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T
his collection of quest seeds covers a 
wide variety of themes, and most require 
a town or city as setting. A few quests 
may lead the characters outside of the 

settlement, but they remain in the vicinity. Some 
quest seeds may only shine when the characters 
stay in the city for a longer time, to witness the 
fallout of their decisions or inaction. Don’t be 
discouraged when the characters’ investigations 
come to nothing, and they are forced to abandon 
a quest. Each notice board offers several quests 
for them to tackle, and it is unlikely that an entire 
notice board can be cleared in one session.

The notice boards are organized in tiers and 
themes. The quests cover Tier 1 and 2, meaning 
levels 1 to 8. 

Some quests may need you to balance encounters 
on the fly, or better yet, prepare all possible fights 
in advance before handing a print out to the 
players. This product also includes the individual 
notes, enabling you to curate your own set of 
quests. You might prefer a wide variety of themes, 
whereas the prepared boards usually fit one or two 
themes.

To run these quests, you ideally need a copy of 
the Player’s Handbook (PH), the Dungeon Master’s 
Guide (DMG), the Monster Manual (MM), Volo’s 
Guide to Monsters (VGTM), and Mordenkainen’s 
Tome of Foes (MTOF). Feel free to alter the quests 
any way you see fit, however. With a bit of elbow 
grease, it would be easy to make all quests work 
with monsters and NPCs covered in the System 
Reference Document.

Notice Boards 
50 QUEST SEEDS FOR TOWNS & CITIES



Notice 
Board
NUMBER ONE





6

This notice board is suitable for characters of 
level 1-4. The themes are generally light-hearted 
and tongue in cheek. The notice board could 
appear in a medium or large town with no special 
requisites.

Missing Pantaloons!
The pantaloons of our dear Lord Mayor 
Ufftenstein are still missing. May the responsible 
party please come forward and return said 
pantaloons to their rightful owner? We have 
installed an unguarded, specially marked box 
for this purpose. On this matter, you have my 
word. It was fun while it lasted, but now we all 
had a good laugh and want to carry on with our 
lives. The city guard has more pressing matters 
to attend to than some missing trousers. 

Whoever is interested in helping in this matter, 
please report to Zerkon Gloin, Captain of the 
Guard.

At ease.

Good. Now copy this and post it everywhere in 
town. Why are you still writing? Cease it!

The pantaloons were not stolen. Lord Mayor 
Ufftenstein forgot them in the home of Duchess 
Livingstone. The servants put the trousers in Duke 
Livingstone’s cabinet after they were washed. 
Zerkon Gloin sends the characters on a wild goose 
chase around town should they volunteer to 
help. He advises them to check the Hole, a known 
thieves’ den and the home of Glimmershanks (N 
female gnome spy MM 349), who is a notorious 
pilferer. 

While Glimmer-Shanks is not responsible for the 
alleged theft, she has certain suspicions concerning 
the location of said garments. She offers to sell the 
characters the name of Lord Mayor Ufftenstein’s 
love interest for a measly 100 gp. Alternatively, 
the characters can press the information from 
Glimmershanks by succeeding on a DC 18 
Charisma (Intimidation) check. The latter does 
not sit well with the gnome, and she will try to 
get her revenge at some point in the future. The 
characters receive 500 gp from Zerkon Gloin if they 
somehow retrieve the pantaloons and promise to 
keep quiet about the matter.

Whoever It May Concern!
May the tenant of room 13 of the Wild Boar 
Chaser Inn please be so kind as to return to said 
inn, pay the outstanding rent, and remove the 
summoned creature from hell? We run an honest 
business and quite frankly, this horrid creature 
scares away paying customers with its constant 
wailing and gibbering. Relevant information 
concerning the missing guest who goes by the 
name of Doubleducks will be rewarded.

Duly signed, Ferdinand Fassbender

PS: Whoever manages to rid the inn of that 
deranged creature may keep the contents of the 
room and chest.

The spectator (MM 30) in room 13 was 
summoned by a slightly crazy gnomish wizard 
named Doubleducks. The mage simply forgot about 
the whole matter and left the town a long time ago. 
There’s no chance for Doubleducks to return, so 
Ferdinand’s only hopes are the characters or other 
brave adventurers. 

The spectator’s name is Striyxits and has been 
a frequent victim of Doubleducks. The gnome 
summoned Striyxits before and ordered it to guard 
a random tree in the woods. A lightning bolt struck 
the tree, splitting it down the middle, and as the 
innocent oak was destroyed, so was the contract. 
Striyxits was freed and filled with a burning hate 
for Doubleducks. 

The characters can easily convince Striyxits 
to disregard their intrusion and plundering of 
the chest with a successful DC 10 Charisma 
(Persuasion) check. However, for his feigned 
negligence Striyxits demands that  the characters 
enter a pact with him: should Doubleducks ever 
dare to summon Striyxits again, the spectator will 
summon the characters to his side to stand with 
him against the mad gnome. Should the characters 
agree, Striyxits summons an erinyes (MM 73) 
called Lady Luck who is a close friend of his. She 
sets up a contract as agreed upon by the parties 
and promises to enforce it. The chest contains a 
portable hole (DMG 185).

NOTICE BOARD NO. 1 ¹ TIER 1
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Missing Clock!
So, a few days ago I was out with the boys, you 
know, and I took my da’s finest spring-loaded 
clock with the secret compartment with me. I 
shouldn’t have written that. Oh well. I’ve lost it, 
you see? My da’ will beat me senseless when he 
finds out!  First, we went to the Naughty Nymph, 
then to the Two Pigs - One Trough, and then we 
gambled in the Foxhole till the sun came up in 
the morning. Please have a look around, and if 
you find the clock bring it to Alvin. You know, the 
lord mayor’s son.

The clock was stolen by Glimmershanks (N 
female gnome spy MM 349) herself. A cousin of 
hers constructed the clock and was never paid by 
the Lord Mayor. When Glimmershanks noticed it 
on Alvin’s wrist, she took the chance and reclaimed 
it. A waitress in the Foxhole witnessed the whole 
thing and tells the characters about it if they 
succeed on a DC 15 Charisma (Persuasion) check 
and offer her at least 10 gp for the information.

