 12) 

Speed 30 ft. 

 
STR DEX CON INT WIS CHA 

12 (+1) 18 (+4) 12 (+1) 14 (+2) 11 (+0) 15 (+2) 

 
Saving Throws DEX +8 

Skills Acrobatics +8, Athletics +5, Persuasion +6 

Senses Darkvision 60 ft., Passive Perception 10 

Languages Common, Infernal 

Challenge 3 (700 XP) 

 
Dark Devotion. Herid has advantage on saving throws 

against being charmed or frightened. 

Innate Spellcasting. Herid’s spellcasting ability is Charisma 

(spell save DC 10). He can innately cast the following spells: 

At will: thaumaturgy 

Lightfooted. Herid can take the Dash or Disengage action as 

a bonus action on each of his turns. 

Suave Defense. While Herid is wearing light or no armor and 

wielding no shield, his AC includes its Charisma modifier. 

Actions 

Multiattack. Herid makes three attacks: one with his 

Mastercrafted Dagger and two with his Mastercrafted Rapier. 

Mastercrafted Dagger. Melee or Ranged Weapon Attack: +7 

to hit, reach 5 ft. or range 20/60 ft., one target. Hit: 6 (1d4 + 

4) piercing damage. 

Mastercrafted Rapier. Melee Weapon Attack: +7 to hit, reach 

5 ft., one target. Hit: 8 (1d8 + 4) piercing damage. 



 

55 

Oak Grove 

George the Clerk 

George Dahl 

Medium humanoid (human), neutral 

 
Armor Class 11 

Hit Points 16 (3d8 + 3) 

Speed 30 ft. 

 
STR DEX CON INT WIS CHA 

11 (+0) 13 (+1) 12 (+1) 12 (+1) 13 (+1) 8 (-1) 

 
Skills History +3, Insight +3 

Senses Passive Perception 11 

Languages Common 

Challenge 1/8 (25 XP) 

 

Actions 

Hedge Shears. Melee Weapon Attack: +3 to hit, reach 5 ft. or 

range 20/60 ft., one target. Hit: 3 (1d4 + 1) slashing damage. 

Spice District 

I 

T 

ADVENTURE SEED: A QUIET NEIGHBORHOOD  

A group of Oak Grove residents contact the characters to 

catch a prankster who moves the scarecrows on the border of 

the Enchanted Garden closer to the town each night. 

    If the characters keep watch, they see a shadow moving the 

scarecrows around midnight. When it notices the 

adventurers, it flees back into the forest. Several traps are on 

the way, and wild animals attack the party during the chase. 

When they catch up with the shadow, she reveals herself as a 

witch trying to scare people away from her hut. 
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Don, Master Sommelier 

Don Porin 

Medium humanoid (human), neutral 

 
Armor Class 12 

Hit Points 16 (3d8 + 3) 

Speed 30 ft. 

 
STR DEX CON INT WIS CHA 

11 (+0) 15 (+2) 12 (+1) 12 (+1) 13 (+1) 14 (+2) 

 
Skills History +3, Insight +3, Performance +4, Persuasion +4 

Senses Passive Perception 11 

Languages Common 

Challenge 1/4 (50 XP) 

 
Wine Magic. Don’s spellcasting ability is Charisma (spell 

save DC 12). He can innately cast the following spells: 

At will: detect poison and disease, purify food and drinks 

Actions 

Dagger. Melee or Ranged Weapon Attack: +4 to hit, reach 5 

ft. or range 20/60 ft., one target. Hit: 4 (1d4 + 2) piercing 

damage. 

Clay Alley 

A 

ADVENTURE SEED: CONFIDENTIALITY AGREEMENT 

Krolmnite enlists the adventurers to find out if Don Porin 

knows the secret recipe for Honeyhammer mead. Don 

promises to tell the characters everything he knows if they go 

to the Duskmire and fetch him a duskrose, a rare flower that 

only grows close to the Old Keep. 

    Fighting through the swamp, the adventurers have to 

survive faerie fires, quicksands, swamp creatures and maybe 

even beasts from the Evermists to find the flower. 

    When they bring it back to Don, he reveals he was never 

even close to the Honeyhammer recipe and apologizes by 

gifting the adventurers a rare and extremely valuable wine. 
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Old Augustus Dreissen 

Augustus Dreissen 

Medium humanoid (human), lawful neutral 

 
Armor Class 12 (leather) 

Hit Points 13 (3d8) 

Speed 30 ft. 

 
STR DEX CON INT WIS CHA 

11 (+0) 12 (+1) 11 (+0) 12 (+1) 14 (+2) 16 (+3) 

 
Skills Deception +5, Insight +4, Persuasion +5 

Senses Passive Perception 12 

Languages Common, Gnomish, Halfling 

Challenge 1/8 (25 XP) 

 

Actions 

Rapier. Melee Weapon Attack: +3 to hit, reach 5 ft., one 

creature. Hit: 5 (1d8 + 1) piercing damage. 

Reactions 

Parry. Augustus adds 2 to his AC against one melee attack 

that would hit him. To do so, Augustus must see the attacker 

and be wielding a melee weapon. 

Finiriel the Silent 

Finiriel 

Medium humanoid (elf), neutral good 

 
Armor Class 11 (14 with mage armor) 

Hit Points 49 (11d8) 

Speed 30 ft. 

 
STR DEX CON INT WIS CHA 

9 (-1) 13 (+1) 11 (+0) 10 (+0) 12 (+1) 18 (+4) 

 
Skills Arcana +2, Deception +6, Nature +2, Persuasion +6 

Condition Immunities Charmed 

Senses Passive Perception 11 

Languages Common, Elvish, Sylvan 

Challenge 4 (1,100 XP) 

 
Fey Ancestry. Magic can’t put Finiriel to sleep. 

Innate Spellcasting. Finiriel’s innate spellcasting ability is 

Charisma. He can innately cast the following spells (spell 

save DC 15), requiring no material components: 

At will: disguise self, mage armor (self only), silent image 

1/day: conjure fey 

Spellcasting. Finiriel is a 11th-level spellcaster. His 

spellcasting ability is Charisma (spell save DC 14, +6 to hit 

with spell attacks). He regains his expended spell slots when 

he finishes a short or long rest. He knows the following 

spells: 

Cantrips (at will): dancing lights, eldritch blast, friends, mage 

hand, minor illusion, prestidigitation 

1st–5th level (3 5th-level slots): blink, charm person, 

dimension door, dominate beast, faerie fire, fear, hold 

monster, misty step, phantasmal force, seeming, sleep 

Actions 

Dagger. Melee or Ranged Weapon Attack: +3 to hit, reach 5 ft. 

or range 20/60 ft., one target. Hit: 4 (1d4 + 2) piercing 

damage. 

Reactions 

Misty Escape (Recharges after a Short or Long Rest). In 

response to taking damage, Finiriel turns invisible and 

teleports up to 60 feet to an unoccupied space he can see. 

He remains invisible until the start of his next turn or until he 

attacks, makes a damage roll, or casts a spell. 

ADVENTURE SEED: CROSSED RAPIERS 

The Dreissen sisters approach the characters to ask for their 

help in finding who is selling fake Dreissen figurines. The 

only clue they have is that one of their stamps with the 

Dreissen signature logo—two crossed rapiers—was stolen 

two months ago by a previous shop attendant. The trail leads 

first to the Trade Fair, where the characters get attacked by 

thugs and discover that there is a man looking for people 

with experience in porcelain manufacturing; and then to the 

Docks, where the ex-attendant has turned an old warehouse 

into a makeshift porcelain factory. The attendant is there with 

her bodyguard, and won’t let the party leave alive. 
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Rhea of the Mudhouse Rhea Poivier 

Small humanoid (halfling), chaotic good 

 
Armor Class 11 

Hit Points 10 (3d6) 

Speed 25 ft. 

 
STR DEX CON INT WIS CHA 

11 (+0) 12 (+1) 10 (+1) 12 (+1) 13 (+1) 15 (+2) 

 
Skills Deception +4, Insight +3, Persuasion +4, Stealth +3 

Senses Passive Perception 10 

Languages Common, Halfling  

Challenge 1/4 (50 XP) 

 
Alchemical Initiate. Rhea’s spellcasting ability is Charisma 

(spell save DC 12). She can innately cast the following spells: 

At will: acid splash, mending 

Actions 

Dagger. Melee or Ranged Weapon Attack: +4 to hit, reach 5 

ft. or range 20/60 ft., one target. Hit: 4 (1d4 + 2) piercing 

damage. 

