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the maze!
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enticing crowds to enter into the next three-legged race. All arovnd
~ You are the s00nds of enjoyment, [aughter, and Pon. b '
You sigh and venture out into the chaos, happy to be enjoying this
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FOREWORD

he world of DUNGEONS & DRAGONS has
so many fascinating creatures to explore
and interact with, but more often than not,
those creatures labeled as “monstrous”
are seen as nothing more than a bag of experience
points for adventurers to carve through in their
quest to further expand and explore the world
around them. Very rarely are these creatures
presented in a positive light, and even more rarely
as individuals with their own stories to tell. This
disconnect is further widened by the ability for
players to create characters from these so called
“monstrous” races, often labeling player charac-
ters as “outcasts” or individuals who were able to
“break free” of their monstrous origins and find a
more civilized way of being.

With Not Another Monster Quest, we seek
to showcase these “monstrous” races in a wide

spectrum of colors and personality types, not just
automatically quantifying them as evil because of
how they look or their background. “Evil” is not
something that should be prescribed to an entire
race of beings with a handful of them, usually
player characters, being quantified as “good.” Just
as in our world, theirs is filled with people of every
size, shape, color, class, and creed, and that should
not be dictated by the ancestry that they were born
into. In these pages you will find slap-stick gnoll
comedians, masterful minotaur entertainers, and
world-weary orc explorers to help enrich your
world and stories. So, we invite you to turn the
page, and step into a world filled with possibilities
and wonder, as we break the mold, delving further
into how we define these “monstrous” characters.
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INTRODUCTION

elcome to Volume 1 of Not Another
Monster Quest. In this supplement,
we will be spotlighting kobolds,
goblins, and bugbears in a variety

of ways. It is our goal with this anthology to give
both Dungeon Masters and players fun, engaging,
and imaginative stories to interact with, and to
showcase the versatility of these so-called “mon-
strous” races.

USING THIS BOOK

This book is separated into three chapters, each
dealing with fully fledged adventures that include
NPCs and encounters. This supplement can be
played using the Player's Handbook, Monster
Manual, and Dungeon Master’s Guide. The Monster
Manual contains stat blocks for some creatures
found in this book. When a creature’s name appears
in bold type, that is a visual cue pointing you to

the creature’s stat block in the MM or elsewhere.
Spells and magic items appear in italics, referring
to listings in the Player’s Handbook and Dungeon
Master’s Guide, respectively. Original creatures,
NPCs, spells, and magic items are included in their
own appendices at the end of the supplement.

Chapter 1 contains four adventures intended to be
run either as one-shots or as part of an ongoing
campaign. They are organized by tier.

Chapter 2 is a collection of 16 encounters meant to
be inserted into any level play session. They are
organized alphabetically by title.

Chapter 3 contains eight NPCs that Dungeon
Masters can use to flesh out their worlds and
have players interact with. They are orga-
nized by name.

READ-ALOUD TEXT
AND SIDEBARS

Text that appears indented like this should be
read aloud or paraphrased for the players when
their characters first arrive at a location or under
a specific circumstance, as described in the text.

SIDEBARS

Additional information that gives a Dungeon
Master more guidance on how to run a section
looks like this. This can include game mechan-
ics, additional content, or magic items.

v ol
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CHAPTER 1: MONSTROUS ADVENTURES

hapter 1 contains four adventures intended
to be run as one-shots or inserted into
existing campaigns. They are organized by
tier and level, indicated by the table below.

AVERAGE PARTY LEVEL (APL)

Average party level or APL denotes the level
that an adventure or encounter was written for.
Some adventures/encounters have APL adjust-
ments if your player characters do not meet
the recommended level requirement for said

adventure.
ADVENTURES
Title Tier/Level
Breadcrumbs and Biscuits by Tier 1/
Brittney Hay Level 4 (APL 4)
Minnow's Magical Maze by Tier 2/Level
Bob Carnicom 5-10 (APL 6)
Laughter is Good for the Gnoll  Tier 2/Level
by Grady Wang 6-10 (APL 6)
Parks and Reclamation by Tier 3/Level

Lydia Van Hoy 12 (APL 12

-
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 BREADCRUMBS AND BISCUITS

By Brittney Hay

Content Warnings: Missing children
This adventure is optimized for one to two
4th-level characters.m

fter weathering a chaotic storm, you are

called upon to help locate a missing child.

Throughout your investigation, you meet

several colorful characters as you push
further into this ancient forest and uncover the
mysteries that await.

ADVENTURE SUMMARY

The characters stumble upon a small cattle farm
owned by Ethner Ogletree (LG minotaur scout,
they/he) during a terrible storm. The weather has
wrought havoc on the small settlement and the

party is implored to help. After sheltering the night
at the ranch, another minotaur arrives, asking after
his missing child. The rancher also discovers that
several of his herd are missing. The characters are
asked to find both the missing child and the cattle.

As the characters set out into the forest, they
come upon a trail of breadcrumbs leading them
further into the wilds. Through their investiga-
tions, they eventually encounter a rift in the Mate-
rial Plane that leads straight into the Feywild.
Despite being waylaid by several obstacles (the
Feywild enjoys playing tricks on new travelers), the
party continues to follow tracks.

Eventually they come upon a small hut in a glen
and are invited to take tea with a hag. She has kept
the child and a pet calf safe, though the latter has
gone through some transformations during their

journey into this strange land.
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'ADVENTURE BACKGROUND
Broken Bramble Ranch has been in Ethner Ogle-
tree’s family for generations, and Ethner is a suc-
cessful breeder of highland cattle, known for their
sturdiness in hard weather climates. The summer
storms this year have been more severe than
usual, with high winds and torrential downpours
making the ground muddy and unworkable.
Neighboring the ranch is a small family of mino-
taur woodcutters, Buckeye “Big Mac” and his
daughter Notty. They have recently moved to the
area and sell firewood and lumber to the nearby
village. Both are experienced trackers and know
their way around the forest.

The forest is home to all manner of flora and
fauna, though everyone has heard tales of strange
creatures appearing seemingly out of nowhere
when the weather becomes foul. Villagers have
also been said to disappear and reappear weeks
later, telling of a strange land where the trees are
silver and dappled with purple and orange leaves.
In truth, the forest is a place where the barrier
between the Material Plane and the Feywild is par-
ticularly thin. When strong storms come, they can
harness arcane energies and tear open rifts in that
border, allowing creatures to pass freely between
the realms.

HOOKS

This adventure can function as a self-contained
one-shot. It can also be inserted into a campaign
by placing Broken Bramble Ranch near a village
with forest area nearby.

WEATHER CONDITIONS

The first part of this adventure takes place
during a thunderstorm. As such, these weather
conditions are imposed until Part 2: Into the
(Fey)Wild.

Strong Wind. Characters have disadvantage
on ranged weapon attacks and Wisdom (Per-
ception) checks that rely on hearing. Flying by
non-magical means is nearly impossible, and
flying creatures must land at the end of their
turns, otherwise they risk taking fall damage.
Heavy Precipitation. Characters have disad-
vantage on Wisdom (Perception) checks that
rely on sight. Heavy rain also extinguishes open
flames and the area is lightly obscured.

DOWNED TREE
While slogging through driving rain and high
winds from a sudden storm that has overtaken
them in a forest, the characters come upon a large
downed tree in the middle of the road. This ancient
oak looks charred, as though struck by lightning.
Upon further investigation they find a barely
conscious minotaur whose leg is trapped under
a large branch. The minotaur can be freed with a
successful DC 13 Strength (Athletics) skill check.
When the characters move the branch, the mino-
taur awakens and thanks them for their help. He
introduces himself as Ethner Ogletree, and tells
the party that they have a farm nearby. As their leg
is injured and the storm is still raging, he asks the
characters for help getting home, promising them
shelter for the night.

A CALL FOR HELP

Through the noise of the storm, the characters
hear the sound of heavy hooves rapidly approach-
ing. They must make a successful DC 10 Dexterity
saving throw or take 1d8 bludgeoning damage as
a small group of cows come crashing out of the
darkness into their midst. The cattle are pursued
by a minotaur, Ethner Olgetree, who is attempting
to recapture them. When Ethner sees the char-
acters, he asks for their help, telling them that

the storm has spooked his herd, and that some of
them broke the fence and stampeded. In order to
recapture the frightened animals, the characters
must succeed on three DC 13 Wisdom (Animal
Handling) checks. Once the beasts are rounded up,
Ethner gratefully offers the characters shelter at
his ranch when they reach it.
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_ DRAMATIS PERSONAE AND PLACES
The following notable NPCs and locations are
encountered in this adventure.

All the minotaur NPCs in this adventure use
their respective class stat blocks with the fol-
lowing additions:

- Goring Rush. Immediately after using the
Dash action on its turn and moving at least 20
feet, the minotaur can make one melee attack
with its horns as a bonus action.

- Hammering Horns. Immediately after hitting
a creature with a melee attack as part of the
Attack action on its turn, the minotaur can
use a bonus action to attempt to shove that
target with its horns. The target must be no
more than one size larger than it and within
5 feet of the minotaur. Unless it succeeds on
a DC 14 Strength saving throw, the mino-
taur pushes the target up to 10 feet away
from them.

- Horns. Melee Weapon Attack: +6 to hit,
reach 5 ft., one target. Hit: 7 (1d6+4) pierc-
ing damage.

BROKEN BRAMBLE RANCH

The Ogletree family has operated this cattle ranch
for decades, the current owner being Ethner
Olgetree. They specialize in breeding highland
cattle, a hardy, long-haired breed of bovine, bred to
withstand the harshest weather conditions. Ethner
works the ranch with the help of his wife Margot
(NG, changeling druid, they/them), their children,
Rudy (10), Bo (8), and Magnus (4), and four mino-
taur farmhands (scouts).

ETHNER OLGETREE

they/he, minotaur scout, lawful good

Ethner is the current caretaker of the Ogletree
farm, along with their wife Margot. Ethner is

a stickler for rules and traditions but he has a
soft side, especially when it comes to their three
children.

Personality Trait: Nobody stays angry at Ethner
for long, since they can defuse any amount
of tension.

Ideal: Fairness. We all do the work, so we all
share in the rewards. ;

Bond: Ethner works the land, loves the land, and
will protect the land until his dying day.