 If the characters confront Glimmershanks, she 
denies everything, including stealing the clock—it 
was no theft. The characters can find the clock in 
Glimmershanks’ office in the Hole. It is locked in 
a drawer of her desk and a character must succeed 
on a DC 20 Dexterity check using thieves’ tools 
to open the lock. The lock features a poison needle 
trap (DMG 123), and Glimmershanks carries the 
only key with her at all times. Inside the drawer, 
the characters also find five 5-pound gold trade 
bars worth 50 gp each. A character with a passive 
Wisdom (Perception) of 15 or higher who 
handles the trade bars realizes, that they are much 
too light and likely contain some other worthless 
metal.

Money Troubles?
We are the Sanguine Brotherhood, a noble, 
healers’ guild who helps the sick and wounded. 
Most of the poor souls in our care need blood to 
survive, very much so. If you are willing to donate 
your life-saving blood, visit the guildhalls. Find 
your way to the wine cellars, pull the bottle 
labeled Sylvian Red from the shelf, and follow the 
secret corridor. We eagerly await your arrival.

Obviously, the guild is made up of vampires (MM 
297) and vampire spawns (MM 298). However, the 
vampires are peaceful and only drink blood which 
is freely donated. They pay 25 gp for a donation. 
In their free time, they are great viticulturists and 
offer every donor a sip of their famous beverages. 
They caution everyone to be careful with the drinks 
after having lost so much blood! 

While the characters enjoy their stay, the guild 
leader Konstantin von Lohenstein inquires if 
they could run an errand for him. A crate of wine 
needs to be delivered to the representative of the 
Most Solemn Order of the Silent Shroud in town 
before the sun sets. Jan Jun, who should normally 
report the undead’s activities to his order, turns a 
blind eye in exchange for a constant supply of the 
exquisite wine the Sanguine Brotherhood supplies.

Pit Fights!
Gromm’s Roughhouse needs more fighters. We 
need strong fighters, big fighters, small fighters, 
fast fighters, big fighters, stinky fighters, dirty 
fighters, did I mention big fighters? All kinds of 
fighters. If you cannot fight, you can bet on the 
fights.

Come to Gromm’s Roughhouse to fight or bet on 
fights.

Gromm organizes some great fights in his pit. 
If the characters want to participate, they must 
face the following contenders in this order, where 
the number of enemies equals the number of 
participating characters: commoners (MM 345), 
bandits (MM 343), thugs (MM 350), and spies (MM 
349). The characters may take a short rest between 
each fight. Beating the commoners nets the 
characters nothing, a victory against the bandits 1 
gp, against the thugs 10 gp, and against the spies 
100 gp.

Should the characters prevail, they must face 
Gromm (N male half-orc gladiator MM 346) 
himself without a prior rest after defeating the 
spies. If the characters manage to beat Gromm, 
a picture of them will be fixed on the wall right 
above the entrance to the toilet. Additionally, they 
receive Gromm’s old adamantine breastplate (DMG 
150).
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This notice board is suitable for characters of 
level 1-4, and it could appear in a small to medium-
sized city. Most quest seeds have an investigatory 
portion, where the characters can collect evidence 
and uncover plots. The themes are quite dark and 
morbid.

Seeking Mercenaries for a 
Slaughter!

My poor Joseph did not return from his recent 
business trip. According to his best friend and 
partner, he was killed by a band of roving gnolls. 
Knowing these vile beasts, they will have eaten 
my dear husband. So, I seek mercenaries to seek 
out these gnolls. Kill them all. Kill their whole 
tribe, the children, and the elderly. Then cut 
them open. Find the ring of my dear husband and 
return it to me. The payment for this deed will be 
more than generous. Visit me in the residence of 
the Karoling family.

– Vanessa Karoling

Joseph Karoling was indeed killed and eaten by 
the tribe of gnolls (MM 163). However, his best 
friend and partner William Rossfuss sent him into 
the lair of the gnolls deliberately. He devised a 
crude ransom note which said that Vanessa is held 
in a cave and that the abductees wait for Joseph’s 
arrival with the ransom of 500 gp. Joseph followed 
the instructions and was subsequently killed and 
eaten. 

William is madly in love with Joseph’s widow and 
plans to make advances after the appropriate time 
has passed. Characters with a passive Wisdom 
(Insight) of 15 or higher who question William 
notice something off about his explanation of 
the gnoll attack. The story doesn’t add up, and he 
contradicts himself often. 

The ring can be found in the lair of the gnolls 
in a refuse pile. Choose an appropriate number of 
gnolls to challenge the characters, but a minimum 
of 5. The ransom of 500 gp is also scattered about 
the cave since the gnolls have no use for gold. The 
characters need several hours to collect most of the 
nibbled coins.

Framed!
There’s no time to explain. Take the envelope 
and bring it to Chaugin Wanton in the barracks! 
Do not open it under any circumstances!

The markings on the envelope have no meaning 
and are placed there to lead anyone investigating 
them on a wild goose chase. Members of the 
underworld recognize the symbols and muck 
around with everybody asking about them. The 
envelope contains a simple note which says: 
“These are the murderers, arrest them!” 

Chaugin Wanton (NE male human veteran MM 
350) is a corrupt lieutenant of the town guard who 
is constantly drunk and too lazy to do his job. He 
used his contacts in the underworld to find him 
some stooges he could frame for the latest murder 
he was unable to solve. Chaugin can be found in 
his office in the barracks. When the characters 
hand him the envelope, he asks them to follow 
him. Chaugin leads them to the mess hall where he 
orders a dozen guards to arrest the characters. 

Oswald Kent (LG male halfling veteran MM 350) 
approaches the characters in their cell, assuming 
the characters were arrested as planned. He is 
Chaugin’s sworn enemy and smells something 
fishy about the arrest. After listening to the 
characters’ version of the occurrence, he bails them 
out. Oswald says that the characters should either 
leave town immediately or help him find out the 
truth about Chaugin and his connection to the 
underworld. Enough evidence can be uncovered 
in Chaugin’s home, but the investigation may 
lead the characters and Oswald deeper, at your 
discretion.

NOTICE BOARD NO. 2 ¹ TIER 1
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Warning!
Please don’t eat at Leif’s Tavern.  The meat 
tastes very strange. I’ve talked to all the traders 
in town—Leif never shops for meats anywhere. 
I’ve watched his place for days. There were no 
deliveries. And he fed dozens of people during 
this time. Please, if someone could look into 
this, you would be doing the right thing. I’m too 
afraid, and the city watch thinks I’m crazy. I’m 
afraid for my life, so I won’t disclose my name. 
If you find out anything, post it here. I will check 
the board from time to time. Good luck and be 
careful!

