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ProTr Hook

On their way to a major city, the party comes across a small
hamlet. They see a few halflings walking around. It seems
quite peaceful

CHAPTER 1. A MATTER OF PERSPECTIVE

In which the players find out about the nearby Sleepy Giant
in the most abrupt way possible.

CHAPTER 1.1. TAKE COVER !

Read this:

,
‘It is midday when you finally arrive at the hamlet you saw
from a distance. Halflings are walking around calmly, tending
for the nearby crop and all is peaceful, unlike anything you've
ever seen before. The low hums of the workers bring forth
sweet melodies, the sun shines in the distance and, for as
scary as the world normally is, now it feels awfully... serene. As
you take in the scene, you begin to hear a roaring sound
through the wind. You look up, only just to notice a gigantic
rock flying towards you with immense speed. You hear a
halfling voice, “LOOK OUT!”, then the people scatter. Quickly,
the stone crashes in the village, burying itself into the ground
and sliding forward, digging up dirt and grass. The serenity is
gone. All that’s left is a general confusion. And a few halflings
eyeing the rock motionless. You then hear the same voice that
shouted before come from a female halfling figure who's
dusting herself off. “I've had it with that bastard! It's the fifth
time he does it this year. How many times do we have to tell
him we can’t give him food right the second he wishes for it?”
The female figure then approaches the rock and begins kicking
it angrily.’

MARTHA HIGHCLOVER

Information: At first glance, Martha is but a simple
villager. She seems to be in her early 40s, with a
little bit of crow’s feet around the eyes. Her hair is
red and tied in a tight bun, with her freckled pale
skin being mostly covered by minimalistic villager
clothes. Just from her green eyes, one can tell she
is a feisty one.
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Once approached by the players, Martha will explain that
about a year or so ago a giant decided to settle down quite
close to the village. And they have to pay him with a lot of
their food in order for him to leave them alone. She’s quite
sick of it, but there's nothing she can do about it. If the party
could, however... She'd repay them in kind.

She’ll ask the party to go to each small house and gather
up some food, then cut off some crops and ready up a cart,
then she'll take them to the giant, fool him with food then
they’ll attack and kill him.

She reminds the party that while not everyone might want
to give food, they all have to play their part.

CHAPTER 1.2. GATHERING SUPPLIES
The party must now do their best to gather food from the few
people of the hamlet.

AREAS OF THE HAMLET
¢ 1. Longhouse

Upon knocking on the door to the longhouse, the players
will be greeted by Heidi Hartwell, a halfling woman
surrounded by 7 children running around like little maniacs.
The children’s names are Horrace, Helen, Herman, Hollister,
Hethia, Honia and Helia. Her husband, Haran, is currently
out cutting lumber. She tries to listen to the party, but she
frequently interrupts them to look after the kids. She doesn’t
seem to have even noticed what’s going on outside.

Once asked for food, she’ll get angry and start saying she
has plenty of mouths to feed already. The players will have to
make a DC 15 Charisma (Persuasion) check to calm her
down. In case they fail, she’ll throw the children on them (the
children consider this play, although their mother doesn't). If
the children attack, they have the stats of giant weasels.
Upon taking 1 point of damage, the children retreat. It is
assumed the party is not going to use lethal weapons on the
children, so the fighting should be flavoured as play.
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Once combat has ended (or the mother is calmed down), the
children will start getting very interested in the party, due to
them being from out of town. They will offer to trade their
daily apple for any knick-knacks the party might have. Any
offer that is not distinctly toy-like must be followed by a DC
10 Charisma (Persuasion) or Charisma (Deception)
check. After 5 apples have been acquired, the mother will
sigh and say that is what they normally give anyway, thus the
party has completed this side of food gathering.

Alternatively, after knocking, the party can try to intimidate
the woman with a DC 10 Charisma (Intimidation) check,
leading straight to the combat encounter, but then receiving
10 apples from the angry and scared mother.

e 2. Martha’s Home

The slightly stumpier and smaller home has an ornate
wooden sign that says “The home of Sorin Shorthalt and
Martha Highclover”. The smell coming from the inside is of a
tasty soup. Once the players knock, they’ll hear a low voice
asking “Did it leave?”

The players must convince Sorin it is safe to exit, with a
DC 10 Charisma (Persuasion) check, he'll then open the
door.

a e

SORIN SHORTHALT

Information: He is a short and stumpy man, with a
messy chef’s apron and hair slicked back to cover a
progressing bald spot. He looks a tad bit scared.
Whenever speaking about food, he is as happy as
one can be.

b | |4
Read this:

p L ]
‘Martha and Sorin’s house is filled with all types of spices, and
vegetables hanging out to dry from the ceiling. With a smile,
Sorin leads you to a large cooking pot, almost twice his size, in
which a soup is boiling with an incredible smell.’