Flaw: Arrogance. Ethner sometimes acts like they
know it all, and is prone to extended lectures
and tirades.

BUCKEVE “BIG MAC”
he/him, minotaur hurricane [appendix A],
neutral good

Buckeye is a lumberjack whose house neighbors
the Ogletree farm. Despite his oak-like stature,
he’s a softy at heart and enjoys blending teas in
his spare time. Though violence is always his last
resort, if a fight occurs, Buckeye prefers to use his
fists. Otherwise, his trusty axe, which he carries
with him everywhere, can settle the matter.

Personality Trait: We should all be free to do what
we want, as long as it doesn’t harm others.

Ideal: Family. There’s nothing more important.

Bond: His honor is his life.

Flaw: Buckeye overlooks obvious solutions in favor
of complicated ones.

Buckeye's Greataxe. Melee Weapon Attack: +5
to hit, reach 5 ft., one target. Hit: 9 (1d12 + 3)
slashing damage.

GWENDOLINE “NoTTV”

she/they, minotaur commoner, lawful good

Bashful and shy, Notty is 10 years old and enjoys
accompanying her father, Buckeye, out into the
woods while he works. She is self-assured when
it comes to navigating her way around the forest,
having been taught from a young age.

Personality Trait: Learning new things is the best
way to better herself.

Ideal: Redemption. There's a spark of good
in everyone.

Bond: She protects those who cannot protect
themselves.

Flaw: Notty can’t keep a secret to save her life, or
anyone else’s.
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‘ BISCUITS
she/her, cow, true neutral
A fluffy highland calf who enjoys getting into mis-
chief, and has a sweet spot for mushrooms.
Biscuits uses the cow stat block until Part 3,
when she becomes a mushroom cow and the
following changes apply:

Damage Immunities poison

Rapport Spores. Biscuits can communicate
simple ideas, emotions, and images to any
creature within 10 feet of her that has an Intel-
ligence of 2 or higher, except undead, con-
structs, or elementals.

- Her creature type is plant

NONNA THISTLE
they/she, green hag, true neutral

A denizen of the Feywild, Nonna Thistle spends
their time gardening and knitting. She is always
excited to see a friendly face and loves to help lost
folk find their way back home. Though friendly and
kind-hearted, they are stern with those who cross
her, and a formidable enemy when wronged.

Personality Trait: All people are capable of good.
It just needs to be nourished.

Ideal: Community. We have to take care of each
other, because no one else is going to do it.

Bond: She owes a debt she can never repay to the
person who took pity on her.

Flaw: Nona Thistle has a tendency to doubt herself
and her abilities.

PART 1: RIDING OUT THE STORM

The characters arrive at Ogletree Ranch, and are
immediately tasked with helping secure the farm
as the storm continues to build. When the char-
acters reach the ranch, read or paraphrase the
following:

Through the torrential downpour, a small farm-
stead comes into view. A ranch-style house sits
on the far left of a large enclosed pasture; a
barn, silhouetted by flashes of lightning, stands
guard in the distance. A lone figure on the
porch gestures and calls out orders to others
frantically attempting to secure the area against
the raging storm.

AGAINST THE STORM

In this part of the adventure, characters are asked
by Margot and Ethner to help batten down the
hatches. Below are a series of skill challenges for
the characters to help make the ranch secure.

Characters who are proficient in Arcana can
make a DC 15 Intelligence (Arcana) check. On

a success they can tell that this storm is not
normal, and that hints of magic are palpable in
the air. This magical feeling continues to weigh
heavily in the air, even after the storm has blown
itself out in the morning.

LIGHTNING STRUCK

An ancient oak tree near the barn is struck by
lightning. Despite the downpour, the core of the
tree catches fire. If not put out in 1d4 + 1 rounds,
the trunk destabilizes and falls on the barn,
causing structural damage and catching the barn
on fire in 1d4 more rounds. The barn has AC 10
and 60 HP. If the fire spreads to the barn, it does
1d8 fire damage per round, increasing by 1d8 per
round it continues to burn.

FENCED IN
The high winds and rain have made several
sections of fence around the pasture unstable and
loose. If these sections are not repaired, a light-
ning strike could spook the cattle into stampeding,
breaking out, and becoming lost in the storm.
Characters must make three successful DC 10
Wisdom (Perception) skill checks to locate the
broken sections of fencing. Once located, they must
repair each section with a successful DC 15 skill
check of their choice or a spell (i.e., Strength using
carpenter’s tools, casting mending, etc.).
Development. If the characters roll two succes-
sive failures before three successes, the cattle are
spooked by the storm and stampede. Characters
must then make a successful DC 15 Dexterity
saving throw to avoid being trampled as the herd
crashes through the weakened section of fence.
On a failure they take 1d10 bludgeoning damage,
half on a success. If they fail by 5 or more, they are
also knocked prone and restrained by a section of
broken fencing as it falls on top of them. It takes
a further two successful DC 15 Wisdom (Animal
Handling) checks to calm the frightened beasts
and herd them back into the enclosure.
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‘ DEVELOPMENT

By the next morning, the storm has blown itself
out. Thanks to the characters’ actions, the ranch
has sustained significantly less damage than
usual. As Margot and Ethner are expressing

their gratitude, their neighbor Buckeye “Big Mac”
(NG minotaur hurricane [appendix A], he/him)
appears, asking if they have seen his daughter
Notty (LG minotaur commoner, she/they). She has
been missing since early this morning, and they
have been everywhere looking for her. He asks
the characters’ help in finding her, as she knows
to stay close to the house and is not the sort to just
wander off by herself. Ethner also notices that a
few of the younger calves are missing from their
herd—including the family’s favorite, a calf named
Biscuits—and asks the characters to keep an eye
out for them while they search for Notty.

If the characters need some extra muscle, Buck-
eye “Big Mac" offers to accompany them while
they search for his daughter. He can also show up
in a pinch, having followed the characters’ trail
into the forest.

PART 2: INTO THE (FEV)WILDS

The characters search for signs of Notty and
Biscuits. Eventually they come upon a tear in the
Material Plane, leading them and their investiga-
tions into the Feywild.

BREADCRUMBS

In order to successfully track Notty and Biscuits,
the characters must succeed on a DC 15 Wisdom
(Perception or Survival) or Intelligence (Nature or
Investigation) skill check. Notty has left a trail of
breadcrumbs for the characters to follow. Choose
two of the Forest Encounters below to run before
transitioning to the “A Tear Between Planes”
encounter, which leads the characters into the
Feywild. Once in the Feywild, choose four of the
Feywild Encounters before heading to Part Three:
Gingerbread and Mushrooms. Some of the encoun-
ters can be run in both the Feywild and woods, as
well as be used multiple times.

Because of the elemental tear, magic from the
Feywild is slowly leaking onto the Material Plane.
Every time a character casts a spell of 1st level or
higher, here or in the Feywild, have them roll on
the Wild Magic Table (Player’'s Handbook) and
consult the results.

1. ARCANE RECONNAISSANCE

A scouting party composed of three scouts and
one mage are attempting to find the source of the
elemental disturbance that caused the storm the
previous evening.

Running the Encounter. The characters come
across the party while traversing the woods.
They were sent out to track the elemental magic
discharged by the storm and find its source. The
mage (LG, she/her) in particular is worried about
potential consequences of a storm that size, asking
the characters if they have seen anything strange
or abnormal. If the characters ask about Notty,
they confess that they have not seen the child but
share the characters’ concern about a child being
lost in the woods at such a time.

2. BEACHED
The characters encounter a pirate ship, crashed in
the forest, split nearly in half by the force of impact
into the canopy.

Running the Encounter. The ship is perched
precariously 20 feet off the ground, supported
only by the partly downed trees. The stern dan-
gles down from the trees, swaying slightly in the
breeze. Several bodies lie scattered around the
base of the trees, either unconscious or dead. If
anyone makes a successful DC 15 Wisdom (Per-
ception) check, they can see movement in the ship
above. Characters can reach the ship by making
a successful DC 15 Dexterity (Acrobatics) or
Strength (Athletics) check.

The ship’s remaining crew is still reeling from
the events of the storm and are not hostile. The
captain (she/her) is conscious but is currently
being patched up by their healer. She relays to
the characters that one moment they were in the
middle of a terrible storm at sea, and the next
they were falling through the air, crashing into the
forest canopy.
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‘ 3. CURIOUS AND CURIOUSER

A pair of chwingas (appendix A) have made their
way through the elemental tear and into the Mate-
rial Plane.

Running the Encounter. The chwingas have
never been to the Material Plane before, and
therefore are fascinated with this strange land. As
they explore, they come upon the characters while
the party is tracking Notty. Their curiosity gets the
better of them and they continue to follow the char-
acters at a discreet distance. If the characters stop
or get distracted, one of the chwingas attempts to
snatch something off one of their persons. Charac-
ters must make a Wisdom (Perception) check con-
tested by the chwinga’s Dexterity (Stealth) check in
order to notice the theft.

This encounter is repeatable and if encoun-
tered again, they continue attempting to steal
small trinkets and items off the characters until
noticed, at which point they flee. If any take

a liking to a particular humanoid, a chwinga
might use its cantrips to aid it, or might bestow a
magical charm (see supernatural gifts, Dungeon
Master’s Guide) before departing.

4. KoBoLDS’ WALKING CASTLE

Four kobolds and a kobold scale sorcerer
(appendix A) are wandering the woods in a prop
wooden castle.

Running the Encounter. This small company
of kobolds were a part of a performing troupe that
got caught out in the storm. During the chaos they
took shelter in their prop wooden castle and were
blown away from the rest of their group; they are
determined to find their way back. One kobold is
in each corner tower of the wooden castle and the
scale sorcerer attempts to direct them from the
middle, while casting fog cloud to try to camou-
flage themselves. Unbeknownst to the kobolds,
the wooden castle now looks like a castle floating
on a cloud.

This encounter can be run again, both in the
woods and Feywild. Each time they are encoun-
tered, the kobolds once again ask for directions
from the characters.

A TEAR BETWEEN PLANES

The hearty twang of a string instrument greets
your ears. It is a cheery tune, and as you come
into this clearing you see an owlbear sitting
atop a felled tree, strumming on a banjo. Five
feet from them, you notice a rippling shimmer
in the air that crackles with arcane energy.