Leif doesn’t need to buy any meat because he 
holds a troll (MM 291) in the large cellar beneath 
his tavern. He just cuts the meat he needs from 
the troll and waits until it has regenerated the 
body part. If the characters visit Leif’s Tavern, a 
character with a passive Wisdom (Perception) 
of 16 or higher hears the muffled screams of a 
beast originating from the floor. Additionally, the 
character feels the tremors which the troll creates 
by pounding against the walls and bars of its 
prison. 

Should the characters confront Leif about the 
meat directly, he says that he is going to let them 
in on a secret. He doesn’t use meat at all, he 
claims. Instead, he uses a plant-based mush to cut 
costs. A character with passive Wisdom (Insight) 
of 15 or higher can tell that Leif is lying. 

Finding the Troll. The cellar door is locked. To 
unlock the door, a character must succeed on a DC 
15 Dexterity check using thieves’ tools or use 
the key which Leif carries around his neck. The 
door of the cell itself is secured with a simple latch. 
The troll is shackled to the walls, and the shackles 
are forged to his arms and legs. A character who 
uses a weapon or similar tool can destroy the 
shackles by succeeding on a DC 18 Strength 
check.

Leif’s Plea. When the characters uncover 
Leif’s secret and he learns about it, he begs the 
characters to keep quiet. He will do anything the 
characters demand of him to keep the matter 
secret, as long as it doesn’t put him out of business.

Join the Militia!
Last night, the Slasher struck again. The lovely 
Betty Fairweather was murdered in cold blood 
and the body was marked with the sign of the 
Slasher. Poor Betty is now the seventh victim. 
We need your help to stop this murderer! Talk 
to Bronner Trent about joining the militia or 
petition the captain of the guard Irving Uller to 
get his act together and start a real investigation!

– Militia Captain Bronner Trent

The Slasher is Bronner Trent (CE male human 
veteran MM 350) himself, and he created the 
neighborhood militia to throw everybody off his 
trail. His calling sign is a large letter “S” carved 
into his victims. His only reason for these murders 
is he enjoys the sensation of taking a life. 

When the characters visit Trent, he tells the 
characters that he is sure that a wealthy noble 
named Ulrich of Avir is the culprit, but he 
can’t prove it. Trent sends the characters on a 
suicide mission into Ulrich’s manor, to uncover 
incriminating evidence. Characters with a passive 
Wisdom (Insight) of 15 or higher notice that 
something is off about Bronner’s behavior, but they 
can’t put their finger on it.

If the characters ask around the city, they quickly 
learn that Ulrich of Avir wasn’t in town when 
the recent murder occurred. A character who 
succeeds on a DC 12 Charisma check also hears 
the following rumor: There were two break-ins in 
in Ulrich’s manor during the recent weeks, in both 
cases an adventuring party. Most of the trespassers 
were killed by Ulrich’s uncompromising guards. 
Only one barely survived who is treated in the local 
temple of Lathander. The survivor is comatose, but 
a character who succeeds on a DC 15 Intelligence 
(Medicine) check manages to bring him back 
for a few minutes. Kenny, the survivor, tells the 
characters that Bronner sent him and his friends to 
Ulrich of Avir’s mansion to uncover evidence.

When the characters confront Bronner, he 
attempts to flee.
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Harvey Lem the Terrorist
I have planted several bombs in this city. You do 
not believe me, do you? The funny thing about 
bombs is that they explode whether you believe 
in them or not. Bombs work fine without magic 
or divine help. It does not matter if you are too 
stupid to be accepted into the mages guild or 
too unstable to become a cleric of Torm. Many 
people will burn. Especially those who have 
wronged me. They will rue the day they sent me 
away. It was easy to find enough powder for the 
bombs—I stole it from the barracks. To build the 
fuses, I only needed several dozen candles. It was 
so easy; a child could do it. If you want to find 
the bombs, we can play a game. Just follow these 
steps, and you can prevent the conflagration. 
The first hint is hidden in the...

The threat is real, and the responsible evildoer 
is a man named Harvey Lem (CE male human 
commoner MM 345). With the sentences about the 
hints erased, the characters only have a few clues 
to go on. 

Guilds & Temples. By cross-referencing the 
ledgers of the mages’ guild and all the temples in 
the city, they may manage to isolate a handful of 
people. To gain access to the files, a successful DC 
15 Charisma (Persuasion) check is necessary. 

A character with an Intelligence score of 14 
easily finds the connection; other characters must 
succeed on a DC 14 Intelligence check. The name 
they find is Harvey Lem, and luckily, an address is 
listed.

The Candles. The characters can question the 
local candlemakers if they know about someone 
who purchased an unusual number of wicks in the 
recent past. One of the candlemakers is Harvey’s 
aunt who goes by the name of Milli Lem. When 
the characters ask about this topic, she realizes 
that the characters are talking about Harvey, who 
asked for several meters of wick the previous week. 
Milli tries to protect her kin unless the characters 
succeed on a DC 10 Charisma (Persuasion) 
check. The characters have advantage if they 
show her the note about the bombs. Milli takes the 
characters to Lem in case they succeed.

The Culprit. The characters finally find Lem dead 
inside his abode. If the characters search the room, 
they quickly find a plan that marks the bombs’ 
locations, of which there are three. The detonation 
of the bombs can easily be prevented by removing 
the fuse. A character manages to properly disarm a 
bomb by succeeding on a DC 10 Dexterity check 
using thieves’ tools. Should the characters fail 
or ignore the note for more than 24 hours, a delay 
mechanism triggers the bombs which destroy large 
parts of the city. The delay mechanism is a pig’s 
bladder which separates the explosive compounds 
and is slowly disintegrated by acid.
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This notice board is suitable for characters of 
level 5-8, and it could appear in a large city or 
metropolis with an extensive sewer system and 
cemetery.