Once he hears out the situation, he will contemplate for a few
seconds. He'll then look up and say “might as well have some
fun while we're at it”. He'll tell the players he'll give them one
third of the soup. However, if they guess the ingredients
correctly, he'll give them half instead.

To guess the ingredients, the players must perform three
DC 13 Intelligence (Nature) checks. These can either be
performed by one player in sequence, or by multiple players
at the same time. Any character with proficiency in cook’s
utensils or the chef feat may perform this check with
advantage.

Upon finishing the taste test, Sorin lowers his head in
sadness and kisses the soup goodbye, before handing it over.
He then immediately starts making another one with an
excitement few can muster.

e 3. Shed

In the back, behind Martha's home, is a small shed with a
locked door. Players can get themselves in by performing a
DC 12 Dexterity (Thieves’ tools) check.

Inside, they find drying meats and cheeses they can take.
This will give each player 3 days rations and will help them in
the following chapters of the adventure.

¢ 4. Medium House

The door to this medium-sized house seems to be part way
opened. Inside, an older man creeks back and forth on a
rocking chair, half-asleep. A large table can be spotted in the
back, filled with all manner of food.

Players with a passive perception above 14 will spot a
comically large hearing horn next to him.

If they wish to get the food without waking him, they must
make a DC 11 Dexterity (Stealth) check. In case they do
wake him, the old mind is both blind and mostly deaf. He will
ask if they've returned from getting crops, but won't bother
them too much.

e 5. Crops
Read this:

‘A large patch of fresh wheat rests on the nearby land,
undisturbed but for a few halflings tending to it. Next to it rest
two additional scythes one can choose to pick and work with.’

After two players grab scythes, they must trim down some
wheat. This will require a DC 12 Strength (Athletics) check
from each.

While they are cutting down the wheat, choose 1 of the
players to roll 1d4. This will determine what they find within
the wheat.

d4 Result

Casually munching bits of wheat are 3 swarms of rats.

! Time to perform some pest control.
2 Within the lawn are hidden small critter bones. These
can be used later in the adventure.
Hidden within the wheat is a small bunny nibbling at
the wheat. If this gets returned to the kids, then the
players will receive a Lucky Charm. The player holding
it gains the Halfling Lucky racial trait.
4 Nothing. It's an easy harvest.
* 6. Boulder
Read this:

‘As per your expectations, the boulder in front of you is large,
round and has gigantic finger-like indentations in it.. You are
unsure as to how far away it was thrown from, but it sure is a
distance.’

Once the players have collected some food and crop from at
least 3 sources, Martha will approach them with her cart at
the ready, along with two horses. Whenever they wish,
players may proceed to the next chapter.
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CHAPTER 2. TOWARDS THE Bic Guy

In which the players hit the road with plenty of food in their
cart.

CHAPTER 2.1. SADDLE Up!
Read this:

p L ]
‘Martha quickly helps you load up the cart and throws a cover
over it. Although the food is not plentiful, it surely is enough
to maybe draw the attention of some predators. One thing is
for sure, you're going to have to be pretty careful. She quickly
saddles up on one of the three horses, then turns towards you.
“The giant isn’t far off, but the hills themselves aren’t free of
threats. Let’s try our best to be safe.” With that said, your
short travel begins.’

] [ ]

The journey proceeds calmly for the most part, until the
players make their way into a forest.

On this journey, the players can make some DC 14
Wisdom (Perception) checks. On a successful check, the
players find small hunting traps made of wood and bone on
the ground. If Martha is questioned about them, she'll tell the
truth and say she’s never seen anything like them, but they
should be on their guard.

CHAPTER 2.2. REST

Read this:

L ] L
‘Your horses lead you calmly into the forest, through a dirty,
yet passable road. Martha remains silent, yet driven, looking
around as best as she can. Then, you finally arrive in a small
clearing, where Martha turns towards you and gets off the
horse. “We should give them a few minutes to rest before we
go towards the giant.” She then gets off the horse and begins
setting up something for them to drink from, while you may
observe the surrounding area.

AREAS OF THE CLEARING
1 - Rock

A large, jagged rock sits unassumingly in the middle of this
clearing. Weirdly enough, it has some markings. A DC 14
Intelligence (Nature) check will reveal these marks are the
signs of wolves scratching their fur against it.

2 - Etched, Hollowed Tree
Read this:

‘On the edge of this clearing, you can just about make out one
tree which is larger than the rest, but something about the
bark looks rather odd, almost as if it extends past the point
you would expect it too. Unnaturally so.’

b [ ]

Once the players approach closer, they can make a DC 15
Intelligence (Investigation) check. On a success, they'll find
a hidden clasp and open the bark as if it were a door,
revealing a stash of food, which players can also pick up for
future use.

