
Beyond   the   Sea   
Beyond   the   Sea    is   a   Dungeons   &   

Dragons   5th   edition   campaign   made   up   
of   5   short   adventures.   It   is   designed   to   be   
played   by   one   DM   and   one   1st-level   
player   character   new   to   D&D.   If   you   are   
playing   this   with   a   party   of   more   PCs,   you   
will   want   to   adjust   the   encounters   and   
treasure   to   suit   the   number   of   PCs   and   
their   level.   In   this   adventure,   the   PC   will   
explore   the   world   of   the   Shattered   
Islands,   coming   back   to   the   Center   
regularly.   There   are   five   parts   —   one   for   
each   island.   

Creatures   and   NPCs   are   shown   in   
bold    to   get   you   ready   to   look   at   the   Guide   
to   Creatures   and   NPCs   section.   

Things   involving   
talking/socialization   are   boxed.   Boxed   
text   that   is    italic    is   for   you   to   read   directly   
aloud   to   the   PC   (or   paraphrase   if   you   
want).   Normal   boxed   text   has   main   points   
about   things   that   an   NPC   knows   that   you   
might   incorporate   into   dialogue   and   
other   indirect   conversation   information.   

  

  
If   you   are   going   to   be   playing   this   

adventure   and   are   NOT   the   DM,    stop   
reading    at   this   point!   

  

1-Player   D&D   
Playing   D&D   with   only   one   player   

character   can   be   different   and   
challenging   at   times,   since   the   game   is   
designed   for   a   typical   party.   It   can   also   be   
difficult   to   change   a   normal   campaign   to   
a   one-PC   one,   more   so   than   the   other   way   
around,   because   you   can   multiply   a   
10-hit   point   enemy   by   5   to   make   it   harder   
but   you   can’t   divide   a   50-hit   point   enemy   
into   fifths   to   make   it   easier.   

  
Total   Party   Kill   

TPKs   will   be   way   more   likely   
because   there   is   only   one   member   of   the   
party   to   kill.   Because   of   this,   and   because   
they   are   a   beginner,   you   may   want   to   go   a   
little   easy   on   them.   Here   are   some   things   
you   could   do   if   the   PC   dies.   

● Have   them   respawn   at   the   Center.   
Whether   or   not   they   keep   their   
things   is   up   to   you.   Perhaps   if   you   
make   them   lose   everything   they   
have,   work   into   the   story   them   
getting   some   money   when   they   
respawn.   

● Have   them   respawn   at   a   good   
starting   point.   Perhaps   it   is   a   few   
rooms   back   of   the   dungeon   they   
are   exploring,   or   at   the   entrance   of   
the   forest   they   are   hiking   in.   
Again,   there   is   a   possibility   they   
will   lose   all   they   have.   In   this   case,   
maybe   they   could   find   a   
shortsword   on   the   ground   when   
they   respawn   so   you   don’t   leave   
them   totally   helpless.   

  

For   example,   this   text   you   could   read   
word-for-word.   

This   text   would   be:   
● Paraphrased   
● Only   main   points   
● It   might   include   a   bit   of   dialogue   

( “Like   this!” )   in   the   middle   of   a   
point.   



  

● Have   them   respawn   right   where   
they   are.   If   the   PC   has   a   very   early   
death,   you   might   just   let   it   slide   to   
keep   the   adventure   going   at   least   
for   a   while.   If   they   died   in   combat,   
they   have   to   fight   the   enemy   from   
the   beginning.   Or   maybe   have   a   
price   to   pay,   such   as   disadvantage   
for   a   day,   or     

● The   adventure   ends.   You   might   
just   do   what   would   happen   if   it   
were   real,   and   say   that   they   failed.   

● The   part   ends.   Likewise,   if   the   PC   
is   exploring   one   of   the   islands,   
have   them   respawn   back   at   the   
Center   unable   to   go   back   to   that   
island.   

● Create   a   new   character.   Try   not   to   
do   this   more   than   once   or   maybe   
twice,   as   it   is   a   big   change   and   a   
total   restart.   

● Skip   forward   in   time   and   either   
create   a   new   character   or   have   the   
same   character   start   anew.   Make   
slight   adjustments   to   the   
adventure   considering   that   the   
Shattered   Islands   have   filled   even   
more   with   creatures.   
You   don’t   need   to   choose   one   

method   and   stick   to   it.   It   will   vary   greatly   
upon   when,   where,   and   how   they   die.   
Those   are   just   some   ideas.   

  

Beginner   
This   campaign   is   also   made   for   a   

1st-level   beginner.   
Because   the   PC   is   so   new,   you   

might   want   to   go   a   little   easy   on   them.   
Hint   that   they   might   want   to   stealth   their   

way   into   the   room,   or   that   the   tree   is   not  
just   a   tree.   

Similarly,   there   are   two   maps   of   
the   Shattered   Islands.   One   is   labeled   with   
the   name   of   each   feature,   and   that   one   is   
for   your,   the   DM,   eyes.   The   other   has   
vague   labels   such   as   “Goblins”   or   
“Secrets.”   This   one   is   for   the   PC.   It   helps   
them   choose   where   they   might   want   to   
go,   and   gives   them   a   bit   of   a   heads-up   for   
what’s   to   come.   It   also   makes   the   
adventure   a   lot   more   fun   and   interesting.   
Maybe   they   see   an   NPC   accidentally   drop   
it   on   the   ground   in   the   Center,   and   if   the   
PC   returns   it   to   them,   they   are   so   grateful   
that   they   let   the   PC   keep   it.   Maybe   an   NPC   
in   a   store   they   go   to   has   a   reason   to   give   it   
to   them   for   free.   Just   make   sure   they   have   
it   before   they   leave   the   Center,   preferably   
when   they   have   just   gotten   there.   

The   Shattered   
Islands   

The   Shattered   Islands   is   a   group   of   
islands   located   in   the   middle   of   a   vast   
ocean.   Made   up   of   five   islands   very   close   
to   each   other,   when   one   looks   at   a   map   of   
them   it   appears   that   they   have   been   
dropped   and   shattered   —   the   edge   of   one   
is   the   same   as   the   edge   facing   it,   as   if   they   
could   click   together.   They   look   like   
wedges   of   a   circle,   with   all   the   points   
facing   inward   and   almost   meeting.   

There   are   several   theories   about   
the   Shattered   Islands.   Legend   has   it   that   
it   was   once   a   land   ruled   by   the   mighty   
gods   Kazaro,   Ellia,   Varos,   Loutin,   and   
Nyna.   But   they   got   into   a   fight   about   the   
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island   and   each   had   different   plans.   So   
they   compromised.   They   all   got   together   
in   the   center   and   combined   their   powers   
to   send   a   crack   of   incredible   force   
running   along   the   island,   splitting   it   into   
five.   Each   god   claimed   a   piece   and   made   
it   their   own.   Therefore,   each   island   is   
named   after   a   god   or   goddess.   

Other   theories   suggest   that   a   
massive   earthquake   split   the   land.   Or,   
because   evidence   suggests   there   were   
once   skinny,   towering   mountains   in   some   
of   the   cracks,   and   lightning   is   more   likely   
to   strike   high   points,   perhaps   lightning   
eventually   eroded   the   land   and   separated   
it.   When   looked   at   from   the   ocean,   each   
island   looks   completely   normal,   like   its   
own   island.   Maybe   it   was   a   crazy   
coincidence?   No   one   has   figured   it   out   for   
sure   yet.   

Fishing   
The   PC   might   try   to   fish   on   the   

shore   of   one   of   the   islands   or   the   Center.   
If   they   do,   roll   a   d20   to   tell   them   the   
results.   If   they   fish   again   and   you   get   the   
same   result   of   something   special,   roll   
again   because   it   would   be   weird   for   them   
to   get   the   same   thing   twice.   