This shimmer is an elemental tear in the Material
Plane that leads to the Feywild. If the characters
get close enough they can see a different landscape
through the portal. The owlbear strumming the
banjo cheerily greets the characters and introduces
themselves as Cheshire (CG, they/them [appendix
A]). Cheshire comes from the Feywild and con-
firms seeing Notty pass through the portal. They
warn, though, that the Feywild is a strange place
and that time may pass differently there than here
on the Material Plane.

If the characters are having difficulties, or if you
wish to interject a bit more fun, Cheshire can
show up again to be their guide, give them hints,
or just strike up a conversation because they are
bored and the characters amuse them.

1. Book WORMS
The forest opens up to reveal a field full of
strangely growing mushrooms.

In a small glen you see with what at first glance
looks like vibrant red-capped mushrooms
growing out of books, not soil. On a second
glance, these “mushrooms” seemed to be
folded paper origami, with the look of sugar
glass, and are indeed growing out of the books
on the ground around them.

Running the Encounter. Characters who make
a successful DC 13 Intelligence (Investigation or
Nature) check can see that the mushrooms-are
infested with what look to be small bookworm
grubs (two swarms of rot grubs), seemingly
attracted to the sweet scent emanating from the
mushrooms. A character who succeeds on a DC
15 Wisdom (Perception or Survival) check hears a
slight rumbling under the earth where the garden
is located.

Any disturbance to the ground, including the
characters’ attempts to harvest the mushrooms,
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awakens the bookworm queen (rot grub queén
[appendix A)) from its slumber, ready to attack any
creature within range. Characters within the glen
must make a DC 15 Dexterity saving throw or take
3 (1d6) piercing damage from the shards of sugar

glass flying into the air when the creature emerges.

The two swarms of rot grubs (appendix A) also
rush to aid their queen.

KNOWLEDGE MUSHROOMS

Wondrous item, rare

These red-capped origami mushrooms (Bole-
tus cognitionis) were grown from books using
a combination of arcane and natural magics,
and resemble opaque sugar glass in texture
and appearance. When consumed, a charac-
ter gains advantage on Intelligence (History)
checks for the next 2 (1d4) hours.

Characters can attempt to grow their own
mushrooms by placing a piece of one in a pot
mulched with spellbook pages. Over the next
month they must expend an arcane spell slot of
1st level or higher into the pot as well as suc-
ceed on a DC 15 Intelligence (Nature) check.
Once fully grown, the mushrooms can be har-
vested, yielding 1d8 mushrooms per pot.

2. CLEAR CuTt

The characters discover a clearing of recently
felled trees. The stumps and fallen trees are weep-
ing tears of sap.

Running the Encounter. Unbeknownst to the
characters, the grove is guarded by three faerie
dragons (younger), all of whom are currently
invisible. They are determined to find the culprit
who cut down their trees and are interrogating
anyone who wanders into their part of the forest.
Characters must succeed on a DC 15 Charisma
(Persuasion) check to convince the faerie dragons
that they were not responsible. If the characters
are honest with them, the faerie dragons not only
confirm that they saw Notty and Biscuits, but that
they gave the pair directions to a safe haven where
they could rest. The faerie dragons say no more,
and if threatened they use their Euphoria Breath
on the characters before disappearing.

3. COUNTING SHEEP

A satyr (variant) is moving through the Feywild
with his flock of sheep. He cheerfully asks the
characters to help him count them to make sure
that none were lost during his travels.

Running the Encounter. While the characters
count, the satyr takes out his panpipes and plays
a Gentle Lullaby. If any characters fall asleep they
gain a new flaw: “I become sleepy, and it’s hard to
concentrate when I hear soft soothing music.” If
they make three successful group DC 12 Wisdom
saving throws before two failures, they are able to
successfully count the flock without falling asleep,
and the satyr gifts them a brush of remove object.

BRUSH OF REMOVE OBJECT

Wondrous item, uncommon

This inconspicuous paintbrush looks no differ-
ent from any other paintbrush. It has 3 charges.
If you expend a charge you can use its magic to
remove a non-magical object no bigger than a
10-foot cube. The paintbrush stores the object,
and you can expend another charge to paint
that object back into reality. It regains all 3
charges daily at dawn.

4. DREADFUL CAMPFIRE

The sound of soft music and laughter can be
heard as you catch sight of the warm glow

of firelight. Pushing forward, you see a small
campsite and figures sitting around an invit-
ing campfire. One figure plucks softly against
guitar strings, while the others laugh and talk
quietly amongst themselves.

The small clearing in the woods is surrounded
by trees and bushes. Several tents are scattered
around the outskirts. Felled logs ring the camp-
fire; one humanoid figure sits on each, except the
log closest to the party, which has two. When the
characters announce themselves, the figures turn
welcomingly to the newcomers and invite them to
come and join them.
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Running the Encounter. Creatures within 60

feet of the campfire must make a DC 15 Wisdom
saving throw. On a failure, they begin to forget
where they were going and feel compelled to stay
at the campsite. For every 4 hours spent at the
campfire they must make successive Wisdom
saving throws, the saving throw DC increasing by
2 each time they fail. On four failures the creatures
lose the will to leave entirely unless cured by a
remove curse or greater restoration spell.

CLUES

While the campsite seems innocuous at first,
characters can determine that something is off by
making various skill checks:

e Characters who succeed on a DC 15 Wisdom
(Perception) check can see that the figures
around the campfire seem gaunt and a film of
dust coats their armor, weapons, and packs.

e Characters who inquire about how long the
NPCs have been here, or ask what they are
doing in the Feywild and succeed on a DC
18 Wisdom (Insight) check, notice that upon
being asked such questions, the campers’ eyes
glaze over and they shake their heads before
answering with a shrug, “A night or two.”

e Characters who succeed on a DC 15 Intelligence
(Nature) check notice that the area around the
campsite is quiet, devoid of the usual animal
noises that would normally surround them.

e If characters have animal companions with
them and succeed on a DC 13 Wisdom (Animal
Handling) check, they notice that the beasts
become increasingly uncomfortable the longer
they stay at the campsite and that no amount of
calming them helps.

5. FUNGUS AMONG Us
A clearing is filled with a strange orange moss. It
covers everything around it, including rocks, trees
and other plants.

Running the Encounter. This strange moss
is called creeper moss and it devours any living
organism with which it comes into contact. Charac-
ters with a passive Perception of 13 or higher can
see the remains of bodies under the thick blanket
that covers this area. If anyone attempts to take a
closer look, or comes within 30 feet of the clearing,
_they must make a DC 15 Dexterity saving throw
or start to be devoured by the moss. It rapidly

attempts to engulf the characters and they are con-
sidered restrained. Each round they are trapped by
the moss they take 1d4 acid damage.

Though this adventure doesn't have a specified
time limit , there is still a sense of urgency. If the
characters decided to go around, add another
encounter, as navigating around the clearing
adds time to their journey.

6. RUSTED
A purple oak tree with silver and orange leaves
has grown around this rusted construct (nimble-
wright, appendix A). An owl, which the construct
has befriended, has also made its home in the tree.
Running the Encounter. To pass the time the
construct enjoys telling riddles to creatures that
pass by its tree. If the characters walk by, the con-
struct tries to engage them in conversation, offer-
ing up information about which way Notty went if
they answer the construct’s riddle successfully.

PART 3: GINGERBREAD
AND MUSHROOMS

The characters track Notty and Biscuits to a gin-
gerbread mushroom-capped cottage where they
find the pair well looked after, even if the Feywild
has had its way with Biscuits.

NONNA THISTLE

Nonna Thistle (N green hag, they/she) found Notty
and Biscuits wandering the Feywild about two
weeks ago. She graciously offered them a place

to stay, all the while reassuring Notty that help
was most certainly on the way. During their stay
Biscuits ate some strange mushrooms growing in
Nonna Thistle’s garden, which transformed her
into a mushroom cow.

GINGERBREAD HOUSE
Read or paraphrase the following as the characters
arrive at Nonna Thistle’s cottage:

The sweet smell of baked goods reaches your
nose as a small cottage made of gingerbread
comes into view. Off to one side is a well-ap-
pointed garden, filled with all manner of herbs.
A strange-looking calf is tethered to a post,
grazing peacefully outside. Warm colored lights
shine through the windows and a curl of smoke
rises from the chimney.
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FEATURES OF THE AREA

Cottage. Nonna Thistle’s house is a 15-foot radius,
one-room cottage, with a small table and chair,
bed, and cooking nook with fireplace. It is made
of gingerbread and has a purple-capped mush-
room roof and stone chimney.

Mooshroom. The strange-looking calf grazing
outside is Biscuits; she is a vibrant red speck-
led with white polka dots, and has red capped
mushrooms growing from her back.

Garden. This garden is filled with odd-looking
plants only found in the Feywild.

DEVELOPMENTS

If the characters approach the cottage, through the
windows they glimpse Nonna Thistle and Notty in
the midst of having tea. They are chatting anima-
tedly toward one another, Notty making big ges-
tures with her hands and Nonna Thistle listening
intently to what she is saying.

Nonna Thistle gladly invites the characters in
for tea if they knock on the door. She inquires if
they are here for Notty and Biscuits, and is excited
to hear that the pair are going home with the char-
acters. The tea that Nonna Thistle serves functions
as a long rest for the characters, restoring missing
hit points, spell slots, and refreshing abilities. She
also gives the characters a stone that helps guide
them back towards the portal; the closer to the
portal the characters come, the warmer the stone
becomes. Before leaving Notty gives Nonna Thistle
a big hug, thanking her for her help and hospitality.

If you wish, and the players are interested, feel
free to run any encounters not used in Part
Two: Into the Fey(Wilds), letting the characters
encounter them now.

CONCLUSION

Once safely home, Notty is glad to be reunited
with her family. If Buckeye didn’t accompany the
characters, he is overjoyed to see his daughter
and thanks the party with 25 gp and a potion of
healing, apologizing that he doesn’t have anything
more to express his gratitude.

CONTINUING THE ADVENTURE

Though the current adventure is done, the charac-
ters can further explore the area in several ways if
they so choose.

CHESHIRE THE OWLBEAR BARD

Cheshire is absolutely fascinated by the charac-
ters. They have never been outside of the Feywild
and everything is novel and new to them. As such,
Cheshire may ask to tag along with the party, or
the characters may come upon them somewhere,
creating mischief and mayhem.