 

ADVENTURE SEED: INTO THE MUDHOUSE 

Rhea is dying to know if the stories about the golem are true 

and hires the party to explore the cellar of the Mudhouse. The 

adventurers find rats, skeletons, and a clay golem that attacks 

them. If they defeat it, the golem crumbles to dust, and Rhea 

pays them double not to tell anyone that the golem has been 

destroyed. 
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Day Two, Afternoon: Nightfair 

Trade Fair 

Zanek of the Catapult 

N 

T 

ADVENTURE SEED: SHARDS OF A BROKEN MIRROR  

A magic mirror able to reveal illusions in its reflections is 

broken, and its shards are sold around the world. Most of 

them have been collected by the City Watch, but three of 

them are still missing—and are said to be for sale at the 

Trade Fair. 

    The party is hired to find the missing shards. One of them 

is being sold on the black market, and the characters can 

bargain for it or try to get it in other ways. The other two have 

been bought by dangerous associates of the Guild of Knives, 

who won’t part with the shards without a fight.  
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Brother Zanek 

Medium humanoid (human), neutral evil 

 
Armor Class 12 

Hit Points 44 (8d8 + 8) 

Speed 30 ft. 

 
STR DEX CON INT WIS CHA 

9 (-1) 14 (+2) 12 (+1) 17 (+3) 12 (+1) 11 (+0) 

 
Saving Throws INT +7, WIS +5 

Skills Arcana +7, Religion +7 

Damage Resistances Necrotic 

Senses Passive Perception 11 

Languages Common 

Challenge 9 (5000 XP) 

 
Spellcasting. Zanek is a 12th-level spellcaster. His 

spellcasting ability is Intelligence (spell save DC 15, +7 to hit 

with spell attacks). Zanek has the following spells prepared: 

Cantrips (at will): chill touch, dancing lights, mage hand 

1st level (4 slots): false life,* mage armor, ray of sickness* 

2nd level (3 slots): blindness/deafness,* ray of enfeeblement,* 

web 

3rd level (3 slots): animate dead,* bestow curse,* vampiric 

touch* 

4th level (3 slots): blight,* dimension door, stoneskin 

5th level (2 slots): Bigby’s hand, cloudkill 

6th level (1 slot): circle of death* 

*Necromancy spell of 1st level or higher 

Grim Harvest (1/turn). When Zanek kills a creature that is 

neither a construct nor undead with a spell of 1st level or 

higher, Zanek regains hit points equal to twice the spell’s 

level, or three times if it is a necromancy spell. 

Actions 

Withering Touch. Melee Spell Attack: +7 to hit, reach 5 ft., 

one creature. Hit: 5 (2d4) necrotic damage. 

The Docks 

B 

ADVENTURE SEED: TIPPING THE BEGGARS  

The beggars at the docks are being paid by someone not to 

speak with Brother Zanek. The Hunters hire the adventurers 

to find who’s behind it and put a stop to it. After defeating 

some thugs, the party finds out that the person who’s paying 

the beggars is a vigilante who vowed to kill the Morrigan. 

 

ADVENTURE SEED: CANTRIP ADDICTION  

A novel drug is running rampant through the Trade Fair. It 

seems to offer the ability to perform minor magical feats, but 

its prolonged use makes users blind and deaf. The characters 

are paid to find out who’s behind it. The drug is distributed 

by the Hunters, who kidnapped Jay, one of Falrinn’s 

students, and are forcing him to produce the drug. 
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The Morrigan Halana 

Medium humanoid (half-elf), chaotic neutral 

 
Armor Class 17 (robe of the archmagi) 

Hit Points 170 (20d8 + 80) 

Speed 30 ft. 

 
STR DEX CON INT WIS CHA 

10 (+0) 14 (+3) 19 (+4) 22 (+6) 10 (+0) 18 (+4) 

 
Saving Throws CON +10, INT +12, WIS +6 

Skills Arcana +12, Deception +10, Insight +6, Persuasion +10, 

Sleight of Hand +8 

Senses Darkvision 60 ft., Passive Perception 26 

Languages Common, Elvish, Gnomish, Sylvan 

Challenge 19 (22,000 XP) 

 
Special Equipment. Halana wears a robe of the archmagi. 

Illusory Reality. When Halana casts an illusion spell of 1st 

level or higher, she can choose one inanimate, nonmagical 

object that is part of the illusion and make that object real. 

The object remains real for 1 minute, and it can't deal 

damage or directly harm anyone. 

Illusory Self (3/day). Halana can create an illusory duplicate 

of herself. When a creature makes an attack roll against her, 

she can use her reaction to interpose the duplicate between 

the attacker and herself. The attack automatically misses her, 

then the illusion dissipates. 

Legendary Resistance (3/day). If Halana fails a saving throw, 

she can choose to succeed instead. 

Spellcasting. Halana is a 20th-level spellcaster. Her 

spellcasting ability is Intelligence (spell save DC 22, +14 to hit 

with spell attacks). Halana has the following spells prepared: 

Cantrips (at will): fire bolt, light, message, minor illusion, 

prestidigitation, vicious mockery 

1st level (4 slots): charm person, disguise self*, shield 

1st level (at will): silent image* 

2nd level (3 slots): invisibility*, mirror image*, suggestion 

2nd level (at will): misty step 

3rd level (3 slots): counterspell, dispel magic, major image* 

4th level (3 slots): greater invisibility, hallucinatory terrain*, 

polymorph 

5th level (3 slots): creation, passwall, telekinesis 

6th level (2 slots): disintegrate, flesh to stone 

7th level (2 slots): mirage arcane, reverse gravity 

8th level (1 slot): maze 

9th level (1 slot): shapechange 

*Illusion spell of 1st level or higher 

Legendary Actions 

Halana 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 turn. 

Halana regains spent legendary actions at the start of her 

turn. 

Cast Cantrips. Halana casts two cantrips. 

Cast Spell. Halana casts a spell of 3rd level or lower. 

Dodge. Halana takes the Dodge action. 
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The Grey Knight 

Zenys 

Medium humanoid (aasimar), chaotic evil 

 
Armor Class 26 (plate, shield) 

Hit Points 195 (22d8 + 96) 

Speed 30 ft. 

 
STR DEX CON INT WIS CHA 

13 (+1) 10 (+0) 18 (+4) 10 (+0) 14 (+2) 22 (+6) 

 
Saving Throws STR +7, DEX +6, CON +10, INT +6, WIS +14, 

CHA +18 

Skills Deception +12, Intimidation +12, Persuasion +12 

Damage Resistances Necrotic, Radiant 

Senses Darkvision 120 ft., Passive Perception 12 

Languages Abyssal, Common, Infernal 

Challenge 18 (20,000 XP) 

 
Special Equipment. Zenys wields a pact longsword, +3, and a 

shield, +3. He wears a plate armor, +3. 

Agonizing Blast. When Zenys casts eldritch blast, he adds +6 

to the damage he deals on a hit. 

Aura of the Fallen. Zenys grants all friendly creatures within 

10 ft. a +6 bonus to all saving throws and melee weapon 

damage rolls. 

Legendary Resistance (3/day). If Zenys fails a saving throw, 

he can choose to succeed instead. 

One with Shadows. When Zenys is in an area of dim light or 

darkness, he can use his action to become invisible until he 

moves or takes an action or a reaction. 

Spellcasting. Zenys is a 11th-level spellcaster. His spellcasting 

ability is Charisma (spell save DC 20, +12 to hit with spell 

attacks). Zenys knows the following spells: 

Cantrips (at will): eldritch blast, light 

1st–5th level (3 5th-level slots): dimension door, faerie fire, 

misty step 

Actions 

Multiattack. Zenys makes two attacks with his Pact 

Longsword +3. 

+3 Pact Longsword. Melee Attack: +15 to hit, reach 5 ft., one 

creature. Hit: 19 (1d8 + 15) slashing damage, plus 15 (2d8 + 

6) necrotic damage. 

Legendary Actions 

Zenys 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 turn. 