Hook   
You   will   want   to   use   this   hook.   You   

can   have   you   or   your   PC   come   up   with   
your/their   own   if   you   want,   but   this   one   
would   suit   the   adventure   best.    
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1-8    Nothing   

9-11    Small   fish   

12-13    Medium   fish   

14    Large   fish   

15    The   most   
beautiful   piece   of   
driftwood   you’ve   

ever   seen   

16    The   hook   or   part   
of   the   net   has   been   
chewed   off   

17    Severed   hand   

18    Message   in   a   
bottle   that   says   
“Charlen   is   dead.   
You’re   next.   
Signed,   💀”   

19    +1   shortsword   

20    A   glass   ball   with   a   
live   mouse   inside   

You   were   living   your   normal   life   in   Windset   
(or   character’s   hometown)   when   you   
received   word   that   everyone   in   your   family   
except   you   was   ill   with   a   rare   deadly   disease   
that   could   only   be   cured   with   expensive   
medicines   that   they   could   not   afford.   As   if   
things   couldn’t   get   worse,   Windset   was   
failing   lately,   and   more   and   more   people   
were   going   hungry.   It   looked   like   it   might   be   
the   end.   
To   clear   your   mind   for   just   a   few   hours,   you   
went   to   the   ocean   for   a   boat   ride.   You   
pushed   off   the   beach   and   suddenly   were   
pulled   away   from   the   shore   by   a   riptide.   But   
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you   were   still   fairly   close   to   land,   so   you   
decided   to   go   a   little   farther.   
It   was   very   quiet   and   peaceful,   and   you   lost   
track   of   time.   As   night   fell,   you   headed   into   
a   violent   storm,   which   left   you   clinging   to   
your   boat   for   dear   life.   Your   head   smashed   
into   the   boat   and   you   fell   unconscious.   
Thankfully,   you   actually   woke   up   and   didn’t   
drown.   You   had   fallen   into   the   storage   
compartment   inside   the   boat,   and   the   
rations   there   were   safe.   But   as   you   looked   
around,   you   could   not   see   any   land   and   had   
no   idea   where   you   were.   
Without   any   other   options,   you   sailed   in   a   
random   direction   and   hoped   for   the   best.   
You   alternated   between   eating   rations   and   
fish.   Just   as   you   were   about   to   starve,   you   
spotted   an   island!   Excited,   you   headed   
straight   toward   it.   Soon,   you   reached   it   but   
realized   that   there   were   gaps   in   it   —   it   was   
not   one   island   after   all   —   it   was   five!   
They   appeared   to   be   connected   in   the   
middle,   so   you   went   there.   As   you   drew   
closer,   you   saw   people   walking   around   on   a   
large   boardwalk   with   railings   around   it   
that   spiraled   upward   very   high,   and   
somebody   saw   you.   “Hey!”   they   called   out.   
“There’s   someone   here!”   
Twenty   people   excitedly   gathered,   reached   
down,   and   helped   pull   you   up.   You   lay   on   
the   floor   for   a   moment   from   exhaustion   and   
then   slowly   stood   up.   As   soon   as   you   did   so,   a   
man   pulled   your   arm   up   in   the   air   and   said,   
“This   one   sailed   all   the   way   here   alone!   I   bet   
[he/she]   will   be   the   first   Master   Explorer!”     
Everybody   cheered,   and   some   wished   you  
good   luck,   but   you   were   extremely   confused.   
“Um…   where   am   I?”   you   asked   when   the   
noise   had   settled   down.   

They   kindly   explained   that   you   had   come   to   
the   Shattered   Islands,   and   this   was   the   
Center,   the   town   in   the   middle   of   all   five   
isles.     
You   told   them   politely   that   you   would   love   
to   stay   but   needed   to   get   back   home.   You   
turned   back   to   your   boat   and   gasped,   more   
and   more   people   realizing   what   had   
happened.   A   tall   man   was   already   a   ways   
out   to   sea   —   it   had   been   easy   to   sneak   by   in   
the   commotion   —   and   he   shouted,   “Finally!   I   
am   free!   So   long,   everybody!”   
A   woman   sighed   and   said,   “That’s   Arly   for   
you.   Sorry,   I   guess   you’ll   be   staying   here   
awhile   whether   you   like   it   or   not.”   
Since   they   hadn’t   gotten   a   newcomer   in   
years,   there   was   no   inn,   but   a   kind   human   
couple   named   Draak   and   Elageon   let   you   
stay   at   their   house.   It   was   getting   late,   so   you   
went   home   with   them,   had   dinner,   and   went   
to   sleep.     
During   dinner,   you   had   a   simple   
conversation   about   where   you   were   from   
and   what   brought   you   to   the   Shattered   
Islands.   You   asked   what   a   “Master   
Explorer”   was,   and   they   said   you   should   
talk   to   Alyrana   in   the   morning.   She   is   the   
mayor   of   sorts   in   the   Center.   She   also   runs   a   
store   called   Alyrana’s   Adventures.   If   you   
want   to   know   what’s   going   on,   they   
recommend   you   go   there.     
Now,   the   next   day,   you   are   feeling   refreshed   
and   well-fed.   Draak   has   just   given   you   10   
gold   pieces   as   a   kind   gift   before   leaving   to   
work   at   the   general   store   the   two   of   them   
own,   and   Elageon   has   taken   you   to   the   
bottom   of   the   town   so   you   can   start  
exploring   from   the   entrance.   He   slips   a   
piece   of   paper   in   your   hand   that   says:     
Alyrana   Holimion   



  

  

Shattered   Medallion   
According   to   legend,   on   every  

island   there   are   two   challenges/trials   that   
at   the   end   reward   anyone   who   is   brave,   
strong,   and   keen   enough   to   complete   
them   a   sliver   of   a   medallion.   Legend   has   
it   that   when   the   slivers   from   the   two   
island   challenges   are   put   together,   they   
make   the   shape   of   the   island,   and   when   
all   five   island   shapes   are   put   together   to   
complete   the   medallion,   something   must   
happen...   

The   Center   
The   people   of   the   Shattered   

Islands   eventually   built   bridges   that   lead   
to   the   Center,   a   town   floating   in   the   ocean   
held   in   place   by   the   five   bridges.   

The   Center’s   base   is   not   actually   
that   big,   but   a   boardwalk   spirals   upward   
and   the   city   is   very   tall.   Seeing   as   an   
entirely   man-made   town   was   being   built,   
almost   all   of   the   humanoids   on   the   
Shattered   Islands   settled   there.   They   have   
been   doing   this   for   about   a   hundred   
years.   Therefore,   not   many   of   the   people   
venture   to   the   islands   anymore.   Other   
wild   dangers   have   slowly   taken   over   the   
islands   during   the   last   hundred   years,   
and   people   started   going   out   there   and   

never   coming   back.   Unsure   of   what   to   do,   
the   leaders   of   the   Center   closed   the   
bridges,   forbidding   anyone   from   coming   
in   or   out.   

Of   course,   the   townspeople   did   not   
like   this,   so   instead   guards   were   
appointed   at   each   bridge.   Anyone   who   
wants   to   leave   must   first   pass   a   test   
deeming   them   worthy.  

For   the   PC,   the   guards   will   force   
them   to   take   the   test,   but   you   don’t   need   
to   explain   details   about   it.   Simply   base   it   
off   their   level.   With   this   system,   the   
player   character   will   start   with   the   island   
accustomed   to   their   level.   Here   is   the   
criteria   for   each   island.   

  
Not   many   people   live   in   the   

Center.   It   is   unknown   exactly   how   many   
live   on   their   own   in   the   Islands,   but   
probably   not   more   than   five   hundred,   so   
the   Shattered   Islands   is   a   very   
sparsely-populated   place.   

