4) Troll (Giant Goblin) Alcove

The place has a very strong odor of rot and smoke. The
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Entrances

The most visible is the one in front of the bone pile. The 6) Treasure Room

others need closer inspection to be found. At the top theres . .
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some goblin inscriptions saying: "dinner at sunset”. L .
& P ying fall. A rope tied in the ground activates the trap. Intruders

noticing this may think of a way to lock the rock or get
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through the sticks testing DEX against 15.
Everytime the party enters a room, roll a d6; in a 1, a group

Rock Damage: Insta Kill (or 3d6, maybe).
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A single hobgoblin is guarding this place (double HP).
1) Left Outpost

He carries a spiked whip and the prisoner's keys.
Two big hobgoblins guarding the stairs. One of them is

12hp, 13AC, Whip highest of 2D8 (save vs paralysis)
always sleeping in the table. During the lunch break one of

them stay alone while the other joins the Common Hall.
Hobgolin 6HP, 13AC, Rustic Axe D8

2) Right Outpost

Four goblins are near the door gambling with
bone runes. If a combat occut, a goblin will take
a bag of mushrooms, throw at a tunnel nearby
(room 4) and scream. The giant goblin will

appear in 4 turns.

3) Goblin Dorms

Here you can see 26 piles of rubble and grass.
The place has a soft scent of urine and is
completely empty most of the time. Intruders
may use this room to surprise the guards of both

outposts.

Treasure Chest Content
1356 Copper Pieces
532 Silver Pieces

1. Golden Goblet
2. Chameleon Ring
3. Bronze Mirror

4. Bag of Beans

5. Grimoire &
6. Scarlet Orb

8) Common Cell

The gate is made of weak sticks, but the chains are solid

and new. Here you find the following unequiped prisoners:

Rich Merchant 2hp, 10AC, pays 100sp if rescued
Merchant Wife, pays 200sp if her husband is killed
Sad Bodyguard 5hp, 11AC, refuse to help

Angry Orc 5hp,12AC, hates goblins and will help
Crazy Gnoll, 7hp, 11AC, attacks instantly if released
Weeping Goblin, 1hp, 10AC, join the party and betray

9) Common Hall
When closer to sunset, a hobgoblin and a goblin come

here to prepare a soup of mushrooms and rabbit.

10) Throne Room
Intruders will be brought here the first time they get

caught. The King looks like a goat and speaks the common

tongue eloquently and atistocrabically.
He secretely hates humans and is plotting a scheme to

seize the keep.

11) Mushroom Farm

A huge cave full of mushroom crops and a farming tool
rack. There are 12 goblins working in this place and they
only normally leave to sleep or to have dinner. This cave

leads to the fungi domain in the forest.

12) Distillary

A human alchemist making mushroom beer on a alembic.
Has a pact with the goblins and takes half of the bartels to
scll. It's cash is hidden somewhere in the forest. Won't fight
but will try to trick invaders and call for help.

Mushroom Effects

Blue Mushroom: Recovers 1d6 HPs

Red Mushroom: +1 to hit for one hour

Yellow Mushroom: +1AC for one hour

If a characters eats more than one mushroom in 6 hours it
gets bellyache and rolls everything in disadvantage.
Mushroom Beet: Doubles the mushroom effect but the

character gets dizzy and rolls in disadvantage until full rest.