Zenys regains spent legendary actions at the start of his turn. 

Attack. Zenys makes a melee attack with his Pact Longsword. 

Cast Spell. Zenys casts a spell. 

Mill Road 

W 

ADVENTURE SEED: PIES AND KNIVES 

The Knives force Qaya to hire a baker, who’s selling meat 

pies with meat of unknown origin. She believes it’s a way for 

the Knives to make bodies disappear. Since she cannot face 

the Knives alone, she hires the party to help her deal with the 

new baker and the gang behind him. 
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Qaya the Baker 

Qaya 

Small humanoid (halfling), neutral good 

 
Armor Class 16 

Hit Points 49 (11d6 + 11) 

Speed 35 ft. 

 
STR DEX CON INT WIS CHA 

11 (+0) 17 (+3) 13 (+1) 11 (+0) 16 (+3) 10 (+0) 

 
Saving Throws DEX +5 

Skills Acrobatics +5, Insight +5, Perception +5, Stealth +5 

Sleight of Hand +5 

Senses Passive Perception 15 

Languages Common, Halfling 

Challenge 3 (700 XP) 

 
Unarmored Defense. While Qaya is wearing no armor and 

wielding no shield, her AC includes her Wisdom modifier. 

Actions 

Multiattack. Qaya makes three unarmed strikes or three dart 

attacks. 

Unarmed Strike. Melee Weapon Attack: +5 to hit, reach 5 ft., 

one target. Hit: 7 (1d8 + 3) bludgeoning damage. If the target 

is a creature, Qaya can choose one of the following additional 

effects: 

• The target must succeed on a DC 13 Strength saving 

throw or drop one item it is holding (Qaya’s choice). 

• The target must succeed on a DC 13 Dexterity saving 

throw or be knocked prone. 

• The target must succeed on a DC 13 Constitution saving 

throw or be stunned until the end of the Qaya’s next turn. 

Dart. Ranged Weapon Attack: +5 to hit, range 20/60 ft., one 

target. Hit: 5 (1d4 + 3) piercing damage. 

Reactions 

Deflect Missile. In response to being hit by a ranged weapon 

attack, Qaya deflects the missile. The damage she takes from 

the attack is reduced by 1d10 + 3. If the damage is reduced to 

0, Qaya catches the missile if it’s small enough to hold in 

one hand and Qaya has a hand free. 

Lady Isis of Moulin Bleu 

Isis 

Medium humanoid (human), neutral evil 

 
Armor Class 12 

Hit Points 22 (5d8) 

Speed 30 ft. 

 
STR DEX CON INT WIS CHA 

10 (+0) 14 (+2) 10 (+0) 12 (+1) 12 (+1) 17 (+3) 

 
Skills Deception +5, Insight +3, Intimidation +5, Perception 

+5, Persuasion +5, Performance +7, Sleight of Hand +4 

Senses Passive Perception 15 

Languages Common 

Challenge 1/2 (100 XP) 

 
Cunning Action. On each of her turns, Isis can use a bonus 

action to take the Dash, Disengage, or Hide action. 

Sneak Attack (1/turn). Isis 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 Isis that isn’t incapacitated and Isis doesn’t 

have disadvantage on the attack roll. 

Actions 

Multiattack. Isis makes two attacks. 

Dagger. Melee or Ranged Weapon Attack: +4 to hit, reach 5 

ft. or range 20/60 ft., one target. Hit: 2 (1d4+2) piercing 

damage. 

  

ADVENTURE SEED: FREE HUGS AND KISSES 

A new brothel opens in front of the Moulin Bleu, and they 

don’t charge their patrons entry fees. A pissed-off Isis hires 

the adventurers to go there undercover and find out what’s 

going on. 

    When the adventurers go inside, they are approached by 

beautiful escorts who try to seduce them. The party can then 

realise that there is magic at work, and that the brothel is 

used to extract information from their patrons to resell to the 

Hunters, who later use it for blackmail. 
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Day Two, Evening: The Enchanted Garden 

The Deadwood 

A 

I 
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Wondertree Witch 

Medium humanoid (any), chaotic evil 

 
Armor Class 17 (natural armor) 

Hit Points 82 (11d8 + 33) 

Speed 30 ft. 

 
STR DEX CON INT WIS CHA 

18 (+4) 12 (+1) 16 (+3) 13 (+1) 14 (+2) 14 (+2) 

 
Skills Deception +4, Nature +3, Perception +4, Stealth +3   

Senses Darkvision 60 ft., Passive Perception 14 

Languages Common, Sylvan 

Challenge 3 (700 XP) 

 
Innate Spellcasting. The witch’s innate spellcasting ability is 

Charisma (spell save DC 12). She can innately cast the 

following spells, requiring no material components: 

At will: charm person, dancing lights, minor illusion, vicious 

mockery 

Mimicry. The witch can mimic animal sounds and humanoid 

voices. A creature that hears the sounds can tell they are 

imitations with a successful DC 14 Wisdom (Insight) check. 

Actions 

Beguiling Touch. Melee Weapon Attack: +6 to hit, reach 5 ft., 

one target. Hit: 13 (2d8 + 4) psychic damage. 

Illusory Appearance. The witch covers herself and anything 

she is wearing or carrying with a magical illusion that makes 

her look like another creature of her general size and 

humanoid shape. The illusion ends if the witch takes a bonus 

action to end it or if she dies. The changes wrought by this 

effect fail to hold up to physical inspection. Otherwise, a 

creature must take an action to visually inspect the illusion 

and succeed on a DC 20 Intelligence (Investigation) check to 

discern that the witch is disguised. 

Invisible Passage. The witch magically turns invisible until 

she attacks or casts a spell, or until her concentration ends 

as if concentrating on a spell. While invisible, she leaves no 

physical evidence of her passage, so she can be tracked only 

by magic. Any equipment she carries is invisible with her. 

 

Hearth Tree 

E 

ADVENTURE SEED: REST IN PEACE 

A merchant approaches the party, offering them a 

considerable amount of money to rid him of his wife, who 

died last month but has been lurking around ever since. The 

woman is cursed not to rest in peace until she pays a tribute 

to the Witches of Wondertree. 

 

ADVENTURE SEED: DANCING IN THE MOONLIGHT 

Usually the witches prefer not to interfere with the town. A 

new coven, however, has been acting very aggressively 

towards the inhabitants of Mill Road, and the party is hired to 

put a stop to it. 

    The main trail leads to an underground cave on the 

borders of the Deadwood, where the characters face several 

members of the coven—witches, druids, and hunters. 

However, the coven leader is not to be found. A letter hidden 

in the last area of the cave leads the party back to town, 

where an apparently innocuous woodcarver has several 

bodies hidden in the cellar. 

    The woodcarver is actually a lycanthrope and the leader of 

the coven, and when he comes back home after work (at 

night) he fights the characters to death—his or theirs.  
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Phos IX, X, and XII 

Phos Gardenmist 

Small humanoid (gnome), chaotic neutral 

 
Armor Class 13 (leather) 

Hit Points 65 (10d6 + 30) 

Speed 25 ft. 

 
STR DEX CON INT WIS CHA 

7 (-2) 15 (+2) 16 (+3) 12 (+1) 14 (+2) 19 (+4) 

 
Skills Deception +7, Perception +5, Persuasion +7, 

Performance +10 

Senses Passive Perception 15 

Languages Common, Dwarvish, Elvish, Gnomish, Halfling, 

Sylvan 

Challenge 6 (2,300 XP) 

 
Gnome Cunning. Phos has advantage on Intelligence, 

Wisdom, and Charisma saving throws against magic. 

Spellcasting. Phos is a 7th-level spellcaster. His spellcasting 

ability is Charisma (spell save DC 15, +7 to hit with spell 

attacks). Phos has the following spells prepared: 

Cantrips (at will): friends, prestidigitation, vicious mockery 

1st level (4 slots): charm person, dissonant whispers, heroism, 

illusory script, unseen servant 

2nd level (3 slots): cloud of daggers, invisibility 

Song of Rest. Phos can perform a song while taking a short 

rest. Any ally who hears the song regains an extra 1d6 hit 

points if it spends any Hit Dice to regain hit points at the end 

of that rest. Phos can confer this benefit on himself as well. 