Since   it   is   such   a   small   group,   the   
townspeople   have   a   very   tight   bond.   
Everybody   knows   each   other   and   helps   
each   other   whenever   they   can.   

Because   guards   are   at   each   bridge,   
the   Center   is   a   completely   safe   place   
where   no   combat   will   ever   happen   in   this   
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Alyrana’s   Adventures   
4th   shop   past   the   General   Store   
Next   to   the   two   magic   shops   
You   say   goodbye   and   he   jogs   up   to   meet   
Draak.   

Island    Min.   level   

Kazaro    1   

Ellia    3   

Varos    5   

Loutin    7   

Nyna   9   



  

campaign.   The   PC   will   be   forced   to   return   
to   the   Center   at   least   after   every   part   
because   it   is   the   only   way   to   get   to   the   
other   islands.   

As   mentioned   before,   the   Center   
spirals   up   in   a   boardwalk   built   around   a   
strong   wooden   pillar.   Both   are   made   from   
a   variety   of   kinds   of   trees   on   the   outskirts   
of   Epoh   Woods.   In   the   map   of   the   Center,   
it   is   shown   as   a   large   spiral.   The   Center   is   
not   actually   spiraling   outward,   but   
upward   in   a   ramp.   It   is   like   that   because   it   
was   the   easiest   way   to   map   it.   

Most   people   in   the   Center   use   
Commoner    statistics.   However,   if   it   is   
mentioned   that   someone   is   very   smart,   
you   might   add   two   points   to   their   
Intelligence   score.   The   guards   at   the   
bridges   use    Guard    statistics.   

  

Explorer   Titles   
Three   people   in   the   Center   are   

called    Master   Explorers .   They   have   
special   statistics.   They   are   the   people   
who   are   talented   enough   to   and   have   
explored   all   five   islands.   When   coming   
back   from   the   fifth   one,   they   are   treated   
with   immense   respect   and   given   any   
available   home   in   the   Center   at   no   price   
for   life.   They   may   leave   and   come   back   at   
any   time   and   will   always   be   welcomed.   
The   guards   do   not   test   them   if   they   want   
to   go   to   an   island.   They   are   Dorin,   
Alyrana,   and   Nexar.   The   PC   should   learn   
about   them,   so   if   appropriate   any   NPC   in   
the   town   will   mention   them.   

But   there   is   another   explorer   title,   
one   that   gains   someone   even   more   

respect,   one   that   nobody   in   the   Center   
has   ever   earned   before.   If   you   obtain   
every   piece   of   the   Shattered   Medallion   
and   put   them   together,   you   are   a    True   
Explorer.    This   is   the   overall   goal   for   the   
PC.   

Consequences   
If   the   PC   decides   to   do   something   

ridiculous   (e.g.,   kill   a   guard   to   get   to   an   
island,   set   off   a   bomb,   etc.)   they   do   not   get   
away   without   consequences.   First   of   all,   
they   might   die   (e.g.,   if   they   kill   a   guard,   
the   island   they   get   to   might   not   be   their   
level).   In   addition,   everybody   in   the   
Center   is   scared   of   them   and   won’t   buy   or   
sell   or   do   any   favors   unless   the   PC   does   
something   amazing.   If   they   only    try    to   do   
something   like   this,   the   townspeople   
encourage   them   to   stop.   

Homes   
Some   of   the   townspeople   live   in   

houses   on   the   upper   part   of   the   town,   but   
others   have   a   small   living   space   
connected   to   their   shop.   Unless   said   
otherwise,   in   a   shop   marked   on   the   map,   
if   there   is   a   door   to   another   room,   the   
door   is   locked   and   is   where   the   owner   
lives.   

Trading   
Although   prices   are   listed   for   

money,   most   merchants   will   trade   if   the   
PC   has   something   equal   in   worth.   
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Quests   
There   are   many   quests   in   the   

Center,   likely   some   of   which   the   PC   will   
never   discover.   To   help   them   keep   track   
of   and   remember   all   the   quests   they   have   
agreed   to   help   with,   you   can   find   
printable   Quest   Cards    here .   When   a   PC   
“unlocks”   a   quest,   explain   it   to   them,   
then   hand   them   the   corresponding   card.   
This   way,   they   have   all   their   quests   in   one   
place   and   when   adventuring   can   say   “Oh!   
This   card   says   I   have   to   bring   a   bundle   of   
grass.   I   use   my   sword   to   cut   it   and   put   it   
in   my   backpack.”   Quests   can   be   fun,   but   
frustrating   when   there   are   so   many   to   
keep   track   of.   Hopefully,   this   will   help.   

Shopping   Catalog   
Although   it   is   technically   

unrealistic   that   upon   discovering   the   
town   the   PC   would   automatically   know   
the   name   of   every   shop   and   what   is   sold   
there,   it   does   make   the   town   easier   to   
keep   track   of   and   gameplay   more   fun   and   
less   confusing.   For   this   reason,   similar   to   
the   quests,   there   is   a    shopping   catalog    for   
the   Center   you   can   print   and   give   your   
player(s).   

  
Here   is   more   information   about   

every   place   in   the   Center.   

1.   Bridges   
Apart   from   the   water,   the   bridges   

are   the   only   way   to   go   from   island   to   
island   or   to   and   from   the   Center.   On   the   
boardwalk   there   are   five   paths   that   each   

branch   off   the   main   boardwalk   and   
eventually   to   each   island.   Midway   across   
each   bridge,   two   guards   stand.   If   one   
would   like   to   cross   to   the   island,   they   are   
escorted   to   the   beginning,   which   is   
fenced   off,   and   tested.   Like   said   before,   
you   don’t   need   to   give   the   PC   details   on   
the   test.   Just   use   the   table   to   rule   whether   
the   PC   will   be   allowed   to   the   island.   If   
they   pass   the   test   once,   they   are   
permitted   anytime   after.   

The   guards   are   very   solemn,   as   
you   might   expect   of   guards.   They   won’t   
want   to   talk   much,   but   if   the   PC   gets   it   out   
of   them,   you   can   make   up   their   name,   
race,   and   other   information.   

For   tradition,   men   are   guarding   
the   islands   named   after   gods   (Kazaro,   
Varos,   Loutin)   and   women   are   guarding   
those   named   after   goddesses   (Ellia,   
Nyna).   Additionally,   each   bridge   is   named   
after   the   island   it   leads   to   (ex.   Varos   
Bridge).   

  

Quest   
It   is   not   their   quest,   and   you   will   

not   find   a   Quest   Card   for   it,   but   the   
guards   will   help   the   PC   toward   exploring   
all   the   islands   and   completing   other   
quests   there.     

2.   Market  
At   the   beginning   of   the   Center,   the   

boardwalk   is   wide   and   open.   Later,   it   gets   
much   narrower   and   there   are   houses   and   
enclosures   on   the   side.   The   first   open   
part   is   called   the   Market.   Here,   many   
townspeople   set   up   stands   to   sell   things.   
It   is   a   very   lively   and   fun   place   to   be.     
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Here   are   details   about   every   stand   
in   the   Market.   They   are   in   order   —   the   
first   one   is   the   first   one   someone   will   
encounter   if   they   start   at   the   bottom   of   
the   ramp,   and   the   last   one   is   right   before   
the   houses   begin.     

Since   few   of   them   actually   have   
names   (they   are   just   stands   set   up   in   the   
street),   they   are   titled   for   their   subject.   If   
the   player   asks   what   the   store   name   is,   
make   one   up   or   say   there   is   none.   
However,   some   stands   do   have   names,   
and   it   is   pretty   clear   which   (e.g.,   “All   the   
Me!”   versus   “Hard   Candies”).   