Support the Rat Hunters’ Guild!
We are saddened to inform you that the city is 
suffering from a cranium rat infection. The rat 
hunters’ guild has recently been informed by the 
city’s resident expert on magical creatures that 
the specimen which was sent in for testing is 
indeed a dangerous cranium rat. This is a serious 
matter for which the rat hunters’ guild has 
requested additional funds to hire outside help. 
For further information seek out Headhunter 
Boston in the guild quarters. The current rates 
have been raised as follows:

1 gp per mundane rat corpse

5 gp per giant rat corpse

10 gp per cranium rat corpse

The situation is exactly as the rat hunters’ guild 
determined: A cranium rat swarm has built its 
lair in the sewers beneath the city and spies for 
the elder brain of a mind flayer colony. When the 
characters descend into the sewers to challenge the 
cranium rats, they first encounter a band of three 
veteran (MM 350) bounty hunters who threaten 
the characters. Unless the characters vacate 
the area and leave the rat hunting to them, the 
bounty hunters attack. The characters can prevent 
hostilities by succeeding on a DC 18 Charisma 
(Intimidation) check or by offering some kind of 
monetary compensation.

After the possible battle, Sewer Tim, a local who 
has lived in the sewers for decades, approaches 
the characters. For a price of 50 gp, he offers to 
lead the characters to the place he suspects to 
be the rat’s lair. Inside the lair, the characters 
face a swarm of cranium rats (VGTM 133) 
and ten swarms of rats (MM 339). For the 
collected corpses, the characters receive 442 gp. 
Additionally, they find a wand of secrets (DMG 211).

A Grudge Unsettled
The undead in my crypt are back again. I’m 
getting too old for this shit. Come to Portgrimm 
Skullwrangler if you want to crush something. I 
live on Cobble Street. I got lots of booze and gold 
as payment. Bring your own weapons.

Portgrimm Skullwrangler (N male dwarf 
berserker MM 344) is a descendant of a formerly 
rich dwarven clan. Portgrimm is forced to take care 
of an extensive crypt where some of his forefathers 
are buried. His ancestors keep Portgrimm on his 
toes, despite their supposedly final rest. Every 
dozen years or so, the whole crypt stirs and 
Portgrimm must descend into its depths to take 
care of the problem. In the past, his sons Honk and 
Grunter helped him with the cruel task. However, 
they set out on an adventure a few years ago and 
won’t return for at least a decade. Portgrimm 
offers the characters two 10-pound gold trade bars 
worth 500 gp each for their service. However, the 
dwarf hides the trade bars deep inside the crypt. 
Together, they must fight their way through the 
undead to reach their secret location.

After entering the crypt, ten specters (MM 279) 
attack the characters and Portgrimm. In the final 
chamber where the trade bars are hidden, the 
group is surprised and surrounded by three ghosts 
(MM 147). The ghosts scream that a grudge must 
be settled, or they will haunt the clan forever. 
This is the first time Portgrimm hears of a grudge, 
but he suggests ignoring the mad ghosts and 
killing them dead once and for all. Unfortunately, 
Portgrimm and his sons never listened to what the 
undead were trying to tell them. They just crushed 
whatever moved and gave the ones still lying in 
their graves a whack for good measure.

Should the characters inquire of the ghosts 
what kind of grudge they are talking about, they 
tell them the following: Portgrimm must slay the 
descendent of an orc named Uhrthengroz who 
marauds the countryside around 300 miles to the 
east. Portgrimm asks the characters to be so good 
as to either help him with the quest or to somehow 
inform his sons about the task.

NOTICE BOARD NO. 9 ¹ TIER 2
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They Are Among Us! 
They are everywhere! Maybe you are one of 
them! Watch out for the people with the loose 
skin. If you want to talk, find Pockmark Jim! Ask 
the beggars, they’ll help you.

Pockmark Jim fears that the city is overrun by 
doppelgangers. He heard many rumors about these 
creatures, and he is sure that he found one of them. 
Pockmark Jim is a strange fellow, and a character 
can only be sure that he is telling the truth on a 
successful DC 15 Wisdom (Insight) check. If the 
characters are willing, Pockmark Jim leads them 
to the person he witnessed changing his skin. The 
suspect is Melvin (N male human illusionist VGTM 
214) who is just a simple conman. He regularly 
changes his appearance to dodge people he 
ripped off. However, the city is truly infiltrated by 
doppelgangers (MM 82). The mayor Rory Pearson 
and the captain of the guard Tom Walsh were killed 
and replaced.

Pockmark Jim will wind up dead soon after 
talking to the characters, to prevent him from 
endangering the operation any further. With 
Pockmark Jim brutally killed, more beggars start 
believing and spreading his tale, leading to ever 
more dead beggars.

Grand Xvart Hunt!
The recent increase of xvart attacks in the 
countryside and the outskirts of the city has led 
our lord mayor to the conclusion that a grand 
hunt is in order. For every delivered xvart head 
the hunter receives 5 gold pieces. The hunter 
who returns with 25 xvart heads receives a kiss 
from the lord mayor’s own daughter. For further 
questions consult the official Lord of the Hunt, 
Wilsdruff von der Botten in the city hall.

Summary

The xvarts originate from a cave not far from 
the city. An unprecedented influx of xvarts in the 
village of Glilac led to more frequent raids and new 
digs into the mountain. They attack frequently 
with xvart foot troops and xvart bat riders. 
During the excavations to build additional living 
quarters, the xvarts unearthed the forgotten tomb 
of Aldfirth. The xvarts intended to explore the 
ruins, but they were initially thwarted by a sentry. 
However, the xvarts carved a new side tunnel to 
plunder the grave. With great success! Still, there 
are many more secrets to discover in the tomb.

The Xvarts’ Village Glilac

The characters find the xvarts’ lair by following a 
raiding party or by following the xvarts’ tracks with 
a successful DC 10 Wisdom (Survival) check. The 
entrance is guarded by four xvart sentries (VGTM 
200) who, after spotting the characters, retreat to 
warn the village.

Area 1. Eastern Cave

The eastern cave features mushroom farms, bat 
pens, rat stables, and a prison which holds some 
goats and the odd traveler. Around ten xvarts work 
here by day who will attack the characters on sight.

Area 2. Western Cave

Dozens of smaller tents surround the leader 
Glilac’s tent. He is the village’s namesake, as the 
village’s name changes with its leader. Treat Glilac 
as a warlock of Raxivort (VGTM 200). Fifteen 
xvarts and their leader attack the characters 
without hesitation. However, if Glilac sees his 
life in danger, he sues for peace. He offers a 
powerful item the xvarts unearthed recently to the 
characters as a token of friendship. 
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Inside the Glilac’s tent, a green orb rests upon a 
pile of furs. A character with a passive Wisdom 
(Arcana) of 14 or higher senses the following: 
The item is cursed and has a mind-altering effect. 
A character who touches it must succeed on a DC 
18 Charisma saving throw or go berserk. While 
berserk, characters must use their action each 
round to attack the creature nearest to them. If 
they can make extra attacks as part of their Attack 
action, they use those extra attacks, moving to 
attack the next nearest creature after they reduce 
their current target to 0 hit points. Characters are 
berserk until they start their turn with no creatures 
within 60 feet of them that they can see or hear.