In truth, Cheshire is on the run from their cre-
ator, a druid who makes her home in the Feywild,
where she conducts experiments on all manner of
creatures to study the results of a prolonged stay in
the Feywild on their constitutions.

FEVWILD RIFTS

Characters could continue to study the unique
properties of this area, and check to see if the
storm has opened any more rifts. Locals could
share the stories that they have, as well as tell
about the strange experiences that happen to those
who wander too far in.
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MINNOW’s MaGIcAL MAZE

By Bob Carnicom

This adventure is designed for 5th to 10th level
characters and is optimized for five characters
with an average party level (APL) of 6.

elcome to Minnow’s Magical Maze,

a traveling roadside attraction for all
ages! Test your skill in the many mini
games, try your luck with the boarlet
races, or attempt to navigate the infamous magical
maze itself. There is something for everyone, and
adventurers may walk home with more than just
an oversized stuffed owlbear!

ADVENTURE SUMMARY

The characters travel to the maze and are warmly
welcomed by Minnow the Minotaur. Minnow
happily explains the history of his magical maze,
and how the roadside attraction came to be. The
characters can explore the grounds and partici-
pate in the different activities, most notable being
the magical maze itself. Completing games earns
characters tokens that can be exchanged at the
Prize Vendor.

ADVENTURE BACKGROUND

Minnow’s Magical Maze is set in Eberron and can
be located anywhere. However, the maze can also
be setting-neutral and characters can encounter it
on any trade or travel route.
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DRAMATIS PERSONAE
The following notable NPCs and locations are
encountered in this adventure.

All the minotaur NPCs in this adventure use
their respective class stat blocks with the fol-
lowing additions:

- Goring Rush. Immediately after using the
Dash action on its turn and moving at least 20
feet, the minotaur can make one melee attack
with its horns as a bonus action.

- Hammering Horns. Immediately after hitting
a creature with a melee attack as part of the
Attack action on its turn, the minotaur can
use a bonus action to attempt to shove that
target with its horns. The target must be no
more than one size larger than it and within
5 feet of the minotaur. Unless it succeeds on
a DC 14 Strength saving throw, the mino-
taur pushes the target up to 10 feet away
from them.

- Horns. Melee Weapon Attack: +6 to hit,
reach 5 ft., one target. Hit: 7 (1d6+4) pierc-
ing damage.

MINNOW

they/he, minotaur guard, lawful neutral

Minnow is a minotaur who created Minnow’s
Magical Maze to spite his previous employer. Min-
now was once a guardian for a mage’s labyrinth
but left because he wasn't being paid enough for
his work. Minnow now brings joy to adventurers
in a “mostly” safe attraction where they can win
rewards that are certainly not stolen from the
mage’s labyrinth.

Minnow is tall and broadly built, like most mino-
taur. Their coat is a faded red with spots of white
on their back and lower legs. The hair on their
chin is neatly braided and entwined with colorful
beads. Minnow wears an elegant red suit jacket
with a white shirt and pleated gold vest with shiny
black buttons. A black top hat, perfectly tailored
to fit between their horns, is perched on his head.
Minnow still carries their trusty greataxe, but it
is usually strapped to their back and is covered
in bead necklaces that they hand out to folks who
successfully complete the maze.

Personality Trait: Minnow welcomes a test of
strength in the form of a head butt contest.

Ideal: Minnow is prideful in their creation of
the maze.

Bond: Minnow will guard treasure no more. Any
adventurer should be able to find the joy of loot-
ing and have fun doing it.

Flaw: Minnow frequently forgets how large their
horns are, and often breaks fragile pottery.

PRIZE VENDOR

they/them, mimic, neutral good

Tokens earned from Minnow’s Magical Maze can
be redeemed in the Prize Vendor, a non-aggressive
mimic. The Prize Vendor resembles a standing
rectangular container with a magical glass pane
showing different colored orbs floating inside.
Once a token is deposited, an orb drops to the
bottom of the machine, where the winner can use
an access flap to retrieve the prize. When the orbs
are retrieved, they are covered in a slimy, light blue
substance, but can be opened easily. Once opened,
an item appears from an extraplanar realm and
settles in the holder’s hand.

The prizes can be hand-picked rewards for the
characters that are tailored to their skills, or you
may also roll on Magic Item Table B in the Dun-
geon Master’s Guide.

Hooks
CoMmE ONE, COME ALL

The characters could see an advertisement on a
town notice board for the Magical Maze located
nearby. One of Minnow’s heralds could also be in
the town the characters are visiting and boasts of
the magical attraction. The notice board or her-
ald has maps to the maze’s current location that
automatically adjust if the magical maze moves to
a different place.

YOU’RE INVITED

If you are running this as part of a campaign, Min-
now has sent the characters a personal invitation
to the maze upon hearing of the good deeds they
have accomplished. The invitation comes with a
map to the maze’s current location, which automat-
ically adjusts if the magical maze moves locations.
However the characters arrive, the attraction is
bustling with other locals and travelers. The party
is greeted by the charismatic and friendly Minnow,
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who introduces them to their creation. Minnow ' - MlN | G A MES
~ happily tells the characters about the many attrac-
 tions they offer. They also explain that completing
some of the games gains them prize tokens that
can be spent at the Prize Vendor. If Minnow is not
socializing throughout the grounds, they are found
in the cart at the edge of the grounds.

PART 1: ARRIVING AT THE MAZE

Many attractions around the grounds have games
and puzzles that characters may participate in for
prizes or just for fun, including the infamous maze
itself that the party can attempt to navigate. This
section describes the grounds and mini games that
the characters can play.

Unless otherwise specified, all carnival workers

When the characters approach the grounds read have the warforged soldier (appendix A) stat

the following: block. Any characters who misbehave at an
As you approach the cluster of colorful pitched attraction may be removed by an attendant.
tents, you hear the sounds of joyful laughing
and excited chatter. A large sign on the side VoiD FISHING
of the road reads “Minnow’s Magical Maze: An enclosed structure made out of obsidian sur-
The Most Magical Attraction in All of Eberron!” rounds a swirling dark hole in the ground. The
Crowds gather outside tents, carts, and floating sign on the roof of the structure reads “Void Fish-
stands while enjoying the attractions the maze ing.” A warforged tends the attraction, and throws
has to offer. random, mundane objects into the void hole; as

soon as an object passes through the portal it
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seemingly disappears. Characters cannot see past

the mystical dark portal that spins in a vortex of
black, grey, and purple. Beside the warforged are
a selection of fishing poles equipped with a special
dimensional fishing line.

A character who wishes to play uses the pro-
vided fishing pole to try to reel in prizes—or poten-
tially an unexpected creature lurking in the void.
The character who is fishing must roll a d100. On
a 1-10 the character has snagged a creature from
the void and everyone rolls initiative; roll a d6 on
the Void Fishing Encounter Table.

VOID FISHING ENCOUNTER TABLE
Dice Roll Encounter

1 two dopplegangers

2 one spectator

3 two dolgaunt (appendix A) and two
dolgrim (appendix A

4 two grell

5 two intellect devourers

6 one death slaad

If the party is more combat-oriented, you may
increase the chances on the d100 roll. On a roll
of 11-90, the character snags a trinket (roll once
on the trinket table located in the Player's Hand-
book). On a 91-100, the character catches a prize
token! This is limited to one per character, so if a
character who has already gained a prize token
here makes multiple attempts, they instead receive
a trinket from the trinket table. Characters are
allowed three chances at void fishing per day.

THE EBERRON SCURRY
The race track is a 80-foot oval with floating disks
that function as spectator stands. A warforged
wearing an oversized red visor with BOOK-E3-
P3R inscribed on it stands near the seating area.
The warforged handles wagers that the specta-
tors place on which boarlet (boar) will win the
round of racing. The winnings are paid 4-1, with
a minimum buy-in of 20 gp. A sign hangs above
the spectator area with the current schedule of
boarlet races. During the day, a race takes place
every hour and the winner of each finished race
is posted.

Each race features four boarlets; they wear red,
blue, green, and purple collars. Every morning,
‘Minnow uses a ritual that he learned from a druid
circle he gained favor with, to cast conjure animals

and create the boarlets. The boarlets’ names are
Slim (blue), Brock (red), Plopper (green), and Kevin
(purple).

Once the characters have placed their bets
and taken their seats, the countdown to the race
begins. A homunculus stands on a floating disc
above the starting gate with a green flag. The
countdown hits 3...2...1..., the homunculus waves
the green flag wildly, and the boarlets are released
from the start gates! The race has four stages. For
each stage, roll a d4; the result of the roll deter-
mines who is winning at that stage. 1 = Slim (blue),
2 = Brock (red), 3 = Plopper (green), and 4 = Kevin
(purple). Describe the boarlet edging forward and
taking the lead however you see fit. The fourth roll
determines the winning boarlet. If the characters
wagered on the winner, they may collect their win-
nings from BOOK-E3-P3R at the end of the race.

GLoomy GOURDS

A patch covered in pumpkins of various sizes,
unlike the rest of the attractions, is oddly vacant. A
warforged guards the entrance and explains that
one of the pumpkins is an awakened pumpkin
(appendix A). The pumpkin was placed in the patch
by a mischievous trickster and has caused the
attraction to be shut down. The warforged offers

a prize token to any character who can find and
defeat the awakened pumpkin.

The awakened pumpkin is hiding somewhere in
the patch disguised as a normal pumpkin. Char-
acters must make a Wisdom (Perception) check
contested by the pumpkin’s Dexterity (Stealth)
check in order to spot it amidst the patch. On a
failed check, the pumpkin surprises the characters
in combat.

ALLOCOASTER

This ride awards no prize tokens and is meant for
exploration/roleplaying fun. The characters enter
a tent roughly 20 by 20 feet on the outside with a
large sign that reads “Allocoaster.” The inside of
the tent is at least five times larger than it appears
from the outside, with a railed-off track on which
allosauruses run. The allosauruses are staged
and saddled by Minnow’s warforged helpers. If
characters wish to ride them at more than a walk,
they must succeed on a DC 12 Wisdom (Animal
Handling) check or fall off the creature’s back. If
they fail by 5 or more they take 4 (1d8) piercing
damage as the creature tramples them with its
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sharp claws. Once an allosaurus has been exer-
_cised, it is corralled into an opening in the wall that
leads to a demiplane where the allosauruses roam
freely. If asked, the warforged or Minnow explains
that their allosauruses were all rescued from a
band of wandslingers who caged the creatures to
help them scavenge the Mournland.