Many   of   the   merchants,   since   they   
all   want   the   newcomer   to   like   their   shop   
and   buy   from   them,   will   call   out   as   the   PC   
walks   by   —   or,   at   least   this   book   will   say   
they   do.   If   you   want,   every   time   it   says   
that   a   merchant   says   something   to   the   
PC,   roll   a   d20.   If   the   result   is   above   12,   the   
merchant   chooses   to   keep   quiet.   This   
might   help   not   have   the   PC   have   to   stop   
every   five   seconds   to   have   a   conversation   
with   an   NPC.   NPCs   can   be   fun   and   
interesting,   but   get   a   little   annoying   when   
one   is   forced   to   talk   to   so   many   one   after   
the   other.   Or,   you   don’t   have   to   roll   a   d20,   
you   could   just   decide   depending   on   how   
the   player   is   feeling   at   the   moment   and   
the   NPCs   personality.   

Bammaj   the   Kepli   Player   
First   is   Bammaj   the   musician.   He   

plays   an   exotic   string   instrument   called   a   
kepli,   which   functions   similarly   to   a   cello,   
except   it   is   very   wide   and   has   thirty-three   
strings.   Bammaj   loves   music,   and   if   he   
stops   to   talk   he   probably   won’t   stop   
playing.   If   he   does,   he   moves   his   fingers   

in   the   air   as   if   he   is   playing   the   kepli   out   
of   habit.   Bammaj   has   a   cup   for   tips,   and   
he   also   offers   quick   lessons   for   the   very   
basics   of   playing   the   kepli:   

Finally,   although   it   is   never   
bought,   he   is   always   offering   his   kepli   for   
10,000   gp,   way   overpriced   for   a   kepli.   He   
claims,   however,   that   it   has   a   “special   
touch.”   The   spare   kepli   he   uses   for   
lessons   is   half   that   price.   

Horseshoes   
A   stand   selling   a   variety   of   

horseshoes   run   by   a   middle-aged   male   elf   
named   Ooo.   However,   the   PC   has   not   seen   
any   horses   in   this   town.   All   of   the   
following   are   packs   of   4.   In   parenthesis   is   
the   number   of   packs   in   stock.     

  

Quest   
Ooo   seems   to   not   be   aware   that   

there   are   no   horses   in   the   Center   (there   
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15   minutes    3   cp   

30   minutes    6   cp   

1   hour    2   sp   

Basic   horseshoe    5   sp   

Better   horseshoe    10   gp   

Best   horseshoe    50   gp   

Super   horseshoe    100   gp   

Horseshoes   of   
speed   

3000   gp   

Horseshoes   of   a   
zephyr   

6000   gp   



  

aren’t   any   at   all   in   the   Shattered   Islands,   
for   that   matter)   and   is   wondering   why   he   
never   gets   any   customers.   An   easy   quest   
—   the   player   just   has   to   answer   his   
question   without   hurting   his   feelings.   In   
return,   Ooo,   still   a   little   confused   and   
wacky,   gives   the   PC   a   free   set   of   Better   
horseshoes   and   says,   “Here.   These   
should   be   useful.”   

Sucks   
Sucks   is   a   stand   run   by   a   young   

female   human   named   Shanea   
(Sha-nay-a).   Shanea   sells   spherical   hard   
candies   about   two   centimeters   in   
diameter.   They   come   in   three   flavors:   
Love,   Wealth,   and   Music.   If   the   player   
tries   one,   it   will   be   fun   explaining   
descriptively   how   they   taste   exactly   like   
their   names.   For   example:   “You   put   the   
one   labeled   MUSIC   in   your   mouth   and   
suddenly   your   head   swirls   with   every   
song   you   have   ever   heard.   It   tastes   tangy   
and   salty,   a   little   bit   like   a   mix   of   apple   
and   butterscotch.   It   tastes   exactly   like   
music.”   Each   candy   is   2   cp.   

Shaena   is   cheerful   and   loquacious,   
and   she   laughs   a   lot   but   not   so   much   that   
it   is   annoying.   In   general,   she   is   a   great   
person   to   be   around,   and   her   homemade   
candies   are   amazing.   However,   she   
doesn’t   let   anyone   else   in   her   house,   
where   she   lives   alone   and   makes   her   
candies,   and   she   won’t   answer   any   
questions   about   the   recipe.   

  
Quest   

Shanea   is   looking   for   more   
customers.   But   not   for   money   —   she   
wants   them   to   have   the   happiness   of   

enjoying   her   candies.   Although   money   
wouldn’t   hurt   either.   If   appropriate,   she   
asks   the   PC:   

If   the   PC   later   truthfully   says   they   
have   told   5   people,   Shanea   gives   them   a   
secret   recipe   to   their   choice   of   the   three   
candies.   She   makes   them   swear   upon   
their   life   to   share   it   with   no   one.   You   can   
make   up   a   short   recipe   (the   more   exotic   
the   better),   write   it   down,   and   give   it   to   
the   PC   if   they   complete   this   quest.   

If   the   P`C   wants   to   lie   that   they   
told   5   people,   have   them   make   a   DC   10   
Deception   check.   If   successful,   the   same   
thing   happens   as   above.   If   they   fail,   then   
Shanea   pretends   to   believe   them   because   
she   is   so   kind-hearted,   but   also   pretends   
there   was   no   reward   in   mind.   

All   the   Me!   
All   the   Me!   is   a   stand   run   by   a   

friendly   but   self-centered   gnome   named   
Pip.   Pip   stands   beside   a   clothing   rack   
stocked   with   twenty   shirts.   They   each   
have   his   head   carefully   drawn   on   them,   
as   well   as   the   words   “Pip   is   the   best!”   The   
drawings   are   actually   very   good,   but   he   
doesn’t   get   many   customers.   Each   shirt   
costs   5   sp.   

  

Quest   
Similar   to   Shanea,   Pip   wants   more   

customers.   But   he   isn’t   really   looking   to   
spread   kindness   —   he’s   more   interested   
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“Hey,   if   you   ever   explore   the   islands   or   go   
back   home…   do   you   think   you   could   tell   5   
people   about   my   little   shop?   Just   5.   Almost   
everyone   I   know   loves   my   candies,   and   I   
want   to   spread   the   good   feelings!”   



  

in   spreading   his   face   around   the   world.   If   
the   PC   helps   him   in   some   way   and   Pip   
deems   it   worthy,   he   gives   the   PC   a   free   
shirt.   

Cutting   in   Half   
A   male   half-elf   named   Sylvor   

wears   a   tall   top   hat,   a   dapper   black   
tuxedo,   and   a   slender   black   cane.   He   is   a   
very   stereotypical   magician,   and   acts   
mysterious   and   confident.   He   has   a   deep,   
loud   voice.   Read   this   aloud   when   the   PC   
walks   by.   

Let   the   PC   tell   you   what   they   will   
reply,   then   keep   reading.   

Needle   &   Thread   
Needle   &   Thread   is   a   married   

couple   of   dragonborns   named   Axal   and   
Celma.   They   sit   on   a   thick   circular   rug   
seven   feet   in   diameter   covered   in   
intricate   designs.   Strewn   around   them   
are   various   materials.   They   are   very   good   
at   what   they   do   and   will   mend   any   piece   
of   clothing   or   other   sewn   item   for   2   gp,   
and   they   will   mend   it   well.   They   also   offer   
a   special   deal   where   one   can   pay   in   
materials.   They   will   mend   something   for   
five   ten-foot   bundles   of   thread   and   three   
needles.   

Axal   is   very   dexterous   with   his   
fingers.   Celma   is   not   quite   as   good,   but   
she   has   also   had   a   lot   of   practice,   and   she   
also   is   very   smart   —   the   planner   of   the   
duo.   Both   are   polite   but   don’t   like   talking   
too   much.   