During the possible confusion, Glilac attempts to 
flee.

The Tomb

Area 3. Entrance

The tomb’s proper entrance is guarded by a 
galeb duhr (MM 139). It is inert and looks like a 
simple pile of stones. When the characters come 
near, the pile stirs and assembles itself. If the galeb 
duhr is slain, a horned devil (MM 74) appears 
in a fiery conflagration. It urges the characters 
to turn around. The devil doesn’t want to waste 
its precious time with the characters. Should the 
characters decline, the devil is obligated to attack.

Area 4. Side Entrance

The new corridor the xvarts dug is narrow and 
trapped. A character spots the trap with a passive 
Wisdom (Perception) of 14 or higher or on a 
successful DC 10 Intelligence (Investigation) 
check. A character who walks across the spiked pit 
trap must succeed on a DC 13 Dexterity saving 
throw. On a failed save, the character takes 14 
(4d6) piercing damage, or half as much on a 
successful save.
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Area 5. Fake Sarcophagus

A large sarcophagus stands in the middle of 
the chamber. The bottom of the sarcophagus has 
many holes which are crusted with trace amounts 
of blood. An empty pedestal stands in one corner, 
and a dozen xvart corpses are scattered across the 
room. If the characters investigate the corpses, 
they stir and attack. However, if the undead xvarts 
leave the area, they collapse and die.

A character who searches the room for secret 
doors and succeeds on a DC 16 Intelligence 
(Investigation) check finds the secret door. The 
secret door only opens when the characters pour 
blood into the sarcophagus. If the blood donors are 
alive, they feel a necrotic energy rushing through 
their body and take 21 (6d6) necrotic damage. 

Area 6. The Hidden Burial Chamber

The halls you enter are eerie if not outright panic-
inducing. No sound permeates the area, and 
your own voice sounds muffled. A constant dark 
pressure weighs heavily on you. Strange shadows 
move across the walls with no one present to cast 
them. The air smells strange, burning your lungs 
with every breath you take. Every ten seconds 
or so, the ground shakes oh so slightly, which is 
clearly no natural phenomenon.

A character who enters the room must succeed 
on a DC 13 Wisdom saving throw. On a failed 
save, the character takes 7 (2d6) psychic damage, 
having lost morale upon experiencing the room’s 
otherworldly atmosphere.

Inside the room, a narrow stone bridge leads to a 
large platform surrounded by a sheer endless abyss. 
Yet another sarcophagus stands in the middle of 
the chamber. Inside the sarcophagus rests a lead 
chest that is bolted to the floor.

The chest features four small, finger-sized holes 
to entice people to open it using their fingers. It 
can only be opened with a knock spell, however. A 
character who sticks a finger inside one or more 
of the holes must succeed on a DC 10 Dexterity 
saving throw. On a failed save, the character takes 
14 (4d6) slashing damage and is maimed.

A small chestnut of pure silver rests inside the 
chest. It is Aldfirth’s phylactery and inscribed 
with unsettling runes. A character who succeeds 
on a DC 15 Intelligence (Arcana or History) 
check recognizes the chestnut as a phylactery. If 
the characters take it into their possession, they 
are attacked by twelve specters (MM 279) which 
emerge from the floor, walls, and ceiling. Haunted 
shrieks and chants reverberate through the 
chamber while the battle rages.

A character with a passive Wisdom 
(Perception) of 16 or higher notices a small 
indentation in the eastern wall across the abyss 20 
feet up. It is a small button which, once pressed, 
lowers a drawbridge and opens a stone portal to 
Area 7.

Area 7. The Arena

The characters find a gigantic arena after 
following a dark corridor for 100 feet. Here, a 
balor (MM 55) and a pit fiend (MM 77) are locked 
in eternal battle. The ferociousness with which 
these monsters clash is humbling. A hidden magic, 
originating from a large crystal in the ceiling, 
revitalizes the fiends should one of them falter. 
The crystal can only be destroyed by a single or 
synchronized attack that deals 30 damage in total. 
The blood the fiends lose seeps into holes in the 
floor of the arena. 

A stairway across the room leads the characters 
further down where they reach the bottom of the 
abyss after an hour’s march. 

In the Abyss

Down below, the characters find a monstrous 
machine, fueled by the blood of the battling fiends. 
Long tubes, pumps, and gears work tirelessly, with 
no discernable purpose.

A seething transparent tank housed in the midst 
of this machine holds the unconscious body of 
Aldfirth, a lich (MM 202) who has imprisoned 
himself by accident during an experiment. Aldfirth 
regains consciousness if he takes damage. He also 
regains consciousness after 8 hours should the 
machine or the crystal in the arena be destroyed.
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This notice board is suitable for characters of 
level 5-8, and it could appear in a harbor town of 
medium to large size. The missions are mostly dark 
or treacherous.

The Aboleth
Stranger! Everybody in town thinks I am a 
grieving widow gone mad, because of the death 
of my husband. They err. I have seen it with 
my own eyes. My dear husband was not killed 
that day out on the sea. He was eaten, gobbled 
up as a whole. And his entire ship with him! 
This accursed creature still roams the sea and 
threatens every honest fisherman and woman. 
Can you find it in your heart to slay this beast 
and become a legend? Alas, I have nothing to 
reward you. The gods look favorably upon those 
who act selflessly, however! – Phiroa Briar

The widow Phiroa Briar is working with an 
aboleth (MM 13). The aboleth contacted Phiroa 
telepathically because he sensed her immense 
hatred for her husband Karl. They concluded the 
following pact: The aboleth would kill her husband 
for her, and she agreed to send more creatures out 
to the sea for aboleth to gobble up. Characters with 
a passive Wisdom (Insight) of 14 or higher who 
speak to Phiroa about her husband notice that she 
is hiding something. Characters with a passive 
Wisdom (Arcana) of 15 or higher notice a faint 
magic aura about Phiroa.