THE TREE TOSS

The Tree Toss competition is a show of strength
against the infamous continental champion Mabub,
an orc who was raised and trained in the city of
Sharn. Mabub welcomes any challenge, and offers
a prize token as a reward if the characters are able
to beat him in a game.

Tree Toss is a strength-based game that is
played to the best of three rounds. Contestants
use their strength to throw a large awakened tree
across a measured field. Whoever throws the tree
the farthest wins the round. The awakened trees
are delighted by being tossed, and squeal with joy
as they fly through the air.

Each round, the character and Mabub roll a
contested Strength (Athletics) check, and who-
ever has the higher roll throws their tree farther
and wins the round. Once either the character or
Mabub have won three rounds, they are declared
the winner of the game. If a character wins, Mabub
begrudgingly gives them a prize token. Characters
can only compete in Tree Toss once per day or
until they complete a short rest. Mabub does not
have this restriction and can compete as many
times as challenged.

Mabub uses the orc stat block with the follow-

ing additions.

- Mabub has expertise in the Strength (Ath-
letics) skill

GrRoovy GROVE

A dance floor charged with blue energy buzzes

in the middle of the attraction grounds. Qasi (CN
satyr reveler [appendix A], she/her) practices her
moves on the dance floor, waiting for her next
challenger. Qasi runs a dance competition where
endurance and willpower determines who is the
last dancer standing. Qasi offers the enthralling

pan flute (see sidebar) to anyone who is able to
defeat her. :

The dance floor is magically powered by the
same power source as the Lightning Rail. When a
dance competition begins, the floor lights up with
shocking blue and white lights and emits music.
The music is loud, fast-paced, and upbeat, and
magically entices anyone on the floor to dance. The
song and beat changes each minute. The longer
the characters and Qasi dance, the more difficult
it becomes to continue. Dancers must continue to
perform well, as well as to outlast the competition.
Each dancer in the competition has three dancing
points. Once a dancer runs out of these points,
they are eliminated from the competition. Each
minute of dancing is considered one round, and
rounds continue until only one dancer is left. For
each round, the dancers must make a DC 15
Charisma (Performance) check. On a failure, the
dancer’s next Constitution saving throw is made
with disadvantage. Next, the dancers must make a
Constitution saving throw. Whoever has the lowest
result loses one point. With each subsequent
round, the DC for the Charisma (Performance)
check increases by 2. The competition continues
until only one dancer remains.

Qasi gives each dancer a prize token just for
competing. If a character defeats Qasi in the com-
petition, Qasi rewards the character with her mag-
ical panpipe. The enthralling pan flute is imbued
with the magic of the Feywild and can be used to
charm creatures who hear the panpipe played.

ENTHRALLING PAN FLUTE

Wondrous Item, very rare (requires attunement)
This pan flute is imbued with magic that can
charm those who listen to its melodies. If a per-
former plays for at least one minute, up to four
creatures who heard the entire performance
must make a DC 15 Wisdom saving throw.

On a failed save, a creature is charmed for one
hour, or until the creature takes damage. While
charmed, the creature is friendly to the per-
former and is entranced to the beautiful music
from the pan flute.
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PART 2: MINNOW’S MAGICAL MAZE
The main attraction is the magical maze that
Minnow created himself. While the maze still has
typical tropes of winding corners, dead-ends, and
magical tricks, unconventional encounters can
happen while inside. This section is only a guide-
line as the maze changes for each playthrough.
The number of encounters depends on how long
you wish to spend on it, and the types of encoun-
ters can be tailored to your players’ preferences.
The encounters, puzzles, and contents are not
limited to the suggestions below. You may use any
encounter in any volume of this book, for example.
You may have the characters find NPCs from your
current adventure who are aimlessly lost in the
maze. The possibilities are endless!

When the characters approach the maze read
the following:

As you approach the maze entrance, you see
double doors framed by an ornate stone arch-
way. The door opens as you come near, and
you feel yourself pass through a magical barrier
that domes the maze. The walls tower over you,
and you hear faint sounds of magical energy,

a cackling laugh, and the thumping of sizable
footsteps.

FEATURES OF THE MAZE

Walls: The stone walls are 60 feet tall and 10
feet thick, but a magical barrier prevents passage
above or through the walls. This prevents a charac-
ter from flying over the walls to get an aerial view
of the maze, or from passing through them by mag-
ical or physical means.

Entrance: The large wooden doors are 20 feet
tall and 40 feet wide, and open automatically when
the characters approach.

Lighting: Unless otherwise specified, the maze
paths are lit by magical orbs emitting bright light.

NAVIGATING THE MAZE

There is no map for the maze; it is an ever-shift-
ing and changing labyrinth, different each time

it is encountered. For characters to successfully
navigate their way through, they must succeed on
a number of DC 15 Intelligence (Investigation) or
Wisdom (Survival) checks equal to the number of
characters. For each failure, the characters have
one of the encounters listed below.

The characters can take a short rest while in the
maze. However, if the party attempts to take a
long rest, a patrolling water elemental appears
and interrupts them. The elemental doesn't
damage characters but hoses them with water
until they move along. If attacked, it slips under
the wall to avoid damage. Characters may find
random puddles of water as they navigate the
magze, hinting at this creature’s existence.

MAZE ENCOUNTERS

Encounters for the maze are modular and you
may choose to run as many or as few of these
encounters as you wish. While running this part of
the adventure, there should be no more than four
combat encounters. There is no limit on how few
or how many traps are in the maze.

The number of encounters you should run
depends on the amount of time you have avail-
able. Use the guideline below for the length of
time it takes and recommended encounters.
Short (1 hour). Two combat, one puzzle,

one social.

Medium (2 hours). Three combat, two puzzles,
one social.

Long (3-4 hours). Four combat, three puzzles,
two social.
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COMBAT ENCOUNTERS
STEAM CLEANING
Two living burning hands (appendix A) crawl
on the path ahead. The hands are flaring fire in
a 15-foot cone on a small puddle, evaporating
the water.

SHOCKING SURPRISE

A living lightning bolt (appendix A) crackles
around the corner. It attacks any creature who
wanders into its path. Characters with a passive
Perception 13 or more are not surprised, hearing
the static energy of the bolt.

HALLWAY OF STEEL

A 20-foot-wide path ahead is lined with over a
dozen seemingly identical suits of armor, their
shields inscribed with the Minnow’s Magical Maze
crest. Six animated armors are hidden amongst
them, and attack when the characters are halfway
up the path.

RAGE ARMOR

Two helmed horrors patrol a vortex path. Char-

acters with a passive Perception 13 or more hear
the clanking armor of the helmed horrors before
rounding a bend to encounter them.

TEA PARTY

A 25-foot square room is furnished with a dining
table set with four teacups and a bouquet of flow-
ers as a centerpiece. Four silver knives are placed
next to each teacup. Six chairs are set around the
table, and a dusty old rug lies under the table. If the
characters investigate the setting, one animated
table (appendix A), one rug of smothering, two
mimic chairs (the two end chairs), and four flying
swords (four of the knives) animate and attack the
characters.

PUZZLE ENCOUNTERS

A RIDDLE FOR YOU

The path ahead is blocked by a gynosphinx, who
is not hostile to the characters as they approach.
The gynosphinx explains that the characters

may not pass unless they answer a simple riddle.
Alternatively, the characters may be able to pass if
they know a piece of lore that the gynosphinx does
not know.

Some riddles to use in this encounter:

» What tastes better than it smells? (Solution:
Your tongue).

e What word of five letters has one left when you
remove two? (Solution: Stone).

e [ turn once, what is out will not get in. I turn
again, what is in will not get out. What am I?
(Solution: A key).

If the characters give the gynosphinx a piece of
lore, a story, or a personal secret, the gynosphinx
makes a DC 22 Intelligence (History) check. On a
success, the gynosphinx allows the characters to
pass. Upon failure, the path behind the gynosphinx
crumbles, becoming a dead end, and the gyno-
sphinx vanishes, returning to their home plane.

SHOW AND TELL

The path leads to a small, 10-foot square room; a
locked stone door is on the wall opposite from the
path. A stone statue of a humanoid head sits at the
center of the room staring at the door. Inscribed
on the door, in Common, are the words, “Show Me
Only Wealth.” Four objects are scattered around
the room: a golden flagon, a silver necklace, an
emerald ring, and a leather pouch filled with 50
gp., but they are adhered to the floor and cannot be
claimed unless the puzzle is solved.

The solution to the puzzle is to cover or hide the
words “Show Me Only...” on the door, so that the
statue only sees the word “Wealth.”
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CREATURE PAINTINGS

Ahead is a 10-foot wide hallway with seven paint-
ings hanging on the wall. The paintings, in order,
depict the following: octopus, ankheg, lich, rat,
bone devil, ettin, and wyvern. At the end of the
hallway is a stone door. Scripted on the door, in
Common, reads “What you seek is not seen. Speak
its name and your passage is clear. But beware
claws and beak if your answer rings false.”

The solution to the puzzle is the word OWL-
BEAR. The first letters of each creature repre-
sented by a painting are scrambled and spell the
word that the characters should speak to open the
door. On the other side sits an oversized stuffed
owlbear. If they fail the riddle, an owlbear appears
in front of the door, barring their passage.

SOCIAL ENCOUNTERS
THUMPING IN THE MAZE

The characters hear the sounds of loud thumping
footsteps over the maze walls. Standing at the
end of a wide path is a cyclops. The cyclops sees
the characters and makes a thunderous charge
towards them, but stops short, extends their

hand, and reveals...a prize token! The cyclops only
speaks Giant, but enthusiastically hands the char-
acters the token and says they are off to find more
in the maze.

TEA TIME

Rad Padder (CN, gnome noble, he/him) is dressed
in fine party clothes; he wears a knitted cap and is
holding a scepter topped with a heart-shaped ruby.
He has been lost in the maze for a few hours and
offers 50 gp to the characters if they escort him to
his tea party (see Tea Party Encounter).