  

Quest   
The   two   of   them   really   want   a   

bundle   of   the   very   long   grass   that   grows   
on   Kazaro.   It   is   said   to   be   very   strong,   and   
they   would   like   to   try   weaving   with   it.   
However,   they   did   not   pass   the   test   to   
retrieve   it.   

If   the   PC   brings   them   a   bundle   of   
the   long   grass,   Axal   gives   them   a   small   
pouch   with   a   long   string   holding   eighteen   
tiny   agates   he   found,   each   worth   1   gp.   
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“Step   right   up!”   a   man   yells.   “Step   right   up   
if   you   would   like   to   be   wonderfully   cut   in   
half!”   He   adjusts   his   top   hat   and   thrusts   his   
cane   at   you.   “You   there,   newcomer!   I   hear   
you   floated   astray   last   night!   Would   you   like   
to   be   my   volunteer?”   

Before   you   can   say   or   do   anything,   
somebody   runs   out   from   behind   you   and   
exclaims,   “Me!   I   want   to   do   it!”   
“Well,   okay!”   the   man   says,   wiggling   his   
fingers   in   preparation.   
Continue   reading   if   the   PC   watches.   
“Stand   here,”   the   magician   says,   directing   
the   person   to   a   small   rug   decorated   with   
moons   and   stars.   He   lifts   his   cane   and   points   
it   at   the   person.   “Livi   halfsi!”   he   yells.     
The   person   gasps   in   awe   as   a   blindingly   
bright   line   cuts   across   her   waist.   Her   top   
half   hovers   in   the   air   and   comes   to   a   stop   in   
the   air   beside   her   bottom   half.     
“The   effects   might   wear   off   in   ten   minutes   
or   so,”   the   magician   says,   bowing.   
“Cool,”   the   person   says   as   her   legs   walk   

away,   top   half   floating   close   behind.     

“This   is   my   good   luck   charm.   I   wear   it   
around   my   neck.   Hopefully   it   will   bring   luck   
to   you   too.”   



  

Unknown   Trader   
This   stand   is   a   large   barrel.  

Protruding   from   the   top   is   a   pipe   six   
inches   in   diameter.   It   extends   like   an   arm   
to   the   front   of   the   barrel   and   stops   facing   
the   ground,   open.   “Put   your   hands   
below”   is   written   on   the   tube.   

Nobody   knows   if   there   is   someone   
inside   the   barrel   or   if   it   is   a   mechanism   
someone   created.   If   there   is   someone   
inside,   they   will   not   talk   whatsoever.   If   the   
PC   tries   to   lift   the   barrel,   they   find   that   
they   cannot.   If   they   do   something   
ridiculous   such   as   blowing   it   up,   follo   

If   someone   puts   their   hands   under   
the   opening   of   the   tube,   they   hear   a   
clunking   from   inside   and   a   worn   piece   of   
paper   falls   out.   It   says   “Wrap   something   
in   this   paper   and   feed   it   into   the   tube.   You   
will   get   something   in   return.”   

As   said   in   the   instructions   on   the   
paper,   the   PC   can   put   anything   up   the   
tube.   They   will   receive   back   an   item   that   
is   approximately   equal   in   worth   to   the   
thing   they   gave.   You   can   think   of   your   
own,   but   if   you’re   feeling   stuck,   
determine   how   much   the   thing   they   gave  
would   be   worth   and   be   inspired   by   the   
chart   below.   Feel   free   to   add   your   own   
details.   However,   never   have   the   PC   
receive   the   same   thing   twice.   

Magic   Bubbles   
A   cheerful   male   dwarf   named   

Barzer   stands   holding   a   pouch   yelling   
“Magic   bubbles   for   sale!   You   there,   would   
you   like   to   buy   a   magic   bubble?   Just   five   
copper   pieces   —   and   the   fun   is   worth   it!   
Toss   ‘em   over!”   

If   the   PC   throws   him   5   cp,   he   
tosses   back   a   delicate   sphere   1   inch   in   
diameter.   “Pop   it   and   rub   it   all   over   your   
hands!”   he   yells.   If   they   do   so,   the   magic   
bubble   bursts,   splashing   a   sticky   
lime-green   liquid   all   over   their   hands.   
Their   hands   start   glowing   the   same   color   
and   rapidly   morph   into   hooves,   monkey   
hands,   paws,   humongous   elephant   feet,   
webbed   hands,   wings,   fins,   and   then   back   
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=1   cp    Piece   of   candy   that   
is   a   brighter   blue   
than   the   PC   has   
ever   seen;   
however   it   has   no   
taste   

=1   sp    Small   glass   jar   
containing   a   

single   eyeball   that   
disappears   when  
opened   

=1   gp    Bell   that   looks   
intact   but   does   not   
make   a   sound   

=5   gp    Beautiful   pendant   
with   tiny   portrait   
of   a   young   woman   
inside   

=10   gp    A   potion   of   
invisibility   that   
lasts   for   15   
minutes   

=50   gp    A   compass   that   
points   to   what   you   
want   to   find  



  

to   normal.   The   whole   thing   takes   about   
ten   seconds.   

Barzer   will   have   a   quick   
conversation   with   the   PC   if   prompted   to,   
but   soon   says,   “Welp,   gotta   get   back   to   
business!   No   time   for   chitchat!”   

  

Quest   
A   boatful   of   the   magic   balls   

washed   ashore   a   few   years   ago,   and   
Barzer   claimed   it.   He   wants   to   know   
where   they   came   from.   If   the   PC   can   find   
the   answer,   they   receive   in   return   a   
five-sp   gift   card   to   his   magic   ball   stand.   If   
they   tell   Barzer   about   the   sender   of   the   
boat,   Barzer   gives   them   a   lifetime   of   free   
magic   balls.   

Light   
A   paranoid   halfling   named   

Terrinn   believes   that   an   unimaginable   
monstrosity   (which   they   have   dubbed   the   
Dark   Thing)   lurks   in   the   darkness,   and   
refuses   to   go   anywhere   not   well-lit.   
Fittingly,   they   sell   lanterns,   torches,   and   
candles   for   typical   prices   (see   pg.   150   in   
the   Player's   Handbook).   

Terrinn   has   a   stutter   and   is   very   
fidgety,   so   much   so   that   they   are   hard   to   
talk   to.   They   are   constantly   glancing   from   
side   to   side   and   always   living   in   fear   of   
the   darkness.   

  

Quest   
Terrinn   wants   the   Dark   Thing   to   

be   vanquished,   and   they   might   ask   the   PC   
to   do   so   for   them.   Obviously,   the   Dark   
Thing   does   not   exist,   so   the   quest   really   
involves   helping   Terrinn   out   of   their   fear.   

There   is   no   prize   for   this   quest,   but   
Terrinn   is   very   grateful,   even   if   all   the   PC   
gives   is   a   small   push   in   the   right   
direction.   

Stones   
A   female   human   in   her   fifties   

named   Gartha   sits   at   a   table.   Her   feet   are   
up   on   the   table   and   she   is   lazily   picking   
dirt   out   of   them   and   eating   it.   Spread   on   
the   table   are   about   20   grey   polished   
stones   being   far   overpriced   for   25   gp   
apiece.   

Gartha   couldn’t   care   less   about   
what   anyone   thinks   of   her.   She   rarely   gets   
customers,   but   when   she   does   earn   25   gp   
for   one   stone,   she   brags   that   she   made   
more   money   to   the   other   merchants   
selling   things   for   just   a   few   copper   pieces.   
Nobody   really   likes   her   but,   again,   this   
doesn’t   matter   to   her.   

  

Quest   
If   the   PC   tries   to   make   

conversation,   Gartha   will   use   this   chance   
to   tell   them   to   fetch   her   some   more   
stones   to   polish   and   sell.   She   elaborates   
that   they   can   be   found   in   the   shallow   
water   around   the   Center.   She   wants   10.   If   
the   PC   gives   them   to   her,   she   offers   no   
reward,   but   they   can   persist   until   she   
reluctantly   gives   them   1   gp.   Essentially,   
she   has   a   profit   of   249   gp.   If   the   PC   points   
this   out,   she   barks,   “Alright,   fine!”   and   
gives   them   10   gp.   It   ends   there.   