Phiroa often visits the beach to communicate 
with the aboleth. Should the characters decide to 
follow Phiroa around town, they’ll spot the large 
creature in the sea on a successful DC 16 Wisdom 
(Perception) check.

Should the characters decide to slay the beast 
that threatens the sea, Phiroa points them towards 
the location of a sandbank where her husband 
was supposedly gobbled up. There, the characters 
are attacked by the aboleth. Shortly before the 
characters kill the aboleth, it bargains for its live. 
In exchange for letting it go free, it promises to 
reveal the location of a sunken treasure. Should 
they accept, the aboleth reveals the location of a 
sunken city to them after it has retreated.

The Forgotten
Fellow citizens! I, Dawnlord Ziriam Fuller, write 
these words in the hopes to reach the entire 
community. Many of you may know me from 
the local temple of Lathander. I feel that I have 
to address a growing concern of mine with the 
following appeal. If you have experienced a loss 
of memory or if you suddenly found yourself 
surrounded by strange and unknown people, 
then please visit me in the temple of Lathander 
as soon as possible. Especially if you have 
noticed something like this in a person close to 
you! Please share this message with your family 
and all the people you hold dear. I thank you for 
your attention!

Silmaril (CN female elf bard VGTM 211) found a 
peculiar book. When she concentrates on a passing 
person, her hand starts to write a story as if guided 
by magic. In fact, it is magic. The book is cursed 
and each time Silmaril writes a story, it is about an 
event which happened in the past of the person she 
is watching.

However, the true problem is that the memory 
about this event is erased from the mind of her 
story’s protagonist. Now there are dozens of 
people wandering the city who have lost their 
most important memories; about their loved ones 
or something pertaining to their work with which 
they earn their livelihood. Due to the curse Silmaril 
cannot stop writing and the number of people 
with lost memories is on the rise. Some people 
are affected more than once because Silmaril 
usually sits in the Merry Barnacle Tavern while 
writing. The characters can find Silmaril by cross-
referencing the movement patterns of the victims. 
Characters with a passive Wisdom (Arcana) 
of 15or higher can feel the strange magic of 
Silmaril’s book if they’re within 50 feet of the book.

When the characters are in Silmaril’s line of 
sight, roll a d20. On a 1, Silmaril picks one of the 
characters to write about. The character must 
succeed on a DC 20 Wisdom saving throw or 
forget a part of their life. When Silmaril’s book is 
destroyed without casting remove curse on it, the 
memory loss becomes permanent. Otherwise the 
affected people recover their memory.

NOTICE BOARD NO. 10 ¹ TIER 2
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The Bone Ship
I saw the ship made of bone again. It came closer 
this time. I saw things moving on board, and also 
the tattooed sails. If you believe me search for 
Sjerv at Hjeim’s Dosshouse.

The bone ship is an accursed amalgam of a ship 
and an undead whale. Like a loyal dog, it regularly 
visits the harbor to search for its captain. Each 
time the ship visits, more undead seamen toil on 
the ship. The former captain Bloody Elbow Jones 
is long dead and buried, however, and the ship’s 
efforts are in vain. 

Sjerv is a simple drunk who hangs out in the 
harbor by night and watches the waves. Although 
others also have caught a glimpse of the bone ship, 
he is the only one who takes his sightings seriously 
and doesn’t discount the apparition as a drunken 
mirage. When the characters talk to Sjerv, he can 
only tell them that the strange ship appears every 
blue moon, makes strange noises, and disappears. 
The noises Sjerv hears sound like that of a whale, 
which he remarks upon.

During the characters’ stay, the undead ship 
returns with its minions. A sword wraith warrior 
(MTOF 241), a ghast (MM 148), and six ghouls 
(MM 148) raid the town in the search for Bloody 
Elbow Jones. The raiding party eventually makes 
its way to the graveyard where they find the 
corpse and return with it to the bone ship. Bloody 
Elbow Jones is brought back as a sword wraith 
commander (MTOF 241) and proceeds to pillage 
towns up and down the coast.

Please Help!
I don’t know where to begin. A few months ago, 
this strange brothel opened on our street and my 
brother spends all his coin there. But this is not 
the problem. Since he started to go there, he has 
become sick. He looks so frail and must have lost 
10 pounds already. I am afraid of this brothel, 
and I have heard strange rumours. Please visit 
me, I have a few gold pieces I can spare to make 
it worth your time. Search for Rachel Fromm in 
the harbor district. 

PS: The brothel’s name is “Heaven and Hell”

The brothel is run by a savvy businessman named 
Razor (N male tiefling illusionist VGTM 214). 
He has all the permits to run the establishment 
and the succubi and incubi he employs don’t 
hurt anyone. Rachel’s brother Jacob is a frequent 
customer in the brothel, and often visits the 
succubi Jix.

With a successful DC 16 Charisma (Persuasion) 
check Jix tells the characters that Jacob is sick and 
will perish soon. He cannot afford potent magic 
like a greater restoration which is needed to fully 
heal him, so he decided to spend his final days 
enjoying himself.

Unless the characters interfere, shortly before his 
death, Jacob sells his soul to a devil Razor knows. 
He is not only completely healed, but also made 
very rich. If the characters have dealt with Rachel 
before, she approaches them and tells them about 
the new developments.



Notice 
Board
NUMBER ELEVEN





52

This notice board is suitable for characters of 
level 5-8. The themes are mostly wacky or could 
take a darker turn if presented that way. The notice 
board could appear in a medium or large city with 
no special requisites, aside from a functioning 
sewage system.

Torsten — Necromancer & 
Tanner

I need cats and dogs and hedgehogs and squirrels 
and other stuff. Rats also. Bring me all the 
animals you can find! - Torsten from the stinky 
house

This notice can be set up or followed up by 
rumors about strange animals that pester the town. 
When the characters finally connect the dots, they 
may decide to revisit the tanner, Torsten. When 
the characters ask around to find out about the 
dubious location in the note, people point out the 
craftsmen district. The district hosting the tanners 
is usually the filthiest in town.

After the characters reach the so-called stinky 
house, they find that Torsten (NE male human 
necromancer VGTM 217) is indeed a local tanner. 
At 6.5 feet, Torsten is quite large and lanky. His 
skin is extremely pale due to the fumes he breathes 
in all day, Torsten explains. 