Taunt (2/day). Phos can use a bonus action on his turn to 

target one creature within 30 feet of him. If the target can 

hear Phos, the target must succeed on a DC 15 Charisma 

saving throw or have disadvantage on ability checks, attack 

rolls, and saving throws until the start of Phos’s next turn. 

Actions 

Song of Domination (2/day). Phos targets one creature that 

can see or hear him, which must succeed on a DC 15 Wisdom 

saving throw or be charmed by him for 1 minute. The target 

can repeat the save at the end of each of its turns, ending the 

effect on itself on a success. For 1 hour after the charm effect 

ends, the target has disadvantage on Intelligence, Wisdom, 

or Charisma checks made as part of a contest with Phos. 

Song of Desire (1/day). Phos projects a vision into the minds 

of creatures within 30 feet of him that aren’t constructs or 

undead, showing each creature achieving whatever it most 

desires. An affected creature must succeed on a DC 15 

Wisdom saving throw or drop whatever it is holding and 

become paralyzed until the end of its next turn. 

ADVENTURE SEED: MISSING PARENTS 

The parents of Aerel Larindien have been missing for 

months, and no one has been able to find anything about 

them. They left the Crossroads through a portal in Oak Grove 

and apparently never came back. However, several people 

swear to have seen them back at the Crossroads the night of 

their disappearance. 

    The party is hired to find information about them in 

Nightfair in case they actually did return and disappeared 

after. While the adventurers investigate, they get attacked by 

several gangs who don’t seem to want people asking 

questions. One of them reveals that Aerel’s parents did come 

back but were kidnapped by the Knives.  

    Aerel will reward the party for the information and hire 

them for further action if they feel up to the challenge. 
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Prince Aerel of Hearth Tree 

Aerel Larindien 

Medium humanoid (elf), neutral evil 

 
Armor Class 18 (hide armor, shield) 

Hit Points 182 (28d8 + 56) 

Speed 30 ft. 

 
STR DEX CON INT WIS CHA 

10 (+0) 19 (+4) 14 (+2) 12 (+1) 20 (+5) 11 (+0) 

 
Saving Throws INT +5, WIS +9 

Skills Intimidate +4, Medicine +9, Nature +5, Perception +9 

Senses Darkvision 60 ft., Passive Perception 19 

Languages Common, Druidic, Elvish 

Challenge 13 (10,000 XP) 

 
Fey Ancestry. Aerel has advantage on saving throws against 

being charmed, and magic can’t put him to sleep. 

Spellcasting. Aerel is an 16th-level spellcaster. His 

spellcasting ability is Wisdom (spell save DC 17, +9 to hit 

with spell attacks). He has the following spells prepared: 

Cantrips (at will): druidcraft, poison spray, produce flame 

1st level (4 slots): entangle, faerie fire, speak with animals 

2nd level (3 slots): animal messenger, beast sense 

3rd level (3 slots): conjure animals, meld into stone 

4th level (3 slots): dominate beast, locate creature, stoneskin 

5th level (3 slots): commune with nature, tree stride 

6th level (1 slot): heal, heroes’ feast, sunbeam 

7th level (1 slot): fire storm 

8th level (1 slot): animal shapes 

Actions 

Scimitar. Melee Weapon Attack: +8 to hit, reach 5 ft., one 

target. Hit: 7 (1d6 + 4) slashing damage. 

Change Shape (2/day). Aerel magically polymorphs into a 

beast or elemental with a challenge rating of 6 or less, and 

can remain in this form for up to 9 hours. Aerel can choose 

whether his equipment falls to the ground, melds with his 

new form, or is worn by the new form. Aerel reverts to his 

true form if he dies or falls unconscious. Aerel can revert to 

his true form using a bonus action on his turn.  

While in a new form, Aerel retains his game statistics and 

ability to speak, but his AC, movement modes, Strength, and 

Dexterity are replaced by those of the new form, and he gains 

any special senses, proficiencies, traits, actions, and 

reactions that the new form has but that he lacks. He can 

cast his spells with verbal or somatic components in his new 

form. The form’s attacks count as magical for the purpose of 

overcoming resistances and immunity to nonmagical attacks. 

Dragonglade 

A 
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Nuria of Dragonglade 

Nuria Larindien 

Medium humanoid (elf), chaotic neutral 

 
Armor Class 17 (leather) 

Hit Points 100 (10d8 + 10) 

Speed 40 ft. 

 
STR DEX CON INT WIS CHA 

15 (+2) 22 (+6) 13 (+1) 10 (+0) 12 (+1) 10 (+0) 

 
Saving Throws STR +6, DEX +10, CON +5, WIS +5 

Skills Acrobatics +10, Athletics +6, Perception +9, Stealth 

+14, Survival +5 

Senses Darkvision 60 ft., Passive Perception 19 

Languages Elvish 

Challenge 7 (2,900 XP) 

 
Special Equipment. Nuria wields the Blackthorn, a double-

bladed scimitar, +1. 

Blessing of the Labyrinth. As a bonus action, Nuria can 

teleport up to 30 ft. to an unoccupied space she can see. 

Danger Sense. Nuria has advantage on Dexterity saving 

throws against effects that she can see, such as traps and 

spells. To gain this benefit, she can’t be blinded, deafened, or 

incapacitated. 

Fey Ancestry. Nuria has advantage on saving throws against 

being charmed, and magic can’t put her to sleep. 

Legendary Resistance (1/day). If Nuria fails a saving throw, 

she can choose to succeed instead. 

Reckless Attack. When Nuria makes her first attack on her 

turn, she can decide to attack recklessly, giving her advantage 

on melee weapon attack rolls during that turn, but attack 

rolls against her have advantage until her next turn. 

Actions 

Multiattack. Nuria makes two melee attacks. 

The Blackthorn. Melee Weapon Attack: +11 to hit, reach 5 ft., 

one target. Hit: 12 (2d4 + 7) slashing damage. 

Longbow. Ranged Weapon Attack: +10 to hit, range 150/600 

ft., one target. Hit: 10 (1d8 + 6) piercing damage. 

The Labyrinth 

C 

ADVENTURE SEED: FAIRYTALES 

The party wakes up in the Labyrinth with no idea of how they 

got there. “Time to play,” says a child’s voice coming out of 

nowhere, “hide and seek. Better I don’t catch you!” 
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The Puppeteer 

Puc 

Tiny fey, chaotic good 

 
Armor Class 26 

Hit Points 60 (24d4) 

Speed 10 ft., fly 40 ft. 

 
STR DEX CON INT WIS CHA 

2 (-4) 25 (+7) 10 (+0) 8 (-1) 7 (-2) 28 (+9) 

 
Saving Throws DEX +13, INT +5, WIS +4, CHA +15 

Skills Deception +21, Perception +10, Performance +21 

Damage Immunities Psychic; Bludgeoning, Piercing, and 

Slashing from Nonmagical Attacks 

Condition Immunities Charmed, Frightened, Sleep 

Senses Darkvision 120 ft., Truesight 120 ft., Passive 

Perception 20 

Languages Common, Sylvan 

Challenge 19 (22,000 XP) 

 
Gift of the Faerie (3/day). Puc can innately cast wish (spell 

save DC 23), requiring no component. 

Legendary Resistance (3/day). If Puc fails a saving throw, it 

can choose to succeed instead. 

Magic Resistance. Puc has advantage on saving throws 

against spells and other magical effects. 

Suave Defense. While Puc is wearing no armor and wielding 

no shield, its AC includes its Charisma modifier. 

Actions 

Heart Sight. Puc touches a creature and magically knows the 

creature's current emotional state and alignment. 

Superior Invisibility. Puc magically turns invisible until its 

concentration ends (as if concentrating on a spell). Any 

equipment Puc wears or carries is invisible with it. 

Legendary Actions 

Puc 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 turn. Puc 

regains spent legendary actions at the start of his turn. 

Dominate Puppet. Puc attempts to beguile a creature that it 

can see within 60 ft. The creature must succeed on a DC 23 

Wisdom saving throw or be charmed by Puc until the end of 

the creature’s next turn. While the creature is charmed, Puc 

takes total and precise control of the target. Until the end of 

the creature’s next turn, the creature takes only the actions 

Puc chooses, and doesn't do anything that Puc doesn't allow. 