  

[As   you   can   see   I  
made   the   Center   
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very    detailed.   Let’s   
skip   forward   a   bit…]   

Epoh   Dungeon   
In   this   adventure,   until   it   is   

revealed   for   the   PC,   Epoh   Dungeon   
(pronounced   like   “echo”   but   with   a   p)   will   
be   referred   to   as   a   Dungeon.   However,   in   
truth,   it   is   a   sanctuary.   One   thousand   
years   ago,   as   part   of   an   organization   
called   Freeflight,   innocent   prisoners   were   
smuggled   in   the   bird   in   area   15   (though   
back   then   the   bird   wasn’t   as   noticeable)   
out   of   their   dungeon   and   put   here,   a   place   
not   much   better   except   for   one   thing   —   
they   were   safe,   and   once   people   had   
forgotten   about   them,   they   left   with   a   new   
identity.   Many   of   the   prisoners   were   
sentenced   to   centuries   in   prison,   or   even   
death.   This   gave   them   hope.   So   you   may   
notice   that   birds   have   been   known   to   
represent   hope,   and   that   Epoh   backwards   
spells   it.   

The   people   behind   this   secret   
organization   went   by   the   sole   names   
Carmen   and   Lyre.   They   devoted   their   
lives   to   Freeflight.   When   Carmen   was   
200,   she   was   caught   and   killed   for   her   
crimes.   Lyre   lived   on   and   continued   to   
run   Freeflight   on   his   own   before   dying   
fifty   years   later.   

  

Epoh   Entrance   Room   
The   door   requires   a   little   pushing,   

and   can   be   opened   with   a   successful   DC   6   
Strength   check.   

In   the   room,   a   successful   DC   15   
Wisdom   (Perception)   check   makes   them   
notice   faint   footprints   in   the   dirt.   A   
Survival   check   with   DC   10   can   identify   
them   as   Goblin   footprints.   The   PC   also   
sees   boot   prints.   

The   hole   goes   seven   feet   down   to   
the   floor   of   a   dungeon.   If   the   PC   decides   
to   go   down   it,   read   aloud   the   following.   

About   Epoh   Dungeon   
Here   is   some   general   information   

about   Epoh   Dungeon.   All   of   the   following   
information   is   true   unless   said   otherwise   
in   the   specific   room.   

  

Rooms   
Rooms   in   the   dungeon   are   8   feet   

tall.   Ceilings,   floors,   and   walls   are   made   
of   stone.   

  

Doors   
Doors   are   made   of   stone   with   

metal   outline   and   a   flat   horizontal   metal   
strip   going   across   the   middle.   They   are   
old   and   creaky,   but   do   not   need   a   
Strength   check   to   open.   

Secret   doors   are   completely   made   
of   stone,   and   are   camouflaged   with   the   
wall.   They   can   be   found   with   a   successful   
DC   15   Wisdom   (Perception)   check.   
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You   jump   in   the   hole   and   land   on   your   feet   
with   a    thud!    You   are   now   in   a   dungeon!    



  

  

Light   and   Temperature   
Areas   are   not   lit   unless   said   

otherwise.   Epoh   is   chilly   and   stuffy.   
  

Rubble   
In   nearly   every   room   in   Epoh   

Dungeon   you   will   find   old,   blackened   
junk   piling   in   the   corners.   These   are   the   
remains   of   things   that   filled   the   
sanctuary   rooms.   Things   that   are   
collectable   are   listed   in   the   Treasure   
section   of   every   room.   Other   things   there   
include   pottery   shards,   metal   scraps,   
pieces   of   stone,   bones,   and   other   old   
remnants   that   you   could   vividly   describe   
when   giving   an   overview   of   a   room.   You   
might   also   include   things   that   hint   at   the   
twist   —   maybe   a   small   bird   pendant,   an   
old   couch   with   a   metal   frame,   other   
things   that   show   it   was   a   comfortable   and   
safe   place.   

There   is   treasure   to   be   found   in   
the   rubble.   Anything   in   this   dungeon   
noted   to   be   in   the   rubble   requires   a   DC   10   
Intelligence   (Investigation)   check   to   find.   

  
Ancient   Language   

In   every   room   in   Epoh   Dungeon   
unless   specified   otherwise,   an   ancient   
language   the   PC   has   never   seen   anything   
like   is   carved   into   the   wall   in   four   rows   
going   all   around   the   room.   They   are   quite   
faded,   but   can   be   noticed   by   a   DC   10   
Wisdom   (Perception)   check.   They   are   
very   dangerous.   If   the   PC   touches   them   
(even   if   indirectly   -   e.g.,   pokes   it   with   a   
sword),   a   rumbling   sound   grows   louder   
and   louder   and   the   ground   trembles.   The   

wall   touched   splits   horizontally   and   each   
side   moves   to   the   top/bottom,   making   
way   for   an   array   of   spikes   quickly   
pushing   through   the   room.   An   incredible   
DC   16   Dexterity   saving   throw   would   let   
the   PC   dodge   them.   Otherwise,   they   lose   
2d6   Piercing   damage.   It   takes    approx.   5   
seconds   for   the   spikes   to   make   their   way   
across   the   room   and   touch   the   far   wall.   
Upon   doing   this,   they   move   back   at   the   
same   speed   and   the   wall   closes.   

1.   First   Room   
This   is   the   first   room   the   PC   will   

encounter   if   they   jump   in   the   hole.   

  

Niggworm   
In   this   room   is   Niggworm   the   

goblin .   Niggworm   is   an   unintelligent,   
headstrong   goblin   who   may   be   weak   but   
won’t   go   down   without   a   fight.   It’s   hard   to  
get   him   to   do   anything   besides   try   to   kill   
his   enemies,   so   it   may   be   a   little   hard   for   
the   PC   to   get   information   out   of   him.   If   
the   PC   tries   to   beg   for   mercy,   they   must   
succeed   a   DC   16   Charisma   (Persuasion)   
check.   Niggworm   and   Owldra   have   had   a   
number   of   temporary   hideouts   over   the   
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This   is   a   medium-sized   room   lit   by   lanterns   
on   the   walls.   There   are   bits   of   rubble   in   the   
corners,   one   that   appears   to   have   been   a   
person   at   some   point.   There   is   a   door   on   the   
right   wall,   as   well   as   a   door   on   the   back   
wall.   The   back   door   is   heavily   guarded   by   a   
goblin.   His   pointy   ears   stick   out   like   his  
horns.   His   crimson   eyes,   curved   nose,   and   
razor-sharp   teeth   make   for   an   
unforgettable   face.   



  

years,   and   they   have   been   mostly   safe   in   
Epoh’s   halls   lately.   

Since   the   PC   jumped   through   the   
ceiling,   Niggworm   might   be   surprised.   
Have   the   PC   do   a   Dexterity   (Stealth)   check   
and,   if   it   is   more   than   the   goblin’s   passive   
Wisdom   (Perception)   score,   he   is  
surprised   and   cannot   do   anything   on   its   
first   turn.   

The   door   is   stuck   shut,   and   the   
hallway   is   fairly   long,   so   Owldra   does   not   
hear   the   PC   unless   they   purposefully   try   
to   make   a   lot   of   noise   with   the   door   open.   

  

Defeat   
Once   the   PC   has   been   walked   

through   the   process   of   a   battle,   and   the   
goblin   is   unconscious,   explain   that   they   
could   finish   him   off,   capture   him   and   
demand   information,   or   virtually   
anything   else.   

