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_To;b of_the_Nibamg_

A barbarian hero's
ghost, who wants
her son's remains
retrieved from

the bottom of the
nearby lake.

*The PCs can tell
they can't take her
in a fight.

*She can grant the ability to
breathe underwater, but it
only works from 12-1 AM.
*Reward: her burial hoard (enough to advance a
Ivl 2 party). Also a set of three well-preserved
silver weapons (dagger, spearhead, axehead).
*She's sent adventurers to the lake before, and
has no idea why none of them have returned.
*She has been cooped up in here a long time &
only knows about the elder tree and her son.
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Bandit Caves

A mercenary company that
deserted and then started
robbing trade caravans.

bandit leader with loot

upper
entrance

too narrow
for the bear

bandits

yellow mold

lower
entrance

*(32e4) daay Apeauje noh ssajun) shep [+4p]

Ul S1 UOOW |NJ IX3aU Y] ‘3! INOQE SMOUY UMO) Ul
35|32 U0 ON "J|OMdJIdM B 3q 0} AU0dWOS 214 NG
343y JO }SaM UMO} B Ul S3YD}IM 10J UdARY 3JeS ‘2L
¥2am 3se| 213243y e 3ybneds peauoy 365 11
ajqeddojsun buiyony aue sapamg ay] "0l

Sayd)im 0} Syeads a4ay Jeau 334} p|o uy ‘g
spoom ayy ui buiay oi3asay pjo Azeaos e sauay) -
suewny buiyoeyje uaaq aney sanjom |eao) ayj -
1IHS AT0OH NVYW SINY LNVIO ONIMONA *
SNS3[ JO IBJ Y} MBS 7§ SWOOIYS e |

¥s340j 2y ui sysoyb uebey

axe] ayy ur sba) yym ysiy uowaq

sypueq ay3 yyim bunjeap oy paemas e s,a13y] ‘¢
AJ23e] J2qNaH Zueu4 UIIS S,3U0 ON °|

sTowny

M TN O~

uewIdg Jpudy Hunig umoj
1360179 3xyauuy :prewseg
plajiog snyJep :daayu|
sneyjse9 (31qqey ajym) aseyasiom
uuaydoQ suey Jayje4
(31104382) H3GNH IS 0 YaIny)
61aquayng qoxer :daaxyaioys
12612qaulig JJ029 1yjwsxoe|g
s1a13y 4106319 ypwsung
UBWJJOH YdluIaH J0Aep

PIEMaUIIg ‘UMO]L

Forest Encounters

1. thieving gremlin

1d4+1 wolves

bear

4. 3d4 murdercrows

5. 1d4+1 bandits

6. shroom addict

7. hermit’s great owl familiar

8. lake creature

*4 amphibious bipeds live in the lake. They are
smart & hungry, as tough as a 5th level fighter,
and they have scales as hard as chain mail.
*The hermit knows a ritual to summon them.
He will perform it if he learns the command
ritual — or at least thinks he learns it.

2.
3.

*He spends most of his time producing random
spell scrolls, and will trade them for giant ant
eggs or other mysterious objects.

*Anytime the PCs leave the gremlin clearing in
any direction, roll 1d4 to see which way they are
actually headed.

*The elder tree is sentient and knows most of
what's going on here, but is extremely distrustful
of humans until they somehow prove themselves
to be allies of the forest. It sees werewolves as

| champions of nature against civilization.
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A sandbox for first level PCs
| set during the 30 Years War

Christian Kessler | popularenchanting.blogspot.com
| http://creativecommons.org/licenses/by-sa/3.0