TRAP ENCOUNTERS

TINY SNARE

On the path ahead lies a tiny rope set up as a
snare, only a few inches wide. The snare is actu-
ally a magical glyph that casts levitate on any
creature that comes within 5 feet of the trap. A
character who makes a successful DC 15 Intelli-
gence (Arcana) check determines this is a magi-
cal trap that can be disarmed by means such as
dispel magic.

MAGIC GLYPH

Three magical glyphs are hidden somewhere in
the next 50 feet on the path ahead. Characters with
a passive Perception of 15 or higher notice a glyph
glowing on the ground or the wall of the maze. A
successful DC 15 Intelligence (Arcana) check iden-
tifies each glowing glyph as one of the following
spells: magic missile, scorching ray, thunderwave,
web, or symbol (DM'’s choice). In order to navigate
the path successfully and not set off any of the
glyphs, each character must make a DC 15 Dex-
terity (Acrobatics) check as they reach a glyph. On
a failure, the glyph is triggered (spell save DC 15).
Characters who have identified the glyphs before-
hand gain advantage on these checks.

CONCLUDING THE ADVENTURE

The characters may leave whenever they choose.
Attractions shut down at sunset except for the
maze. Every few days Minnow personally nav-
igates the maze and escorts out anyone who

is lost, giving them only a pat on the back. The
maze is packed up and moved every other week,
and usually stays near large cities or high-traffic
trade routes.

ABOUT THE AUTHOR

Bob Carnicom is a TTRPG writer, husband, and
dog dad. He is best known for Warforged or War-
forged Unknown, a best selling duet style adven-
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Twitter @Bob_The_Tree.
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LAUGHTER IS GOOD FOR THE GNOLL

By Grady Wang

This adventure is designed for four to six
characters of levels 6-10, and is optimized for
four characters with an average party level
(APL) of 6.

nolls have opened a comedy club, but

the neighbors aren’t laughing—they'’re

worried that it’s a cover for something

more nefarious. Put a capper on these
hecklers by joining Open Mike Night and finding
out whether or not the joke’s on you.

ADVENTURE SUMMARY

Characters are asked to infiltrate Open Mike Night
at the High In A Laugh comedy club, which was
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recently opened by a gnoll clan. They must gain the
trust of the gnolls to enter the VIP Lounge of the
club and determine whether any criminal activity
is occurring.

During the first half, the party attends Open
Mike Night, which can be used separately for any
club night event. Characters can choose to per-
form, mingle with the patrons, or scout the club
for clues.

The second half can go one of two ways,
depending on whether the club is a cover for
illegal activities. If it is, a local crime syndicate is
using it as a base of operations, unbeknownst to
the gnolls who run the establishment. You choose
the scenario at the start of the adventure and use
the clues provided to steer the narrative in that
direction.
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'ADVENTURE BACKGROUND

The comedy club is a legitimate business. The
gnolls in question aren’t related by blood but found
each through a shared desire to leave behind the
“onoll”’madic lifestyle and work as adventurers
until they saved up enough to open their own busi-
ness. Having used humor to get through difficult
moments in their lives, they decided to play to their
strengths and start a comedy club to endear them-
selves to their neighbors.

However, try as they might, rumors arose that
criminal activity is occurring in the club. These
rumors aren’t unusual for any club that hosts night-
time activities in dark rooms with all manner of
folk and entertainment. They have received several
small complaints but aren’t sure who’s behind
them; perhaps a disgruntled neighbor is unhappy
with the noise, or a rival comedy club is unhappy
about having competition and is looking to cause
trouble. Or maybe something seedy actually is
happening without the gnolls’ awareness.

Eventually, the rumors reached a point where
the local authorities—the mayor, a watch pre-
cinct captain, a guild leader, or other community
figure—can’t ignore them. However, they can’t
uncover any concrete evidence of wrongdoing and
the club is generating substantial income and busi-
ness for the town, so they don’t want to offend the
gnolls by investigating without cause. Thus, they
recruit adventurers to go undercover.

The type of town or city the gnolls are in affects
how their club is viewed. A cosmopolitan city
may not be concerned at all, while a small town
that has been attacked by warbands may be
more fearful. The distinction doesn't have to

be rural versus urban, and a crime-ridden city
may be more suspicious than a peaceful, iso-
lated village.

HOOKS

OPEN MIKE NIGHT

The party sees posters advertising Open Mike
Night at the club and locals are abuzz about it.
Turns out it’s the first of its kind, as the club pre-
viously only hosted vetted performers, and many
-eager amateurs are excited at the idea of having
a chance to compete. At the end of the night, the

crowd votes for their favorite performers and the
top three each win 10 gp and lifetime VIP status,
which confers a permanent 15 percent discount
on all food and drink, as well as access to the
back rooms.

SHADY RUMORS

Alternatively, a concerned local business owner
or town authority approaches the characters to
recruit them to investigate the club, offering 50 gp
each if they can clear up the rumors or find proof
of wrongdoing. They also offer lifetime free room
and board at a comfortable lifestyle level inn in
town if the characters are able to apprehend (alive)
any criminals they identify.

DRAMATIS PERSONAE

Wanting to fit in, the gnolls chose new names for
themselves:

RANDAL BUCKMAN

he/him, gnoll flind (appendix A), neutral good
Randal Buckman is the clan leader and club host.
Instead of a flail, he has three brightly colored
canes that grant him 10-foot reach, as they can
magically change length like the kind used to pull
people off stage in old comedies.

Ideal. He believes that gnolls should be able to
gain acceptance and be a part of society like any
other humanoids.

Bond. His compatriots are his chosen family and
he does whatever is necessary to make their
dreams come true.

Flaw. He always tries to see his best in others and
thus has a tendency to ignore warning signs
about people who are hostile to him or gnolls.

AMBER BRAWNANVIL
she/her, gnoll Fang of Yeenoghu, lawtul good

Amber Brawnanvil is Randal’s right hand and the
club’s head of security.

Ideal. To Amber, Randal and the other gnolls are
the most important people in her life, and she
does whatever is necessary to protect them.

Bond. Because Randal believed in her when no
one else did, she pursues any dream of his even
if she doesn’t believe they can come true.

Flaw. She is slow to trust and doesn'’t like to
accept help.
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REED TEALEAF
he/him, gnoll commoner, chaotic neutral

Reed Tealeaf is the club’s popular headliner but is
working the signup table tonight.

Ideal. Reed believes everyone should be able to
laugh and be happy.

Bond. Reed loves an adoring crowd.

Flaw. Reed does whatever it takes to make peo-
ple happy, which makes him susceptible to
social pressure.

CREATING GNOLL NAMES

To create more gnoll NPCs, combine any ran-
dom first and last names from those suggested
for major races in the Player’s Handbook.

OPEN MIKE COMPETITORS

All competitors use commoner stats. The
following are example competitors competing with
the party for winning the top three.

* Micky McGee (CG human, she/her) is a
comedian who mines personal awkward life
stories for humor.

¢ Visahla Dunshire (N half-elf, half-halfling,
she/her) is all sass who relentlessly roasts
the audience.

e Durrekh Thurg (NG half-orc, he/him) loves
making fun of celebrity gossip and famous
adventurers.

ANTAGONISTS

When running this adventure, choose one of the
two antagonists below. Each antagonist has differ-
ent story beats laced throughout the adventure that
you can use to further enhance the narrative.

RONNIE BUCKMAN

he/him, human noble, true neutral

Ronnie is a local business owner who owns
another nightclub named Buck Wild. Upset that
High In A Laugh’s business is taking off while his
well-established business is floundering, Ronnie
decided his only option was to drive the gnolls out
of town by spreading nefarious lies about them.

ROLEPLAYING RONNIE
The 55-year-old human is known around town
“as being charming and charitable but also very

private—everyone knows him but no one knows
him well. While generally kind, he has a temper
and a tendency to hold a grudge, which is driven

by anxiety and introversion. He's particularly
sensitive about his name because he inherited his
wealth from his father, Exatavius Buckman. People
hear his family name and attribute his success to
his father’s achievements, when, in fact, Ronnie
has poured his heart and soul into his nightclub,
Buck Wild.

Unfortunately, hard work doesn’t always result
in success, and Buck Wild’s reception has been
middling at best. The arrival of another night-
club, this one instantly famous and run by a gnoll
claiming the same family name as his own, has
triggered his insecurity and worst instincts. He is
obsessed with the gnolls, jealous of their popular-
ity, and what started with a few spontaneous snide
comments has escalated into a full-blown propa-
ganda campaign. Tonight during Open Mike Night,
his long campaign comes to fruition as he plans to
confront the gnolls directly.

FORESTE POQUIIR

she/her; elf champion (appendix A), chaotic neutral

Foreste is a charming smuggler who has gained
the gnolls’ trust, only to use their club as a ren-
dezvous point for the sale of stolen archaeological
treasures.

ROLEPLAYING FORESTE

Foreste is a young elf who fell in with the wrong
crowd and was ostracized when she was.caught
committing petty crimes. Seeing no point in seek-
ing redemption if no one was willing to forgive her,
she instead turned to self-aggrandizement, finding
a niche in using her natural charisma to avoid
suspicion while smuggling and selling ancient arti-
facts. She isn’t malicious and tries to avoid hurting
others, but she always looks out for herself first.
Foreste is taking advantage of the large crowd on
Open Mike Night to make her biggest sale yet, a
cursed master’s amulet (sidebar) for a shield guard-
ian from an ancient civilization, though she doesn't
realize that it is cursed. Several agents (bandit
captains) for prospective buyers are present,
though they flee at the first sign of trouble.
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CURSED MASTER’S AMULET
Wondrous item, rare

This item looks like a master’s amulet. However,
this particular amulet is actually cursed, but its
magical nature is hidden; detect magic doesn’t
detect it. An identify spell reveals its true nature.

Curse. Upon activation the amulet raises
any undead within a 30-foot radius of you, and
they immediately attack the nearest creature to
them. At the end of each of your turns you can
make a DC 15 Wisdom saving throw to attempt
to deactivate the amulet. On a succcess the
undead become inert.

A remove curse spell or similar magic, breaks
the curse, and afterwards it functions like a nor-
mal master’s amulet.