If   Niggworm   went   straight   from   
alive   to   dead,   tell   them   that   if   he   was   
unconscious,   they   could   have   captured   
them.   

Niggworm   will   give   the   
information   in   the   box   below   if   either   
Charmed   or   captured   and   helpless   if   the   
PC   does   a   successful   DC   16   Charisma   
(Intimidation)   check.   

If   the   goblin   defeats   them,   they   lie   
unconscious   for   an   hour   before   waking   
up.   The   door   that   the   goblin   was   guarding   
is   unopenable.   

  
Rest   

If   the   PC   is   low   on   HP,   then   
recommend   and   explain   Rest   to   them.   If   
not,   then   wait   until   they   are   low   (probably   
#3).   

  

Treasure   
The   only   thing   Niggworm   has   on   

him   besides   his   weapons   —   a   scimitar   
and   a   shortbow   —   is   5   arrows.   The   rest   of   
the   goblins’   things   are   in   their   hideout.   

There   are   3   arrows   and   1   day   of   
rations   in   the   rubble.   

  

Exit   
The   door   to   the   right   is   easily   

openable.   The   door   guarded   by   the   goblin   
is   stuck,   but   can   be   shoved   open   with   a   
DC   8   Strength   check.   

2.   Goblin   Hideout   
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What   Niggworm   Knows:   
● His   hideout   is   behind   the   door   

he   was   guarding.     
● He   is   not   the   only   creature   in   

these   dungeons.   
● He   has   been   here   for   six   

months,   he   guesses.   
● He   has   not   heard   about   or   seen   

any   treasure.   He   and   Owldra   

(“ Uh…   no   one.   Did   I   say   Owldra?   I   
didn’t   say   Owldra.   You   said   Owldra.   
I   don’t   even   know   an   Owldra. ”)   are   
nomadic   and   planned   to   take   
refuge   here   until   they   ran   out   of   
supplies.   

You   walk   down   the   hallway   and   have   to   
turn   a   left   corner.   When   you   do,   you   see   an   
open   doorway   at   the   end   of   a   long   hallway.   
Through   the   doorway   you   can   see   another   
goblin.   She   has   not   noticed   you   yet.     



  

  

Owldra   
In   this   room   is   Owldra   the    goblin .   

Owldra   is   slightly   smarter   than   
Niggworm,   and   more   observant.   She   
knows   more   if   the   PC   can   get   her   to   talk.   
She   is   kind   toward   other   goblins,   and   
automatically   trusts   them,   but   not   
anyone   else.   If   the   PC   tries   to   persuade   
her   to   spare   their   life,   they   need   to   
succeed   a   DC   14   Charisma   (Persuasion)   
check.   

This   is   a   good   chance   to   teach   the   
PC   how   to   do   a   ranged   attack.   When   the   
PC   hits   Owldra   (or   tries   to),   if   she   is   still   
alive,   she   sees   them   and   attacks   back   
unless   they   succeed   a   Dexterity   (Stealth)   
check   of   DC   15   and   sneaks   back   into   the   
first   room   before   being   noticed.   If   they   
fail   or   do   not   think   to   do   the   check,   
combat   begins.   

If   they   do   a   melee   attack,   they   
have   to   run   into   the   room   first.   Owldra,   
whose   back   is   turned,   hears   the   PC   
unless   they   succeed   a   DC   17   Stealth   
check.   In   this   case,   Owldra   might   be   
surprised.   

  

Defeat   
Owldra   could   give   some   answers   if   

the   PC   makes   a   DC   13   Charisma   
(Intimidation)   check.   

If   Owldra   defeats   the   PC   and   
leaves   them   unconscious,   the   same   thing   
happens   as   with   Niggworm,   and   they   
wake   up   an   hour   later.   The   two   goblins   
have   left   the   dungeon.   

  

Goblin   Hideout   

  

Treasure   
Owldra   carries   a   shortsword   only.   

However,   the   goblins’   hideout   has   an   
assortment   of   things,   which   are   strewn   
across   the   room   and   do   not   require   a   
check   to   find.   Here   they   are   listed.   

● 10   arrows   
● A   bunch   of   dead   bugs,   aka   the   

goblins’   food   
● Waterskin   
● 50ft.   hempen   rope   

5   gp   can   be   found   in   the   rubble,   as   
well   as   an   ever-burning   torch   buried   
under   some   things.   Since   it   glows,   it   can   
be   found   with   a   DC   5   Intelligence   
(Investigation)   check.   The   goblins   found   
it,   but   did   not   pick   it   up   since   they   have   
darkvision.   
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What   the   goblin   knows:   
● Everything   the   first   goblin   knew   
● Her   name   is   Owldra   
● It   did   see   a   female   elf   come   

recently.   It   made   it   out   of   the   
fight   alive   because   it   was   

captured   just   like   now.   It   does   
not   know   if   the   elf   is   still   alive.   

● The   legendary   treasure   is   over   
two   thousand   years   old.   

● It   does   not   know   what   the   orb   
found   in   area   3   is   or   what   it   is   
for.   

It   is   clear   that   this   was   the   goblins’   hideout.   
The   room,   smaller   than   the   last   one,   is   
littered   with   rubble   and   other   belongings.   
The   same   strange   language   is   carved   into   
the   walls   around   the   room.   



  

  
Strange   Orb   

This   orb   can   be   used   to   unlock   the   
door   to   area   13.   

  

Exit   
The   only   way   the   PC   can   go   is   back   

through   area   2   and   to   area   1.   They   will   
likely   open   the   east   door.  

3.   Pit   Room   

  

Pit   Trap   
In   the   center   of   this   room,   there   is   

a   trap.   When   the   PC   steps   or   puts   more   
than   100   lbs   of   weight   on   the   floor,   it   
collapses   into   a   15-foot-deep   circular   pit   
with   a   diameter   of   10   ft.   The   trap   can   be   
found   by   a   successful   DC   15   Wisdom   
(Perception)   check,   in   which   case   they   
notice   the   floor   looks   a   little   cracked   and   
weak   there.   

Upon   discovery,   the   trap   can   also   
be   avoided   by   a   successful   Dexterity   DC   
18   saving   throw.   

If   all   of   the   above   fails   or   is   not   
done,   read   the   following   aloud.   

To   determine   how   much   damage   
was   done   from   the   fall,   the   PC   should   do   a   
Dexterity   (Acrobatics)   check.   Under   5:   
1d4+2   points   of   damage.   5+:   1d4+1.   10+:   
1d4.   15+:   1d4-1.   20+:   0.   

  
Getting   Out   

The   PC   can   use   the   items   in   the   pit   
(see   Treasure)   to   figure   out   an   escape   
plan.   Here   are   some   scenarios:   

● Autumn’s   method.   Autumn   fell   in   
the   trap.   She   stuck   the   big    nail   
into   the   dirt   wall   as   high   as   she   
could   reach.   Unfortunately,   that   
did   not   support   her,   but   when   the   
nail   fell   out   Autumn   had   just   
barely   grabbed   hold   of   the   ledge,   
so   she   escaped.   There   is   also   some   
luck   involved   with   this,   though,   so   
you   will   roll   a   d100.   50   or   higher   
means   it   works.     

● Use   the   largest   of   the   newer   bones   
as   footholds.   Same   goes   for   the   
sticks   and   rocks.   

● If   the   PC   can   grab   something   11   or   
more   feet   off   the   ground   without   a   
running   start:   The   top   of   the   pit   is   
15   feet.   They   could   use   the   rocks,   
sticks,   shards   of   glass,   vine,   bones,   
and/or   nail   to   build   a   stool.   