During this time, Puc can also cause the creature to use a 

reaction, but this requires Puc to use its own reaction as well. 

Each time the target takes damage, it makes a new Wisdom 

saving throw against the spell. If the saving throw succeeds, 

the spell ends. 

Misty Step. Briefly surrounded by silvery mist, Puc teleports 

up to 120 feet to an unoccupied space that it can see.  
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THE TOUR, DAY THREE 
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Day Three, Morning: The University 

The Arch 

U 

T 

ADVENTURE SEED: CUM LAUDE 

The party is approached by a rich student with very low 

grades who needs to someone to change their scores in 

Majet’s book, lest his family stops funding his extravagant 

lifestyle. 
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Majet, Head of Admissions 

Majet Gardenmist 

Small humanoid (gnome), chaotic evil 

 
Armor Class 12 (15 with mage armor) 

Hit Points 71 (13d6 + 26) 

Speed 25 ft. 

 
STR DEX CON INT WIS CHA 

6 (-2) 14 (+2) 14 (+2) 18 (+4) 12 (+1) 11 (+0) 

 
Skills Arcana +8, History +8 

Senses Passive Perception 11 

Languages Common, Elvish, Gnomish, Sylvan 

Challenge 7 (2,900 XP) 

 
Gnome Cunning. Majet has advantage on Intelligence, 

Wisdom, and Charisma saving throws against magic. 

Spellcasting. Majet is a 13th-level spellcaster. Her spellcasting 

ability is Intelligence (spell save DC 16, +8 to hit with spell 

attacks). Majet has the following spells prepared: 

Cantrips (at will): blade ward, mending, message, ray of frost 

1st level (4 slots): alarm,* mage armor,* shield* 

2nd level (3 slots): arcane lock,* invisibility 

3rd level (3 slots): counterspell,* dispel magic* 

4th level (3 slots): banishment,* stoneskin* 

5th level (2 slots): wall of force 

6th level (1 slot): globe of invulnerability* 

7th level (1 slot): symbol* 

*Abjuration spell of 1st level or higher 

Arcane Ward. Majet has a magical ward that has 30 hit 

points. Whenever she takes damage, the ward takes the 

damage instead. If the ward is reduced to 0 hit points, Majet 

takes any remaining damage. When Majet casts an 

abjuration spell of 1st level or higher, the ward regains a 

number of hit points equal to twice the level of the spell. 

Actions 

Quarterstaff. Melee Weapon Attack: +2 to hit, reach 5 ft., one 

target. Hit: 1 (1d6 − 2) bludgeoning damage. 

Professor Bronzestaff, Rector 

Gohlar Bronzestaff 

Medium humanoid (dwarf), lawful neutral 

 
Armor Class 15 (studded leather, shield) 

Hit Points 84 (13d8 + 26) 

Speed 25 ft. 

 
STR DEX CON INT WIS CHA 

16 (+3) 12 (+1) 15 (+2) 17 (+3) 14 (+2) 16 (+3) 

 
Saving Throws CON +4, WIS +4 

Skills Athletics + 5, History +5, Insight +4, Persuasion +5 

Senses Darkvision 60 ft., Passive Perception 12 

Languages Common, Dwarvish, Elvish, Gnomish, Halfling 

Challenge 4 (1,100 XP) 

 
Dwarven Resilience. Gohlar has advantage on saving throws 

against poison. 

Ward of the Rector. Any creature who targets Gohlar with an 

attack or a harmful spell must first make a Wisdom saving 

throw. On a failed save, the creature must choose a new 

target or lose the attack or spell. This spell doesn't protect 

Gohlar from area effects, such as the explosion of a fireball. 

Actions 

Multiattack. Gohlar makes three attacks with his Battleaxe, or 

two with his Heavy Crossbow. 

Battleaxe. Melee Weapon Attack: +5 to hit, reach 5 ft., one 

target. Hit: 7 (1d8 + 3) slashing damage, or 8 (1d10 + 3) 

slashing damage when used with two hands. 

Heavy Crossbow. Ranged Weapon Attack: +3 to hit, range 

100/400 ft., one target. Hit: 6 (1d10 + 1) piercing damage. 

The School of Magic 

T ADVENTURE SEED: FOR THE SAKE OF KNOWLEDGE 

Gohlar is hiring adventurers for his next expedition, this time 

not to other worlds but close to the Old Keep. He needs 

someone to protect him from the beasts of the Evermists 

while he collects relics from the past. 
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Ezra, the Mad Archmage 

Ezra 

Medium humanoid (human), chaotic neutral 

 
Armor Class 18 (robe of the archmagi) 

Hit Points 170 (20d8 + 80) 

Speed 30 ft. 

 
STR DEX CON INT WIS CHA 

10 (+0) 16 (+3) 18 (+4) 12 (+1) 18 (+4) 22 (+6) 

 
Saving Throws INT +8, WIS +11, CHA +13 

Skills Arcana +8, Insight +11, Investigation +8, History +8, 

Perception +11 

Senses Passive Perception 21 

Languages Common, Primordial 

Challenge 20 (25,000 XP) 

 
Special Equipment. Ezra wears a robe of the archmagi. He 

wields a staff of the magi. 

Legendary Resistance (3/day). If Ezra fails a saving throw, he 

can choose to succeed instead. 

Spellcasting. Ezra is a 20th-level spellcaster. His spellcasting 

ability is Charisma (spell save DC 23, +17 to hit with spell 

attacks). Ezra knows the following spells: 

Cantrips (at will): fire bolt, light, mage hand, ray of frost 

1st level (4 slots): detect magic, identify, shield 

2nd level (3 slots): enhance ability, knock, misty step 

3rd level (3 slots): dispel magic, fireball, haste 

4th level (3 slots): ice storm, wall of fire 

5th level (3 slots): cone of cold, telekinesis 

6th level (2 slots): investiture of flame, investiture of ice 

7th level (2 slots): plane shift, teleport 

8th level (1 slot): dominate monster 

9th level (1 slot): meteor swarm 

Spell Absorption. While holding the staff of the magi, Ezra 

has advantage on saving throws against spells. In addition, 

he can use his reaction when another creature casts a spell 

that targets only him. If you do, the staff absorbs the magic 

of the spell, canceling its effect. 

Mastery of Ice and Fire. When Ezra rolls damage for a spell 

that deals cold or fire damage and rolls the highest number 

possible on any of the dice, he chooses one of those dice, 

rolls it again, and adds that roll to the damage. 

Tides of Chaos (3/day). Ezra can gain advantage on one 

attack roll, ability check, or saving throw. 

Actions 

Staff of the Magi. Melee Weapon Attack: +9 to hit, reach 5 ft., 

one target. Hit: 4 (1d6 +2) bludgeoning damage, or 6 (1d8 + 

2) bludgeoning damage if used with two hands. 

Legendary Actions 

Ezra 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 turn. Ezra 

regains spent legendary actions at the start of his turn. 

Cast Spell. Ezra casts a spell of 3rd level or lower. 

Surge of Ice and Fire. Ezra casts fire bolt and ray of frost. 

ADVENTURE SEED: THE BOOK THIEF 

Hylfndinr, Ezra’s secretary, has lost an important document, 

and he thinks it has been stolen. The document included the 

personal information of all the graduate students at the 

School of Magic and must be recovered as soon as possible 

(ideally without Ezra finding out). 

    After finding some clues, the party can track the thief 

through the dormitory of the School and down into a cellar 

protected by magical locks, traps, and summoned creatures. 

Inside the final room, they catch a young mage trying to 

modify another student’s information in the documents to 

make her fail the year as revenge for a stolen boyfriend. 
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Hylfndinr, Ezra’s Secretary 

Hylfndinr 

Small humanoid (goblin), neutral 

 
Armor Class 12 

Hit Points 27 (5d6 + 10) 

Speed 30 ft. 

 
STR DEX CON INT WIS CHA 

7 (-2) 15 (+2) 14 (+2) 15 (+2) 14 (+2) 11 (+0) 

 
Skills Arcana +4,  

Senses Passive Perception 12 

Languages Common, Goblin 

Challenge 1/2 (100 XP) 

 
Nimble Escape. Hylfndinr can take the Disengage or Hide 

action as a bonus action on each of its turns. 