PART 1: A GNOLL JUDGMENT ZONE

The first half of the adventure takes place in the
public area of the comedy club, which is divided
into four main areas:

» Al: Dining Area/Lounge

e A2: Kitchen/Bar

e A3: Main Room

e A4: Side Rooms (not open/accessible tonight)

SCHEDULE

The club is open and has been crowded all day in
anticipation of Open Mike Night, which begins at
sunset and lasts for three hours. Each performer
has five minutes for their routine. Characters can
arrive at any time.

CLUB ACTIVITIES

Characters can move freely through the club, but
engaging in an activity requires spending time in
the area where the activity takes place. They can
participate in one activity per area or three activi-
ties in total.

ARRIVING AT THE CLUB
Regardless what time the party arrives, read or
paraphrase:

As you approach the club, you hear the rustic
tunes of a popular local band over the rum-
bling chatter of the crowd inside. The smell of
barbecued meats drifts through the air. The
exterior is no different than other buildings in
the area, but you feel a chill as you pass through

the entrance into a dimly lit lounge that resem-
bles a rocky cave. The dining area is filled with
tables and chairs shaped like boulders, and fake
plants cling to rocky outcroppings overhead. A
human wanders past, alcohol on his breath as
he exclaims, “Isn’t this so novel?"

Reed is at the entrance staffing a sign-up table for
prospective performers. Characters who wish to
perform a routine must sign up with him. They can
perform alone or in groups of two.

AREA 1: DINING AREA/LOUNGE

This first area is a large lounge for patrons to min-
gle while enjoying food and drink between shows.

FEATURES OF THE AREA

The area is about 50 feet by 50 feet, though the
walls are irregular, mimicking the rocky appear-
ance of a cave. The ceiling is roughly 15 feet high.
Characters enter from doors on the south wall. To
the east is a doorway that leads to the counter and
kitchen. A hallway to the west goes towards the
comedy rooms, while a hallway to the north leads
backstage and to the back rooms.

Lighting. Small globes of magical light are reg-
ularly spaced throughout the chamber and pulse
rhythmically to the beat of the music.

Spectral Band. A small stage in the far corner
of the room has musical instruments being played
by unseen servants.

Graffiti. Painted or carved into the rock walls
are all sorts of bad jokes and puns like “This is
a gnoll judgment zone.” “Gnollzur wuz here,” is
painted in bright colors by the hallway leading to
the main room, and the words “Gnoll Laugh, Gnoll
Life” are scrawled in one corner.

Food and Drink. Characters can get the house
special meal, Carrion Charcuterie, for 5 sp; this
consists of delicious cold cuts, cheeses, breads,
fruits, and jams arranged to resemble a half-
eaten carcass.

ACTIVITIES

Characters can partake in various activities while
in this area, learning valuable pieces of informa-
tion about the establishment, comedians, or towns-
folk gossip.

Mingle. Characters must make a DC 15 Charisma
(Persuasion) check and on a success they learn
one piece of information.
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« IfForeste is the antagonist, one of her buyers

 mistakenly assumes the characters are working
for Foreste, and greets them using the passcode
“These appetizers are good, but I hear the fish
is even better.” If they don’t receive the correct
answer phrase (“The only water in the forest
is a river”), they apologize, saying that they
mistook them for someone else, and attempt to
handwave any further questions.

e Durrekh Thurg, having heard that the party
is in town, comes over to talk with them. He
questions them about their adventuring career
to see if he can get any material for his routine
tonight. The characters must succeed on a DC
15 Charisma (Deception or Persuasion) check
to fend him off or make their first check during
their comedy performance with disadvantage.

e Durrekh Thurg thinks himself above all the
other competitors. He is very proud but also very
insecure, mostly about being a half-orc, and has
really found a home here as he is more accepted
by the gnolls.

e Micky McGee likes to mingle with the crowd
beforehand, attempting to gather up juicy bits
of information about guests’ awkward life
moments to use in her comedy routines. Not
many patrons find this kind of humor endearing.

e Amber Brawnanvil is Randal’s right hand gnoll
and head of security. She is understanding
and very fair in her dealings, but doesn’t stand
for riffraff or shenanigans at the expense
of the club.

e The service is amazing, and the entertainment
is always top notch. Though many townsfolk
were initially hesitant about the gnolls and their
intentions, the clan mostly has the support of the
community.

Eavesdrop. Characters must make a DC 15
Wisdom (Insight or Perception) check, and on a
success they learn one piece of information.

« IfForeste is the antagonist, characters
overhear one of Foreste’s prospective buyers
and one of her agents having the following
exchange: “These appetizers are good, but I
hear the fish is even better” and “The only water
in the forest is a river,” before being led out
of the room.

» If Ronnie is the antagonist, Randal and his
staff have had problems with vandalism lately;
an unknown assailant has repeatedly painted
graffiti on the outside of the comedy club.

e Visahla Dunshire is said to be half a halfling,
though no one can agree on what her other
parentage is supposed to be, and despite her
size, most are reluctant to ask.

» Characters can overhear Micky McGee talking
up other customers in the room, attempting
to find out information about their lives. If
engaged directly, she tries the same on the
party. They must succeed on a DC 15 Charisma
(Deception or Persuasion) check to ward her off,
or make their first check during their comedy
performance with disadvantage.

Gossip. Characters must make a DC 15 Wisdom
(Perception) or Charisma (Persuasion) check

and on a success they learn one piece of informa-
tion. Conversely, using what they have learned,
they may attempt to sway patrons by making a
successful DC 15 Charisma (Persuasion) check.
Each factual check (such as obtained through the
Eavesdrop activity) automatically adds or removes
5 votes for a comedian, depending on whether the
rumors are favorable or unfavorable, respectively.
False rumors require a successful DC 15 Cha-
risma (Deception) or other appropriate check.

» If Foreste is the antagonist, NPCs here
mention shady business dealings between
Randal and a mysterious figure who is secretly a
patron of the comedy club, and is the real reason
it has become so successful.

» If Ronnie is the antagonist, characters
overhear patrons discussing Ronnie’s nightclub,
Buck Wild, critically comparing it to the much
more popular gnoll establishment.

e One of the performers tonight, Visahla
Dunshire, is said to use a wand of smiles to
make patrons laugh at her jokes.

e Durrekh Thurg thinks he’s funny but most
folks just laugh at his half-orc appearance, not at
his jokes.

* Some of the best food in town is served
here and apparently several establishments
attempted to poach Delicious, the head cook,
but she preferred to stay with her chosen family.
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,AREA 2 RITCHEN &
COUNTER SEATING

The counter looks into an open kitchen and the
gnolls are happy to bring small groups into the
kitchen to show how hygienic and organized it is.

ACTIVITIES

The same activities from Area 1 can occur in Area

2. Additional activities include:

Staff Gossip. Characters can speak with the
kitchen staff to learn about Foreste’s buyers or
hear about what townsfolk have been saying in
regards to the comedy club, depending on the
scenario. The characters must succeed on a DC
14 Charisma (Deception or Persuasion) check to
learn this information. Alternatively, a successful
roll can get them a tour of the kitchen (see below).
Staff members that the characters can interact
with include:

Aramil Stumbleduck (LG gnoll commoner, he/
him) is a waiter who keeps asking about the char-
acters’ adventures. Characters who speak with
Aramil can learn the following:

e Aramil is very proud of his last name, which
comes from a nickname given to him after he
discovered a hidden village of awakened ducks
during his adventuring days and gained their

trust enough for them to teach him how to swim.

» If Foreste is the antagonist, Aramil mentions
that a “well-to-do” elf regularly rents out a VIP
room and whenever she is a customer, the elf

prefers the room to be set up beforehand with as

little interference from the staff as possible.
If Ronnie is the antagonist, Aramil recalls
having to remove several fake “health and
safety” fliers that someone had affixed to the
front of the comedy club that detailed (falsely)

how the club had been “shut down” by the health

inspection board. These bogus notices cost

them a week’s worth of business before Randal

could clear up the matter.

Bimpnottin Cimber (NG gnoll commoner, they/

them), is a line cook who keeps getting distracted
talking about recipes. Characters who speak with
Bimpnottin can learn the following:

e There’s a tree north of town that has incredible
recipes drawn on its trunk that are only visible

on nights with a full moon when its light causes
the text to glow. No one knows who wrote the
recipes, but Bimpnottin believes that whoever
perfects all the recipes unlocks a secret ultimate
recipe from the tree.

If Foreste is the antagonist, they mention
seeing a strange shipment of crates in one of
the VIP rooms while cleaning up. Thinking
they were luxurious wines for various VIPs,
they opened them. On further investigation
Bimpnottin found several antique, strange-
looking objects. They brought this to Randal’s
attention but before he could investigate, the
crates had been removed.

If Ronnie is the antagonist, Bimpnottin
mentions that in the past few months food
shipments have either gone missing or were
found to be spoiled upon delivery. Patrons have
also started to complain about food poisoning,
though the kitchen staff can’t explain the
reasoning behind it, as all food is taste-tested
before being sent out.

Whispers on the Wind (CN tabaxi bandit, he/
him), Windy for short, is a waiter who secretly
works for Ronnie, intent on spreading misinforma-
tion about the comedy club and the gnolls in order
to sully the business’s good name. Delicious, the
head cook, is well aware of this, but keeps Windy
in her employ because “better the devil you know.”
Characters who speak with Windy are told the
following:

Windy was hired a few months after the comedy
club started to become very popular with

the locals.

Gnolls shed a lot, but one of them is a wizard
who alters the memories of anyone who
complains about finding hair in their food.
Randal has a dark past that he’s trying to hide
from the townsfolk. If pressed, Windy makes
vague insinuations but won'’t give any specifics.
Windy overheard Reed talking to Amber about
rigging tonight’s competition so that comedians
who are better than him won't steal his
spotlight.

Buck Wild is a much better club than High in a
Laugh because it serves deer milk.
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What do they know? Per Ronnie’s instructions,
Windy has been attempting to sabotage the busi-
ness, which includes but is not limited to, poison-
ing the food as it goes out, messing up delivery
orders, and generally attempting to create as
much chaos as possible without getting caught.
In truth, Windy quite likes the gnolls and working
for Delicious, but Ronnie pays well and he doesn’t
want to get on the bad side of the influential Buck-
man family.

Whispers on the Wind only has this role in the
adventure if Ronnie is the antagonist. Otherwise
he is just one of the various kitchen staff hired to
work for the club.