● Use   a   hand,   bone,   stick,   etc.   to   dig   
holes   in   the   dirt   wall   and   use   them   
as   footholds.   However,   the   dirt   is   
somewhat   soft,   so   the   PC   cannot   
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On   the   floor   there   is   an   orb   the   size   of   a   
tennis   ball.   It   is   softly   glowing   orange.   What   
is   especially   odd   about   it   is   that   it   is   not   a   
perfect   sphere   —   it   is   a   little   misshapen.   

The   door   opens   to   a   room   full   of   very   old   
things.   Porcelain   shards,   rotten   wood,   metal   
scraps.   However,   they   are   all   shoved   up   
against   the   walls,   clearing   the   middle   of   the   
room.   

You   step   into   the   middle   of   the   room   and   the   
floor   collapses   below   you.   You   fall   into   a   pit   
—   it’s   a   trap!   The   walls   and   bottom   are   
made   of   dirt,   except   for   the   top   layer   of   
stone.   



  

stand   on   each   foothold   for   long   —   
it’s   a   kind   of   hard   climb.   Only   by   
succeeding   a   DC   10   Strength   
(Athletics)   check   will   this   plan   
work.   
Of   course,   they   are   likely   to   come   

up   with   a   different   strategy.   Use   your   best   
judgment   to   determine   if   this   would   
logically   work   and   if   any   checks   are   
needed.   

If   the   PC   tries   and   tries   and   cannot   
get   out   of   the   pit,   gently   guide   them   
toward   any   of   the   above   options.   

  

Treasure   
40   silver   pieces   can   be   found   in   

the   rubble,   10   in   each   corner.   
There   are   a   variety   of   things   inside   

the   pit.   They   include:   
● 3   skeletons   
● An   assortment   of   sticks   and   rocks   
● A   tangle   of   a   thick   vine   
● A   large   rusty   nail   
● Shards   of   glass   
● A   pair   of   eyeglasses   tinted   red   
● A   book   
● A   folder   

  
Skeletons   

The    skeletons    are   probably   two   
human   and   one   halfling,   as   a   result   of   an   
Intelligence   (Nature)   DC   12   check.   The   
halfling   is   probably   the   oldest   one,   as   it   is   
in   the   worst   shape.   

  
Sticks   and   Rocks   

The    sticks     and   rocks    are   your   
usual   sticks   and   rocks.   There   are   quite   a   
few   of   them,   and   they   cover   most   of   the   
floor.   

  
Vine   

The    vine    is   very   thick   and   strong   
and   stripped   of   leaves,   likely   to   have   been   
someone’s   rope.   Unwound   it   is   about   25   
feet.   It   looks   very   new   compared   to   
everything   else.   

  
Nail   

The    nail    is   five   inches   long   with   a   
head   1.5   inches   wide.   It   is   covered   in   rust   
and   not   very   sharp.   

  
Glass   

The   shards   of    glass    are   also   fairly   
self-explanatory.   They   do   not   look   too  
old,   but   it   is   impossible   to   tell   how   they   
got   there.   (The   true   story   is   that   Autumn   
used   them   as   a   weapon,   but   they   were   
quite   heavy   in   her   backpack,   so   she   left   
them   behind   hoping   that   it   would   help   
her   escape   more   easily.)   

  
Eyeglasses   

The    eyeglasses    are   a   magical   
item.   When   put   on,   they   discharge   a   tiny   
shock   and   lock   on   to   the   wearer.   the   PC   
does   not   know   this   yet,   but   they   can   
sense   danger.   The   more   dangerous   
something   visible   is,   the   brighter   it   glows   
red.   This   can   be   guessed   by   a   successful   
Intelligence   (Arcana)   DC   14   check.   From   
now   on,   another   description   of   the   areas   
will   be   added   for   if   they   are   wearing   the   
glasses.   

Read   aloud   the   boxed   text   if   the   PC   
decides   to   put   on   the   glasses.   

18   

You   slip   the   glasses   onto   your   eyes   and   they   
discharge   a   tiny   shock.   “Ouch!”   you   whisper.   



  

If   they   put   on   the   glasses   at   a   
different   time,   read   to   “ magical”    and   then   
continue   with   the   glasses   description   of   
the   room   they   are   currently   in.   

If   they   come   out   of   the   pit   wearing   
the   glasses:   

  
Book   

The    book    is   thick   and   very   dirty.   
By   looking   at   it,   they   can   just   barely   make   
out   a   strange   rune   on   the   cover.   An   
Intelligence   (History)   DC   10   check   can   
lead   them   to   estimate   that,   based   on   the   
symbol,   the   book   is   a   thousand   years   old.   
An   Intelligence   (Arcana)   DC   10   check   can   
say   it   is   about   Illusion   magic.   If   the   PC   
picks   it   up   without   making   a   DC   14   
Dexterity   check,   it   crumbles   in   his   hands.   
If   they   do   the   check   and   succeed,   they   
carefully   lift   it.   The   words   are   mostly   
faded,   and   after   a   bit   it   crumbles   anyway.   

  
Folder   

The    folder    is   in   very   good   shape,   
and   it   doesn’t   take   a   check   to   know   that   it   
was   dropped   recently.   It   fell   out   of   
Autumn’s   backpack   when   she   jumped,   
and   she   wasn’t   about   to   go   back   and   get   
it.   The   cover   says   “Clues”   and   in   the   top   

corner   it   says   “Autumn   Starfall.”   If   you   
want,   you   can   describe   the   contents   of   
the   folder   based   on   this   description.   
However,   something   that   always   makes   
D&D   more   fun   for   the   PCs   is   having   it   
merge   with   real   life.   You   could   use   these   
descriptions   to   create   Autumn’s   folder   
that   you   can   physically   hand   to   the   PC   for   
extra   effect.   Here   are   the   contents   of   the   
folder.   

○ A   paper   with   these   phrases   hastily   
written   each   on   a   separate   line:     
A   yes   foe   aru     
Afar   you   see     
Sea   you   fear     
Aye   sea   four     
Ease   you   far     
Foe   rue   a   say   
Argh!   I   can’t   solve   this!   
Do   not   tell   the   PC   this,   as   they   
might   figure   it   out   on   their   own,   
but   Autumn   was   trying   to   solve   an   
anagram.   The   answer   is:    You   are   
safe.   

○ A   paper   with   a   variety   of   doodles.   
In   large   letters   it   says:   

What   are   you   hiding,   
Epoh??   

○ A   list   of   rooms   in   the   dungeon,   all   
crossed   out.   This   was   Autumn’s   
checklist   for   finding   the   treasure.   
Every   room   she   went   in,   she   would   
write   a   brief   description   of   it   and   
then   cross   it   out   if   it   didn’t   have   
the   treasure,   so   if   she   came   back   
to   it   she’d   know   not   to   waste   her   
time.   This   is   the   list:   
Room   with   ceiling   entrance   
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You   pinch   the   sides   and   try   to   pull   them   off,   
but   they   have   locked   on.   Clearly,   they   are   
magical.   You   look   back   at   the   items   in   the   
pit   and   are   surprised   to   see   that   some   things   
are   glowing!   The   rocks,   sticks,   and   nail   glow   
a   very,   very   faint   red.   The   shards   of   glass   
glow   a   little   brighter.   They   are   especially   
bright   at   the   tips.   

The   ancient   language   around   the   walls   is   no   
longer   faded,   for   it   is   glowing   a   bright   blue.   



  

Owldra’s   hideout   
Lots   of   rubble   &   trap!!   Careful!   

○ A   list   of   questions:   
What   is   the   treasure?   
Why   is   it   in   a   dungeon?   
Is   it   even   valuable   anymore?   
What   is   Epoh   Dungeon?   What   was   it   
like   1,000   years   ago?   
How   true   are   the   legends?   
Was   it   really   a   dungeon??   

○ A   small   note   card   that   has   another   
question:   
Epoh   =   hope   backwards?   Is   that   
important??   

  

That’s   all   I   will   share   for   
now!   
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