3 - Large Tree

Also ever present is another large tree, on which there is
etched a heart, which writes “A+A”. When a player attempts to
get away from this tree, they trigger a trap. They must roll a
DC 14 Dexterity saving throw or be restrained by a rope
holding them upside down on a failure. Upon triggering this
trap, two bugbears and two dire wolves emerge from the
forest, ambushing the players.

The players can use the critter bones they found earlier to
distract the wolves, as they are badly trained. If a bone is
thrown in their direction, they will chase after it for 2 turns
before returning to combat. Martha (commoner) will hide for
the entirety of the combat.

Upon reaching one quarter of their hit points, the bugbears
will shout for the violence to stop. If the players kill any of
them, skip the next chapter. If the players do indeed stop,
proceed normally.

MAP 2: THE FOREST
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CHAPTER 2.3. HUNTER LOVERS

The bugbears introduce themselves as Artishia and
Arcadirim. Their dire wolves are named Zefu and Damu.
They will stop fighting and will ask the party where they are
going. Upon hearing of the players going to fight the giant,
they will say they saw him fall asleep in the crossroads and
they’ll offer up to help poison the food they are to bring to
him if they are spared.

If the players have taken their tree stash of food they will
trade the poison only for the stash, unless intimidated by a
DC 16 Charisma (Intimidation) check.

If both parties come to an agreement, they will poison the
food and wish the players the best of luck in murdering the
giant.

CHAPTER 3. SLEEPING BEAUTY ?

In which the players wake up a sleeping giant and attempt to
murder it.

CHAPTER 3.1. SNORES

Read this:

p L ]
‘After a brief stop, you once again gather up your cart full of
food and head further through the forest, until finally the trees
begin to clear, the road becomes more even and slowly, you
find yourself on a neatly paved pathway, filled with chirping
birds. And yet... the tension is palpable. About another half an
hour later, the birds get replaced by a different noise. A more...
brutal one. The noise of a loud, rhythmic snore. You ride until
finally, you arrive at a crossroads, with a giant sleeping like a
cherub in the middle of it. With an angry glare, Martha turns
towards you and motions that you hide. The rest is on her.’

] ]

The party must all make a DC 12 Dexterity (Stealth) check.
If one fails, he'll get spotted, and the giant will laugh at said
person. If more than one is spotted, the giant becomes
suspicious and immediately initiates combat.

If no one is spotted (or one), read this:

‘Martha, you see, reveals the cart to the sleepy giant, who
smiles and begins feasting happily. She looks towards him and
says “Eat well, you bastard! NOW!”. She the runs as fast as she
can back, away from the giant.’

b o
If the food wasn't poisoned, every other round, the giant will
yell out “You no threat! Me go have bite now!” And use his
action to eat. At the start of his next turn, he will regain 15 hit
points. If the players took the tree stash of food with them,
the food will not be for the giant’s taste, as it is part way
rotten, and he’ll only restore 10 hit points.

If the food was poisoned, for the duration of the fight, the
giant will be poisoned, and he'll only go eat once during the
fight, before realizing the food is toxic.

Upon finally killing him, proceed to the next chapter.
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CHAPTER 3.2. THE END
Read this:

L ] L
‘With the giant finally dead, Martha rushes towards you with
unprecedented speed and hugs you tightly. “You've done it!”
She yells. “now come home! We've got to tell the others. Boy,
what a hearty meal we have in store for you!” And with that,
you return to the unnamed hamlet she calls home.’

The players eat a good meal, are given some coin for their
troubles and may proceed invigorated, knowing they saved a
small settlement from a very aggressive neighbor.
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SLEEPY GIANT

Huge giant, chaotic evil

I
Armor Class 13 (natural armor)
Hit Points 105 (10d12 + 40)
Speed 40 ft.

STR DEX CON INT WIS CHA
20 (+5) 8 (-1) 19(+4) 5(3) 9(1) 6(2)

| ——
Skills Perception +1
Senses passive Perception 11

Languages Common, Giant
Challenge 4 (1,100 XP)

Actions

Greatclub. Melee Weapon Attack: +7 to hit, reach 10
ft., one target. Hit: 14 (2d8 + 5) bludgeoning
damage.

Rock. Ranged Weapon Attack: +7 to hit, range
60/240 ft., one target. Hit: 14 (2d8 + 5)
bludgeoning damage.
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to life.
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permission.
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And now onto the next project...

Cheers !

IF YOU ENJOYED THIS ONE-SHOT, YOU CAN JOIN
US ON PATREON TO ACCESS PLENTY OF OTHER
ADVENTURES | As WELL AS TONS OF CONTENT
FOR 5E TO AMAZE PLAYERS AND GMs !

A MASSIVE THANK YOU TO ALL MY
PATRONS !
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