Ritual Caster. Hylfndinr can cast the following spells as 

rituals:  

1st level: alarm, comprehend languages, detect magic, detect 

poison and disease, find familiar, identify, illusory script, 

speak with animals, Tenser’s floating disk, unseen servant  

2nd level: animal messenger, augury, beast sense, locate 

animals or plants, magic mouth, silence, skywrite 

3rd level: Leomund’s tiny hut, meld into stone  

Actions 

Dagger. Melee or Ranged Weapon Attack: +4 to hit, reach 5 

ft. or range 20/60 ft., one target. Hit: 4 (1d4 + 2) piercing 

damage. 

 

The School of Arts 

Artist Laureate Vanya 

Vanya Herikar 

Medium humanoid (human), neutral good 

 
Armor Class 16 

Hit Points 45 (10d8) 

Speed 30 ft. 

 
STR DEX CON INT WIS CHA 

10 (+0) 13 (+1) 11 (+0) 18 (+4) 17 (+3) 20 (+5) 

 
Saving Throws INT +8, WIS +7, CHA +9 

Skills Deception +9, History +12, Investigation +12, Insight 

+7, Intimidation +9, Perception +7, Performance +13, 

Persuasion +9 

Senses Passive Perception 17 

Languages Common, Dwarvish, Elvish, Gnomish, Halfling, 

Sylvan 

Challenge 1/2 (100 XP) 

 
Suave Defense. While Vanya is wearing no armor and 

wielding no shield, her AC includes her Charisma modifier. 

Actions 

Dagger. Melee or Ranged Weapon Attack: +4 to hit, reach 5 

ft. or range 20/60 ft., one target. Hit: 2 (1d4) piercing 

damage. 

T 
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The Starless Sea A Beacon at World’s End 

W T 

ADVENTURE SEED: A LEAP OF FAITH 

The Church of the Martyr hires the adventurers as 

bodyguards in their yearly pilgrimage to the Beacon at 

World’s End. There have been many incursions from the 

Evermists lately, and the party’s ship is attacked by sea 

monsters and shipwrecks, falling into Horizon Falls. 

    The characters wake up in the beacon, safe and dry, only 

remembering a white figure flying over them before fainting. 

However, they are on the top of the Beacon, with a labyrinth 

of rooms and stairs—probably haunted by Evermist beasts—

between them and the lighthouse’s exit. 
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The White Lady 

Una 

Small fey, lawful good 

 
Armor Class 18 

Hit Points 274 (24d6 + 120) 

Speed 30 ft., fly 30 ft. (hover) 

 
STR DEX CON INT WIS CHA 

11 (+0) 13 (+2) 20 (+5) 18 (+4) 24 (+7) 22 (+6) 

 
Saving Throws CON +11, INT +10, WIS +13, CHA +12 

Skills Medicine +13, Persuasion +12, Perception +13 

Damage Immunities Necrotic, Psychic, Radiant; 

Bludgeoning, Piercing, and Slashing from Nonmagical 

Attacks 

Condition Immunities Charmed, Frightened, Sleep 

Senses Truesight 120 ft., Passive Perception 20 

Languages Common, Sylvan 

Challenge 14 (11,500 XP) 

 
Gift of the Lady (3/day). Una can innately cast wish (spell 

save DC 21), requiring no component. 

Incorporeal Shape. Una passes through other creatures, 

small holes, narrow openings, and even mere cracks, though 

it treats liquids as though they were solid surfaces. Una can't 

fall and remains hovering in the air even when incapacitated. 

Una has advantage on Strength, Dexterity, and Constitution 

saving throws. Una can't talk or manipulate objects. 

Legendary Resistance (3/day). If Una fails a saving throw, it 

can choose to succeed instead. 

Magic Resistance. Una has advantage on saving throws 

against spells and other magical effects. 

Suave Defense. While Una is wearing no armor and wielding 

no shield, its AC includes its Charisma modifier. 

Actions 

Healing Touch. Una touches a creature, allowing the creature 

to regain all hit points and ending all effects on the creature 

as described in the greater restoration spell. 

Legendary Actions 

Una 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 turn. Una 

regains spent legendary actions at the start of its turn. 

Peaceful Repose. A creature Una can see within 60 ft. must 

succeed on a Wisdom saving throw or be paralyzed until the 

end of its next round.  
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Day Three, Afternoon: The Wall 

Deepwatch 

T 

D 



 

78 

Drogor the Ram Knight 

Drogor Runebeard 

Medium humanoid (dwarf), lawful good 

 
Armor Class 18 (plate) 

Hit Points 187 (22d8 + 88) 

Speed 25 ft. 

 
STR DEX CON INT WIS CHA 

20 (+5) 11 (+0) 18 (+4) 15 (+2) 14 (+2) 12 (+1) 

 
Saving Throws STR +9, CON +8 

Skills Athletics +9, Intimidation +5, Perception +6 

Senses Darkvision 60 ft., Passive Perception 16 

Languages Common, Dwarvish, Undercommon 

Challenge 9 (5,000 XP) 

 
Dwarven Resilience. Drogor has advantage on saving throws 

against poison. 

Indomitable (2/day). Drogor can reroll a saving throw that he 

fails. He must use the new roll. 

Mount. Humbert serves Drogos as a mount, both in combat 

and out, and he has an instinctive bond with it that allows 

them to fight as a seamless unit.  

Second Wind (Recharges after a Short or Long Rest). As a 

bonus action, Drogor can regain 20 hit points. 

Actions 

Multiattack. Drogor makes two attacks with his Greataxe. 

Greataxe. Melee Weapon Attack: +9 to hit, reach 5 ft., one 

target. Hit: 11 (1d12 + 5) slashing damage, plus 7 (2d6) 

slashing damage if Drogor has more than half his hit points 

remaining. 

Heavy Crossbow. Ranged Weapon Attack: +6 to hit, range 

100/400 ft., one target. Hit: 7 (1d10 + 2) piercing damage. 

Humbert the Ram 

Medium celestial, lawful good 

 
Armor Class 14 (natural armor) 

Hit Points 44 (8d8+8) 

Speed 50 ft. 

 
STR DEX CON INT WIS CHA 

20 (+5) 17 (+3) 12 (+1) 3 (-4) 12 (+1) 7 (-2) 

 
Senses Passive Perception 11 

Languages Understands Dwarven but can’t speak it 

 
Beast of Legend (3/day). If Humbert fails an attack roll or a 

saving throw, it can choose to succeed instead. 

Charge. If Humbert moves at least 20 feet straight toward a 

target and then hits it with a ram attack on the same turn, the 

target takes an extra 2d6 + 5 damage. If the target is a 

creature, it must succeed on a DC 15 Strength saving throw 

or be knocked prone. 

Actions 

Ram. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. 

Hit: 2d4+5 bludgeoning damage. 

Suranok the Blackguard 
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Suranok Shadowblade 

Medium humanoid (dwarf), lawful neutral 

 
Armor Class 18 (plate) 

Hit Points 153 (18d8 + 72) 

Speed 25 ft. 

 
STR DEX CON INT WIS CHA 

18 (+4) 11 (+0) 18 (+4) 11 (+0) 14 (+2) 15 (+2) 

 
Saving Throws WIS +5, CHA +5 

Skills Athletics +7, Deception +5, Intimidation +5 

Damage Resistances Poison 

Senses Darkvision 120 ft., Passive Perception 12 

Languages Common, Dwarvish, Undercommon 

Challenge 8 (3,900 XP) 

 
Duergar Resilience. Suranok has advantage on saving throws 

against poison, spells, and illusions, as well as to resist being 

charmed or paralyzed. 

Spellcasting. Suranok is a 10th-level spellcaster. His 

spellcasting ability is Intelligence (spell save DC 13, +5 to hit 

with spell attacks). Suranok has the following spells 

prepared: 

1st level (4 slots): command, protection from evil and good, 

thunderous smite 

2nd level (3 slots): branding smite, find steed 

3rd level (2 slots): blinding smite, dispel magic 

Sunlight Sensitivity. While in sunlight, Suranok has 

disadvantage on attack rolls, as well as on Wisdom 

(Perception) checks that rely on sight. 

Actions 

Multiattack. Suranok makes three attacks with his Glaive or 

his Heavy Crossbow. 