Torsten buys every critter he can get his hands 
on, stuffs it, and adds it to his collection—or so 
he claims. Should the characters show interest, 
Torsten shows them a menagerie of stuffed animals 
lined up in a small room in his abode. A character 
with a passive Wisdom (Perception) of 17 or 
higher notices that some of the animals’ eyes 
move from time to time. 

In reality, all of Torsten’s stuffed animals are 
undead and terrorize the town during the night. 
A wizard, sorcerer, or warlock with a passive 
Wisdom (Arcana) of 14 or higher notice the 
necromantic energy in the area. If confronted 
about the undead animals, Torsten attacks and 
attempts to flee if the characters prove to be his 
better.

Quick Fame and Easy Money!
Life is hard, and then you die. It mustn’t be so, 
however. I could offer you a better life, an easier 
life. That grand journey you always wanted to 
undertake but never quite have the gold for? You 
may start that journey today. The house with the 
extensive garden you always dreamed of? Move 
in this instant. That beloved person you wished 
you could have spent more time with? A wish I 
can—and will—grant you. All of this, just one 
signature away. Write your name on the dotted 
line and start anew.

The signatory of this contract sells his or her soul 
to Ishtiarix, a dutiful servant of Archduchess 
Glasya. In return, Ishtiarix fulfills one wish for 
the signatory. The soul of the signatory will be 
brought to the Nine Hells after his or her death. 
The contract cannot be terminated. If you have 
any questions concerning this contract do the 
following: Say the name Ishtiarix three times, 
tap on this contract, and stick a finger in your 
nose.

Ishtiarix is not the mastermind behind this 
scheme. The imp was summoned by a more 
powerful devil named Xifle’thorn, a powerful bone 
devil (MM 71), who roams the city and preys on the 
souls of the weak mortals.

When the characters rip up the contract posted 
on the board or if they follow the steps to summon 
Ishtiarix, the imp (MM 76) appears in a puff of 
smoke. Ishtiarix laughs about the characters if they 
put their fingers up their noses. Clearly, this was 
a joke, and it seems Ishtiarix wasn’t summoned 
by the most intelligent creatures on the Prime 
Material plane. Ishtiarix continues with its sales 
pitch and tries to get its hands on the characters’ 
souls.

If the characters attack or slay Ishtiarix, his 
master Xifle’thorn seeks out the characters to get 
revenge. The devil waits until the characters sleep 
or are otherwise dispersed, and attacks ruthlessly. 
Instead of killing the characters outright, 
Xifle’thorn attempts to knock them unconscious. 
After abducting a character, the devil tries to get 
the characters’ souls as ransom.

NOTICE BOARD NO. 11 ¹ TIER 2
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Hello Sweetie!
I’m a collector of sorts. And some people just 
refuse to be collected. During my last foray, I was 
wounded, unfortunately!

And this is where you come into play! If you lend 
me a hand, I will reward you. With what? Just 
use your imagination!

I’m staying in the Golden Falcon. Ask for Lilly. 
Then we can talk about the details. I’m giddy 
already!

– Lilly, who is definitely not evil!

Lilly (N female elf warlock of the archfey VGTM 
219) is a spring eladrin with green, waist-length 
hair that features many crocuses of different colors. 
She is a collector indeed. Her patron Llothian sends 
her out into the world to collect people which he 
deems fit to become his courtiers for one year and 
one day. After that, Llothian releases the captives 
and rewards them with as many gems as they can 
carry. The latest person Lilly planned to collect 
was a famous artisan who goes by the name of 
Charmoran. The target was guarded tightly, and it 
wasn’t as easy to abduct him as Lilly would have 
liked. During her last attempt, Lilly broke her leg 
and was forced to retreat to lick her wounds.

If the characters agree to help Lilly out, she 
explains how it works. The target Charmoran lives 
in a grand estate with his bodyguards: Jeremy (LN 
male human champion VGTM 212) and Raka (N 
female elf mage MM 347). To abduct Charmoran, 
the characters must stuff him into an enchanted 
sack. The sack teleports a captured person directly 
to Llothian’s throne room. As a reward, Lilly 
promises the characters their weight in gems. The 
reward amounts to 500 gp per character in the form 
of gems of different shapes and sizes, which Lilly 
may produce from her sack.

If the characters try to do Lilly harm, she simply 
stuffs herself into the bag and vanishes. If the 
characters follow her through the sack, they 
find themselves surrounded by several dozen 
fey creatures. Llothian tells them they have only 
one chance to leave this place: The characters 
must perform an act or play a song for him. If 
the characters succeed on a DC 20 Charisma 
(Performance) check, Llothian will only let 
them leave after they spend a year and a day as 
his courtiers. If the characters fail, Llothian is 
disgusted and banishes them from his realm, 
returning the characters to whence they came.

Uston’s Deus Ex Machina
Hello, my dear friends! It is no coincidence that 
you found this note at this point in time. Or is 
it? Allow me to introduce myself: My name 
is Uston Barbon, and I am a wizard of some 
renown. My latest project—which enters its 
49th year already—is to find and capture the 
coincidence. You can certainly imagine how 
hard it is to capture something as slippery as the 
coincidence! However, I have created a machine 
which will achieve exactly that. Now, my latest 
attempts have been thwarted by agents of a 
power I will not name here. Suffice it to say, that 
I need your help to guard the machine during the 
experiment. You can find me in the largest tower 
in the city. See you soon!

On first glance, Uston Barbon seems like a crazy 
old man. His robes are dirty and tattered. Most of 
the time he just looks confused. However, in some 
rare instances, his eyes become piercing, and a 
character might suspect that there is more to him 
than what meets the eye.

When the characters visit Uston in his tower, 
he proudly presents the machine he has built to 
capture the coincidence. The machine itself is in 
part a figurative line of dominos (a Rube Goldberg 
machine). There are mundane items like teakettles 
and a bathtub involved. One part will trigger the 
next and so on. There are also some black boxes in 
the construction the characters cannot see without 
deconstructing it in its entirety. Additionally, 
some strange contraptions shoot lightning and fire 
from time to time. The machine stretches through 
three stories of the tower. A character with an 
Intelligence of 19 or higher understands, that there 
is some sense behind this insane machine.