KITCHEN TOUR

Characters can request a tour of the kitchen by
making a successful DC 15 Charisma (Deception
or Persuasion) check. Seeing they are VIPs (adven-
turers), the tour is led by Delicious (N gnoll pack
lord, she/her), the head cook, who is from a gnoll
clan that turned to worship of Baphomet and thus
has tiefling-like horns. Delicious worked as a mer-
cenary to raise money for the clan and has a soft
spot for adventurers. She often had to pose as a
cursed tiefling to get work, so she is extra friendly
with tiefling characters. Characters who speak
with Delicious during the kitchen tour can learn
the following:

* Delicious is very proud of her “state of the art”
kitchen and how well-maintained everything is.
Everything is brought in fresh daily and if not
used, it is donated to local charities, at which
Delicious also volunteers from time to time.

e She has been saving up to open her own
restaurant, and if the comedy club continues to
be a success, that dream may come true sooner
rather than later.

o If Foreste is the antagonist, Delicious
remembers helping lock up one evening only
to find Foreste and some of her “guests” still
occupying a VIP room, long after hours.
Delicious found this suspicious because the
“guests” didn't look like the high-paying clientele
that Foreste usually associated with, more like
ruffians from the streets.

+ IfRonnie is the antagonist, Delicious recalls
‘him approaching her one evening. He offered

to pay double what Randal pays if she'd come
work for him.

DEVELOPMENT

As Delicious shows the characters around the
kitchen, a delivery of freshly slaughtered chickens
arrives at the back door. Screams erupt when the
staff open the crate.

If Foreste is the antagonist, the master’s amulet
she’s selling is cursed and summons worms
to reanimate corpses nearby. The shipment of
chickens is infested with wriggling worms that
connect the corpses together into a giant undead
shambling chicken (spawn of Kyuss [appendix
A]), which attacks.

If Ronnie is the antagonist, he sabotaged the
chickens to try to cause food poisoning to
malign the gnolls. However, the psychic poi-
son (see sidebar) he used attracts a swarm of
cranium rats (appendix A) which leap out of the
crate and attack.

PsyYcHIC POISON

Poison (ingested)

This rare poison is typically created by student
wizards for pranks. Magically distilled from the
tears of a humanoid, it is colorless, odorless, and
tasteless, but it emits a psionic vibration that
attracts creatures with psionic capabilities. The
poison doesn't cause physical harm but causes
intense mental discomfort, which can mani-
fest into physical ailments as the mind tries to
pin the discomfort on a recent cause. Typically,
this presents as food poisoning symptoms, as
the discomfort begins shortly after eating, but
can occasionally cause other forms of para-
noia depending on context and a creature’s
existing fears.

A creature subjected to this poison must
succeed on a DC 16 Wisdom saving throw or
become poisoned for 24 hours. While poisoned,
the creature can only comfortably move half its
speed. If it moves more than half its speed, it
must make a DC 16 Constitution saving throw.
On a failure, it must use its action to deal with
stomach upset or other overwhelming discom-
fort. On a success, it manages to overcome the
sensation.
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Ingested. A creature must swallow an entire
dose of ingested poison to suffer its effects. The
dose can be delivered in food or a liquid. You
may decide that a partial dose has a reduced
effect, such as allowing advantage on the
saving throw or dealing only half damage on a
failed save.

DIFFICULTY ADJUSTMENTS:

The scenario assumes the party is split, though
Delicious also helps fight the monster.

Increase Difficulty. If most of the party is on the
tour or the characters present are higher than level
8, increase the difficulty by using two of the mon-
sters instead of one.

Decrease Difficulty. If the encounter is too difficult
for the number of characters present, have a staff
member dump a pan of boiling oil on the creature
at the start of combat to halve its hit points.

REWARDS

Defeating the creature(s) gains Delicious’s grat-
itude, and she authorizes the party to enter the
VIP Rooms (see Part 2: Ignollble Intentions) as
part of their reward. If no bystanders are killed or
knocked unconscious, the kitchen staff offer the
party their tips for the evening (50 gp) in thanks.

AREA 3: MAIN RoOM

This is the only room open tonight. It is the largest
room and can seat over 200 people.

ACTIVITIES

Attend The Show. Characters not currently
performing their routines can attend the show,
watching various other NPCs perform. In addi-
tion, they can do one of the following activities:

Cheer. The character makes a DC 15 Charisma
(Persuasion) check. If the check succeeds, they
may choose one performer to gain advantage on
their next roll. They can only do this once per
performance.

Jeer. The character makes a DC 15 Charisma
(Intimidation or Persuasion) check. If the check
succeeds, the performer gains disadvantage on
their next roll. If the check fails, assign a Disrup-
tive Token to the character. Bouncers (guards)
immediately attempt to eject any character
‘who accumulates three Disruptive Tokens and

prevent them from returning except to perform
a routine.

e If characters attempt to use magic to disrupt
a performance (i.e., vicious mockery, Tasha’'s
hideous laughter, etc.), they must make a
successful DC 14 Dexterity (Sleight of Hand)
check to avoid being detected by the bouncers.
On a failure, they are immediately removed from
the club until it is their turn to perform.

If you wish to add an additional challenge to the
characters’ routines, then NPCs may also partake
in the Attend The Show activity.

SHOW TIME

Each character who signed up for Open Mike
Night can perform their routine here.

For each joke they tell during their routine (max-
imum 5 jokes), characters must roll 1d6 and add
their Charisma modifier. The sum of the rolls
determines their final vote count, barring any
adjustments due to other activities like Area 1 or
audience support.

OPEN MIKE NIGHT VOTING

At the end of the night, the crowd votes for their
favorite performer. The following NPCs get the
following number of votes:

e Durrekh — 40 votes
e Visahla — 33 votes
* Micky — 21 votes

All other NPC performers get fewer than 15 votes.

GOOD ROLEPLAY

If a player really knocks a routine out of the park,
you can forego scoring and skill checks altogether.
Otherwise, any player who attempts a real-life rou-
tine should be granted advantage on each perfor-
mance roll.

AREA 4: SIDE RoomS

These are smaller rooms normally open to allow
multiple performances to occur simultaneously.
Since the focus tonight is on Open Mike Night, all
these rooms are closed and locked. They connect
to the VIP Lounge though, so characters can break
in by making a successful DC 14 Strength (Ath-
letics) check or picking a lock with a successful

DC 14 Dexterity (Sleight of Hand) check using
thieves’ tools. ‘
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PART 2: IGNOLLBLE INTENTIONS
This part of the adventure is broken up into two
scenarios, depending on which antagonist was
chosen at the beginning. If someone in the party
wins Open Mike Night, Randal invites them to the
VIP Lounge to celebrate. Otherwise, characters
must interact with Delicious (Area 2) to access
this room.

THE VIP LOUNGE

The lounge is 100 feet by 100 feet with a 15-foot
diameter circular stage in the middle, tables set
up around the stage, and booths along the walls.
There’s a private connection to the kitchen on the
southeast wall and a bar on the west wall doubles
as an exit to corridors leading to the main and
side rooms. Doors along the north lead to smaller
private lounges, which are closed tonight.

Various NPCs take turns performing comedy
routines or songs on the center stage. In the spirit
of Open Mike Night, the VIPs are encouraged to
take the stage throughout the night if they wish.
Randal is at the back entertaining various VIPs
while Foreste or Ronnie are also present, holding
court in another corner of the room. If you use the
Shady Rumors hook, the party’s contractor is also
present, keeping an eye on Randal, on the lookout
for any funny business.

Both antagonists immediately take an interest in
the party when they arrive. If Foreste is the antag-
onist she mistakes them for prospective buyers.

If Ronnie is the antagonist, he sees them as new
faces he might be able to turn against the gnolls.
Play their interactions for comedy with Foreste
using code phrases or making offers that the party
can misinterpret or Ronnie cautiously making ever
more ridiculous claims about the gnolls to test
what the party is willing to believe.

If the characters gain access to the VIP Room
before attending Open Mike Night, the lounge
is mostly empty save for a few NPCs who have
started to gather early for drinks. If questioned,
they state they are here to meet with either Foreste
or Ronnie later in the evening. Characters may
recognize some of them if they encountered them
during activities in Area 1 and 2.

DEVELOPMENT: CONFRONTATION
Depending on which antagonist was chosen at the
beginning run Scenario A: Not So Gnollble Inten-
tions or Scenario B: Shady Dealings Gone Awry

SCENARIO A: NoT SO
GNOLLBLE INTENTIONS

If characters didn't take the kitchen tour, chaos
breaks out around the club as food poisoning takes
hold. Ronnie loudly accuses Randal of intentional
poisoning, and his circle of supporters (two gladia-
tors and three nobles) leap to Ronnie’s defense.
Otherwise, a fight breaks out when drunk patrons
(two gladiators and three nobles) who heard
Ronnie’s slander start picking fights with gnolls.
Bolstered by the chaos, Ronnie confronts Randal
about the rumors.

Ronnie’s supporters produce falsified evidence
of health code violations and forged pages from
Randal’s diary suggesting the gnolls plan to rob
townsfolk. Relevant successful skill checks of DC
12 or higher allow characters to discover discrep-
ancies that prove they are lying.

Randal is confused by what’s happening. He's
an easy-going character who tries to see good in
people but is very protective of his clan. He imme-
diately orders all gnolls to stand down to avoid
being seen as aggressive, but is very willing to
verbally spar with Ronnie’s group to defend his
reputation. He tries to defuse the situation with
humor and self-deprecation.

RESOLUTION

If characters don’t help Randal protest the false
accusations, the town authorities present shut
down the club and exile the gnolls. Characters can
go about clearing Randal’s name in a variety of
ways. Some examples are listed below.

e Characters can provoke a fight. If they defeat
all of Ronnie’s group, Ronnie readily admits
he is lying.

e Characters can advocate for the gnolls by
presenting evidence (produced from successful
skill checks) that the nobles are lying, having
Delicious or Amber identify patrons to testify on
the gnolls’ behalf.

NOT ANOTHER MONSTER QUEST, VOL. 2: MINOTAURS, GNOLLS, & ORCS




« Characters who confront Ronnie must make

~ three skill checks, taking the average of the
three attempts. Each character can only make
one skill check, and the same skill cannot
be us