Glaive. Melee Weapon Attack: +7 to hit, reach 10 ft., one 

target. Hit: 9 (1d10 + 4) slashing damage. 

Heavy Crossbow. Ranged Weapon Attack: +3 to hit, range 

100/400 ft., one target. Hit: 5 (1d10) piercing damage. 

Dreadful Aspect (Recharges after a Short or Long Rest). 

Suranok exudes magical menace. Each enemy within 30 feet 

of Suranok must succeed on a DC 13 Wisdom saving throw 

or be frightened for 1 minute. If a frightened target ends its 

turn more than 30 feet away from Suranok, the target can 

repeat the saving throw, ending the effect on itself on a 

success. 

Enlarge (Recharges after a Short or Long Rest). For 1 minute, 

Suranok magically increases in size, along with anything he is 

wearing or carrying. While enlarged, Suranok is Large, 

doubles his damage dice on Strength-based weapon attacks 

(included in the attacks), and makes Strength checks and 

Strength saving throws with advantage. If Suranok lacks the 

room to become Large, he attains the maximum size 

possible in the space available. 

Invisibility (Recharges after a Short or Long Rest). Suranok 

magically turns invisible until he attacks, deals damage, casts 

a spell, or uses his Enlarge, or until his concentration is 

broken, up to 1 hour (as if concentrating on a spell). Any 

equipment Suranok wears or carries is invisible with him. 

The Anvil 

T 
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The Blood Claw 

Llewelyn 

Large fey, chaotic evil 

 
Armor Class 21 (natural armor) 

Hit Points 228 (24d10 + 96) 

Speed 60 ft. 

 
STR DEX CON INT WIS CHA 

29 (+9) 22 (+6) 18 (+4) 5 (-3) 12 (+1) 14 (+2) 

 
Saving Throws STR +15, DEX +12, CON +11 

Skills Acrobatics +15, Athletics +12, Perception +7 

Damage Immunities Cold, Fire, Psychic; Bludgeoning, 

Piercing, and Slashing from Nonmagical Attacks 

Condition Immunities Charmed, Frightened, Sleep 

Senses Darkvision 120 ft., Truesight 120 ft., Passive 

Perception 17 

Languages Common, Sylvan 

Challenge 15 (13,000 XP) 

 
Gift of the Champion (3/day). Llewelyn can innately cast wish 

(spell save DC 16) requiring no component. 

Legendary Resistance (3/day). If Llewelyn fails a saving 

throw, it can choose to succeed instead. 

Magic Resistance. Llewelyn has advantage on saving throws 

against spells and other magical effects. 

Slashing Critical. Llewelyn’s weapon attacks score a critical 

hit on a roll of 19–20. 

Actions 

Multiattack. Llewelyn makes two melee attacks. 

Claws. Melee Weapon Attack: +15 to hit, reach 5 ft., one 

target. Hit: 18 (2d8 + 9) piercing damage. This damage 

ignores resistance. 

Legendary Actions 

Llewelyn 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 turn. 

Llewelyn regains spent legendary actions at the start of its 

turn. 

Attack (Costs 2 Actions). Llewelyn makes two weapon 

attacks. 

Dash. Llewelyn moves up to its speed without provoking 

opportunity attacks. 

Whirlwind of Blood (Costs 3 Actions). Llewelyn makes one 

weapon attack against any creature within its reach. 

Khor Keep 

I 

ADVENTURE SEED: A ROOM WITH A VIEW 

The party is hired by Ghindo to explore a small cave beneath 

Khor Keep. The characters soon realize they are in an ancient 

network of tunnels protected by magical traps and creatures, 

which leads to a room with a view of the Crossroads, where 

the Wizard himself used to go to rest.  
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Ghindo the Inventor 

Ghindo Shimmergear 

Small humanoid (gnome), neutral good 

 
Armor Class 22 (breastplate, shield) 

Hit Points 99 (18d6 + 36) 

Speed 25 ft. 

 
STR DEX CON INT WIS CHA 

8 (-1) 15 (+2) 19 (+4) 22 (+6) 12 (+1) 13 (+1) 

 
Saving Throws INT +10, WIS +5 

Skills Arcana +10, History +10, Investigation +10 

Senses Darkvision 60 ft., Passive Perception 9 

Languages Common, Gnomish, Elvish 

Challenge 10 (5,900 XP) 

 
Flash of Genius (6/day). When Ghindo or another creature 

you can see within 30 feet of you makes an ability check or a 

saving throw, Ghindo can use his reaction to add +5 to the 

roll. 

Gnome Cunning. Ghindo has advantage on Intelligence, 

Wisdom, and Charisma saving throws against magic. 

Magical Tinkering. Ghindo imbues a Tiny nonmagical object 

with a magical property of his choice: 5ft. radius light, up to 

6-second-long recorded message, emits odor or nonverbal 

sound, or static visual effect including up to 25 words of text. 

Ghindo can affect a maximum of 6 objects at a time. 

Spellcasting. Ghindo is a 10th-level spellcaster. His 

spellcasting ability is Intelligence (spell save DC 18, +10 to hit 

with spell attacks). Ghindo has the following spells prepared: 

Cantrips (at will): fire bolt, light, mage hand, mending 

1st level (4 slots): healing word, identify, ray of sickness 

2nd level (3 slots): arcane lock, heat metal, Melf’s acid arrow 

3rd level (3 slots): gaseous form, revivify 

Actions 

Multiattack. Ghindo makes two melee attacks. 

Pickhammer. Melee Weapon Attack: +12 to hit, reach 5 ft., 

one target. Hit: 12 (1d6 + 9) piercing or bludgeoning damage.  

Honeyhammer Brewery 

The Lady of Clan Honeyhammer 

Y 

ADVENTURE SEED: MEAD HEIST 

The characters are hired by the Brewers to sneak into 

Honeyhammer Brewery and steal their original recipe.  

First, the party has to get access to the Brewery, either by 

sneaking in, bribing a guard, or forging a writ of passage. 

    Once inside, they find out that the recipe is kept in a vault 

at the end of a dungeon protected by earth elementals and 

traps.  

    If they get to the final room, they find the recipe and have 

to make their way out. However, after brewing it, Krolmnite 

realizes that the recipe is fake: Elenie left it as a joke for 

anyone who managed to overcome all her defenses. 
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Elenie Honeyhammer 

Medium humanoid (dwarf), lawful neutral 

 
Armor Class 18 (plate) 

Hit Points 97 (13d8 + 39) 

Speed 25 ft. 

 
STR DEX CON INT WIS CHA 

13 (+1) 10 (+0) 16 (+3) 12 (+1) 16 (+3) 15 (+2) 

 
Saving Throws CON +5, WIS +5 

Skills Intimidation +4, Insight +5, Investigation +3, 

Perception +5, Persuasion +4 

Senses Darkvision 60 ft., Passive Perception 15 

Languages Common, Dwarvish 

Challenge 4 (1,100 XP) 

 
Dwarven Resilience. Elenie has advantage on saving throws 

against poison. 

Actions 

Multiattack. Elenie makes three melee attacks. 

Warhammer. Melee Weapon Attack: +3 to hit, reach 5 ft., one 

target. Hit: 5 (1d8 + 1) bludgeoning damage, or 6 (1d10 + 1) 

bludgeoning damage when used with two hands. 

Heavy Crossbow. Ranged Weapon Attack: +2 to hit, range 

100/400 ft., one target. Hit: 5 (1d10) piercing damage. 
 
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Day Three, Evening: The Duskmire 

The Graveyard 

Carnis and Cuinie 

Graveyard Twin 

Medium humanoid (human), neutral 

 
Armor Class 11 

Hit Points 5 (1d8 + 1) 

Speed 30 ft. 

 
STR DEX CON INT WIS CHA 

10 (+0) 13 (+1) 12 (+1) 11 (+0) 12 (+1) 10 (+0) 

 
Senses Passive Perception 11 

Languages Common, Sylvan 

Challenge 0 (10 XP) 

 

Actions 

Dagger. Melee Weapon Attack: +3 to hit, reach 5 ft., one 

target. Hit: 3 (1d4 + 1) piercing damage. 

O 

R 
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Darkstone Caverns 

Tidas the Exiled 

Tidas 

Medium humanoid (human), neutral evil 

 
Armor Class 12 (leather) 

Hit Points 85 (9d8 + 45) 

Speed 30 ft. 