Uston wants to start immediately and tells the 
characters to get ready. Uston flips a switch, and 
the machine comes to life. It hisses, cracks, and 
yoinks. After a few seconds of this madness, a 
deva (MM 16) named Samandiriel appears from 
a grand bright portal. He reprimands Uston and 
demands that he finally leaves the matter alone. 
Uston on the other hand just yells at the characters 
to take Samandiriel down before he ruins his 
plans once again. Samandiriel starts to take the 
machine apart. All the while Uston is spouting 
some gibberish about redundant parts and that he 
will succeed this time. If the characters distract 
Samandiriel or take him out, Uston succeeds.
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Call of Honor - The Sewer 
Ministry Needs You!

The citizens of this great city are plagued by an 
unbearable sound originating from the sewers. 
The sewer ministry’s best men and women 
already found a glorious death in the sewers. 
Now it is your time to stand up and carry the 
torch. Join the mobile infantry!

Descend into the sewer’s depths, experience true 
adventure, overcome the deadliest of creatures, 
and unearth long-forgotten treasures! 

Recruits are to report to Mandrogan Rasczak. 
Find me in the city hall, room 301.

Mandrogan Rasczak is a proper military man who 
lost his legs in the sewers and works behind a desk 
since his recovery. His hair is short, he features 
several scars all across his body, and he speaks in 
short and precise sentences.

 He gives the characters a short rundown of their 
assignment and sends them to a specific sewer 
entrance where they begin their quest.

Summary

In the sewers beneath the city, lies the village 
Ruknik, where the city kobolds live in peace and 
enjoy an easy life. One day, a kobold (MM 195) 
named Rok formed a rock band with a goblin (MM 
166) named Rowl she met during an excursion 
into the sewers. Together, they practice their craft 
in the nexus, the acoustically best place in the 
sewer system. However, the band practice proves 
quite annoying to the city dwellers since the 
infernal sound blasts through every pipe and sewer 
entrance at least once a day. Only recently, Rok 
and Rowl cast a new band member named Spike. 
The new band member is a bearded devil (MM 
70) whose true name is Bor’othor. To create an 
instant hit with their new song “The Resurrection”, 
Rowl sold his soul to him. The goblin goes to every 
length for Rok and their band Whiplash.
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Part 1. The Village of Ruknik

The characters start their journey at a manhole 
which leads them directly to Ruknik. Once they 
arrive, the characters encounter Qrank, the local 
tinkerer (LN male kobold inventor VGTM 166). 
He is returning from a scavenging hunt during 
which he searches the sewers for lost valuables 
and trinkets. Qrank greets the characters and leads 
them to his shop where they can talk.

Area 1. Qrank’s Shop

Qrank sells a few common magic items in his 
small shop. If the characters ask about the infernal 
noise, Qrank tells them to check out Shank Alley 
where the youths gather. Those troublemakers! 
Qrank describes how to find the place and cautions 
the characters—Shank Alley is Tunnel Snake 
territory. Qrank is sure that these rapscallions with 
snake tattoos on their back are involved somehow.

Area 2. Shank Alley

The characters find Rok talking to several 
kobolds:

I hope you guys won’t miss the thing tonight. 
We meet at the usual spot at the center of the 
nexus. It’s going to be radical! We got everything 
in place, and if it all goes as planned this thing is 
literally going to blow up! First, we blow Ruknik 
away with the Resurrection, and then we conquer 
the surface! I have to run now, see you guys later!

If the kobolds notice the characters after Rok 
vanishes into one of the nearby escape tunnels, 
the ten kobolds (MM 195) attack. Otherwise, 
they disperse into the escape tunnels after a few 
minutes as well. If there is a battle, when the 
kobolds lose half their numbers, they escape via 
the tunnels. 

The nexus is the location where the sewage water 
converges and falls into the deep. All kobolds in 
Ruknik can tell the characters about the nexus’s 
location.

Area 3. Proper Sewer Entrance

This way leads deeper into the sewers. The 
characters find the nexus without encountering 
any problems if they asked about the correct way 
prior.

If the characters have nothing to go on, they 
can attempt to navigate the sewers by following 
the band’s music which starts sometime in the 
evening. While searching for the correct way, the 
characters are attacked by three black puddings 
(MM 241).

Part 2. Live Concert in the Nexus

When the characters reach the nexus, paraphrase 
or read the following out loud:

You reach your final destination, the nexus. More 
than two dozen kobolds are assembled on the 
outer ring and wait in suspense. In the center of 
the nexus, a band prepares for their performance. 
A kobold with a violin on her arm shouts:

"We are Whiplash, and tonight we are performing 
the Resurrection. Here we go!"

The band starts its performance, and the sound 
in the nexus is truly superb. If bards are among 
the characters, they must succeed on a DC 10 
Charisma saving throw. On a failed save, the 
bards must join the band in their performance.

Continue as follows unless the characters 
interrupt the performance:

After several minutes, the performance ends. You 
are at a loss for words. Some of you have tears 
in their eyes, and others wish this night would 
never end. The audience goes wild and demands 
an encore. The lead singer screams: “Well, then 
here we go again!”, and the band starts over. 
The audience completely loses their minds. They 
throw themselves at each other and scream like 
maniacs. You are sure that the townspeople will 
find no rest tonight!
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During the concert, Spike causes the dead to rise 
quite literally. Thirty zombies (MM 316) climb 
out of the channels and up the nexus’s walls. Rowl 
screams: “This isn’t what we agreed to Spike!”, and 
all hell breaks loose. When the first kobolds (MM 
195) are attacked by the zombies, they run for their 
lives. However, the band members are trapped in 
the middle of the nexus. Spike vanishes in a puff 
of smoke, and Rok and Rowl try to escape and 
barricade themselves in the back room.

Aftermath

If Rok and Rowl survive, they thank the 
characters for their support. They invite the 
characters to join them backstage. Rowl has 
occupied a little room next to the nexus they 
use for after-show parties. Rok and Rowl agree 
to rehearse at another spot where the townsfolk 
will not be bothered. If only to prevent more 
adventurers from coming down into the sewers.

Spike reappears and excuses himself profusely 
for his mistake. He didn’t want to take things that 
far, but he was carried away by the wild crowd and 
was overwhelmed with elation. The characters 
can convince Spike to return Rowl’s soul with a 
successful DC 15 Charisma (Persuasion) check to 
exonerate himself after the fatal mistake.

If either Rok or Rowl do not survive, the surviving 
member notes that the dream has died. There will 
be no more music coming from the sewers.
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