 
STR DEX CON INT WIS CHA 

10 (+0) 12 (+1) 20 (+5) 12 (+1) 16 (+3) 11 (+0) 

 
Saving Throws Con +9, Int +5 

Skills Animal Handling +4, Arcana +5, Nature +5, Survival +7 

Senses Passive Perception 13 

Languages Common, Sylvan 

Challenge 6 (2,300 XP) 

 
Bond. Tidas is magically linked to his companion. While his 

companion is within 100 feet of Tidas, he can communicate 

with it telepathically. Additionally, as an action, Tidas can see 

through his companion’s eyes and hear what it hears until 

the start of his next turn. During this time, Tidas is deaf and 

blind with regard to his own senses. 

Actions 

Quarterstaff. Melee Weapon Attack: +4 to hit, reach 5 ft., one 

target. Hit: 3 (1d6) bludgeoning damage, or 4 (1d8) 

bludgeoning damage when used with two hands. 

Light Crossbow. Ranged Weapon Attack: +5 to hit, range 

80/320 ft., one target. Hit: 5 (1d8 + 1) piercing damage. 

O 

ADVENTURE SEED: FORGOTTEN NAMES 

The party is hired by Vanya to look for the name of the 

Weeping Angel’s poet in the haunted crypt nearby. The party 

finds the name, J.H. Khariel, along with undead horrors. 
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Tidas's Companion 

Medium monstrosity, neutral evil 

 
Armor Class 11 (natural armor) 

Hit Points 76 (9d8 + 36) 

Speed 40 ft., fly 60ft. 

 
STR DEX CON INT WIS CHA 

14 (+2) 10 (+0) 19 (+4) 3 (-4) 12 (+1) 7 (-2) 

 
Saving Throws Dex +4, Wis +5 

Skills Athletics +6, Perception +9, Survival +5 

Senses Passive Perception 11 

Languages Understands Common but can’t speak it 

 
Relentless (Recharges after a Short or Long Rest). If the 

Companion takes damage that would reduce it to 0 hit 

points, it is reduced to 1 hit point instead.  

Actions 

Multiattack. The companion makes three melee attacks. 

Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. 

Hit: 5 (1d6 + 2) piercing damage. If the target is a creature, it 

must succeed on a DC 14 Strength saving throw or be 

knocked prone. 

Claws. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. 

Hit: 2d4 + 2 slashing damage. 

The Moon Steps 

Herbie the Dreamer 

Orville 'Herbie' Van Dight 

Medium humanoid (half-elf), neutral good 

 
Armor Class 13 (leather) 

Hit Points 39 (6d8 + 12) 

Speed 30 ft. 

 
STR DEX CON INT WIS CHA 

10 (+0) 14 (+2) 14 (+2) 11 (+0) 14 (+2) 10 (+0) 

 
Skills Animal Handling +4, Nature +2, Survival +4 

Senses Darkvision 60ft.,Passive Perception 12 

Languages Common, Elvish 

Challenge 2 (450 XP) 

 
Spellcasting. Herbie is a 4th-level spellcaster. His 

spellcasting ability is Wisdom (spell save DC 12, +4 to hit 

with spell attacks). He has the following spells prepared: 

Cantrips (at will): druidcraft, guidance, produce flame 

1st level (4 slots): animal friendship, cure wounds, speak with 

animals, thunderwave 

2nd level (3 slots): darkvision, hold person 

Actions 

Quarterstaff. Melee Weapon Attack: +4 to hit, reach 5 ft., one 

target. Hit: 5 (1d6 + 2) bludgeoning damage, or 6 (1d8 + 2) 

bludgeoning damage when used with two hands. 

F 

ADVENTURE SEED: SHINY MUSHROOMS 

The Hunters hire the party to explore the caverns beneath the 

Duskmire in search of a rare kind of fluorescent mushroom 

that they need for their drug operation. 

    The characters have to explore the Duskmire in search of 

an entrance, and then fight their way through a huge complex 

of underground tunnels inhabited by monsters. 

    The mushrooms grow around an immense underground 

lake on the bottom of the Darkstone Caverns, which is the 

lair of an ancient forgotten beast. 
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The Old Keep The Grime King 

Hral 

Medium fey, lawful evil 

 
Armor Class 21 (natural armor) 

Hit Points 228 (24d10 + 120) 

Speed 60 ft. 

 
STR DEX CON INT WIS CHA 

14 (+2) 17 (+3) 24 (+7) 12 (+1) 15 (+2) 20 (+5) 

 
Saving Throws DEX +12, CON +11, WIS +8, CHA +11 

Skills Insight +8, Intimidate +11, Perception +8, Stealth +9 

Damage Immunities Poison, Psychic; Bludgeoning, Piercing, 

and Slashing from Nonmagical Attacks 

Condition Immunities Charmed, Frightened, Poisoned, Sleep 

Senses Darkvision 120 ft., Truesight 120 ft., Passive 

Perception 18 

Languages Common, Sylvan 

Challenge 20 (25,000 XP) 

 
Gift of the Order (3/day). Hral can innately cast wish (spell 

save DC 19) requiring no component. 

Legendary Resistance (3/day). If Hral fails a saving throw, it 

can choose to succeed instead. 

Magic Resistance. Hral has advantage on saving throws 

against spells and other magical effects. 

Null Zone. A 10-foot-radius invisible sphere of antimagic 

surrounds Hral. Within the sphere, spells can't be cast, 

summoned creatures disappear, and even magic items 

become mundane. Spells and other magical effects, except 

those created by an artifact or a deity, are suppressed in the 

sphere and can't protrude into it. A slot expended to cast a 

T 

ADVENTURE SEED: FRAGMENTS OF MEMORIES 

The incursions from the Evermists are increasing, and Nuria 

Larindien asks the party for help in finding the source of the 

problem. Together, they venture into the Old Keep, haunted 

by ghosts and beasts, to close an unstable portal. 
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suppressed spell is consumed. While an effect is suppressed, 

it doesn't function, but the time it spends suppressed counts 

against its duration. 

Targeted Effects. Spells and other magical effects, such as 

magic missile and charm person, that target a creature or an 

object in the sphere have no effect on that target. 

Areas of Magic. The area of another spell or magical effect, 

such as fireball, can't extend into the sphere. If the sphere 

overlaps an area of magic, the part of the area that is covered 

by the sphere is suppressed. For example, the flames created 

by a wall of fire are suppressed within the sphere, creating a 

gap in the wall if the overlap is large enough. 

Spells. Any active spell or other magical effect on a creature 

or an object in the sphere is suppressed while the creature or 

object is in it. 

Magic Items. The properties and powers of magic items are 

suppressed in the sphere. For example, a longsword, +1 in 

the sphere functions as a nonmagical longsword. A magic 

weapon's properties and powers are suppressed if it is used 

against a target in the sphere or wielded by an attacker in the 

sphere. If a magic weapon or a piece of magic ammunition 

fully leaves the sphere (for example, if you fire a magic arrow 

or throw a magic spear at a target outside the sphere), the 

magic of the item ceases to be suppressed as soon as it exits. 

Magical Travel. Teleportation and planar travel fail to work in 

the sphere, whether the sphere is the destination or the 

departure point for such magical travel. A portal to another 

location, world, or plane of existence, as well as an opening 

to an extradimensional space such as that created by the 

rope trick spell, temporarily closes while in the sphere. 

Creatures and Objects. A creature or object summoned or 

created by magic temporarily winks out of existence in the 

sphere. Such a creature instantly reappears once the space 

the creature occupied is no longer within the sphere. 

Dispel Magic. Spells and magical effects such as dispel magic 

have no effect on the sphere. Likewise, the spheres created by 

different antimagic field spells don't nullify each other. 

Actions 

Multiattack. Hral makes two melee attacks with his Spear. 

Spear. Melee Weapon Attack: +9 to hit, reach 5 ft., one target. 

Hit: 6 (1d6 + 3) piercing damage. 

Legendary Actions 

Hral 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 turn. Hral 

regains spent legendary actions at the start of his turn. 

Attack. Hral makes a weapon attack. 

Invunerability (Costs 3 Actions). Hral is immune to all 

damage until its next turn. 
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