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Introduction
Before You Begin Playing
Read the adventure once or twice. Take notes of anything 
you would like to highlight or remind yourself of while 
running the game. Such notes could include, but are not 
limited to, ways to role-play an NPC, combat tactics for a 
creature, or the locations of important things. Familiar-
ize yourself with the adventure’s appendices and maps.

 ● Have all the material and accessories you will use 
to aid you in running this adventure. Such as flash-
cards, a GM screen, minis, dice, and battle-maps.

 ● It is useful to have the player characters’ names, 
race, class, armor class, and hit points in a sep-
arate and easy-to-see piece of paper or screen. 
It may also be important to note other things like 
backgrounds and personality traits.

Playing the Dungeon Master
You have the most important task. The GM is the table’s 
narrator and organizer for a good game. You must take 
care of the narrative and adjudicate the party’s actions. 
You transform these words into a living thing.

Here are a few guidelines to help you make this happen:
You have the Power. You make the decisions about the 

adventure progress and how the group interacts with 
NPCs, creatures, and the setting’s elements. You are en-
couraged to improvise and change things. Each group is 
different and they will all have different needs and things 
they enjoy and things they don’t like.

Give Them a Good Challenge. You are the judge of 
your group’s experience. Give them a well-balanced chal-
lenge to keep them engaged. A good challenge does 
not necessarily mean combat. Try to feel out what your 
group is more interested in and try to give them what 
they crave. A role-playing situation like a tough negoti-
ation, an interrogation, or calling a favor may be as in-
tense as a full-blown battle.

Do not Stall. If the game starts to slow down because 
the players are unsure of what to do, feel free to provide 
hints, clues, or a helping NPC to nudge your group in 
the right direction. Players can get frustrated if they are 
unable to react to the adventure due to the lack of nec-
essary information. Hints and clues may present them-
selves as “ideas” or “thoughts” the characters have. An 
alternative method is to introduce an NPC who will pro-
vide a veiled suggestion to the characters directly and 
serve as the “GM’s voice”

Creating an Adventuring Party
This adventure does not rule out any combination of rac-
es, classes, or other features. There are no alignment re-
quirements for this adventure but it is suggested that at 
least half the party is of good alignment. Otherwise, the 
incentives for finishing the adventure are curiosity and/
or the promise of gold. Good or neutral alignment are 
recommended for new players.

If you are playing with a new batch of PCs, ask the play-
ers why their heroes are together and acting as a team. 
Each player may choose one or two options from the fol-
lowing list to justify why they are together. This will help 
the game go smoother from the beginning and it will give 
them a few cues on how to interact with each other.

 ● Two characters are childhood friends. They come 
from the same city or town.

 ● One character saved another PC’s life a year ago.
 ● One character owes money to another.
 ● Two or more characters are currently employed as 

mercenaries by the same guild.
 ● Two characters of the same race are relatives (sib-

lings, cousins, etc.)
This list is not exhaustive. Players are free to invent rea-
sons why they already know each other.

As the GM, you are free to disregard this if your play-
ers are experienced enough. These instructions are de-
signed to kick-start the game from the top and help new 
players get a hold of the group faster. A group of experi-
enced players might get together and come up with rea-
sons to work together on the fly with little to no difficulty.

About Linearity and Player Agency
This adventure includes several approaches that the ad-
venturers may take and several variants in the conclu-
sions of each chapter. These options are not exhaustive 
but there is a limited amount of information or options a 
module can include. This adventure, as written, is some-
what linear but the intention is not to constrain players’ 
creativity and options. We have included what we believe 
are the most likely courses of action in the adventure.

About Notation
Some events or things described in this document ex-
press their odds of happening in this format: “1-in-6”, “2-
in-6” and so on. This means that the GM rolls a d6. Roll-
ing the first number or less means success.

There is a 2-in-6 chance of finding the hidden door�

This means that a player or the GM rolls a 1d6, on a re-
sult of 2 or lower, the hidden door is found.
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Where to Add This Adventure
Wake of the Wind Fish is a tier-1 adventure optimized 
for level 4 characters. The adventure focuses on the ex-
ploration of a cave system that leads to an ancient place 
of worship. The figure of adoration of a water genasi set-
tlement has returned to its nest after hundreds of years. 
The astral Wind Fish has returned seeking aid; a malev-
olent bio-electric anemone has lodged itself in the fish’s 
heart and threatens its life. Only adventurers can help 
and find the missing priestess within the astral fish.

Forgotten Realms. In the Moonshae Isles. Near the 
mountains north of the Dernal Forest.

Eberron. In Karrnath, where the river Scions Sound 
meets the northern sea. East of Stormhome.

Adventure Primer

The Wind Fish has brougth life to our people 
for ages. Please help us repay its kindness.

Water Genasi Villager

Estimated Duration: 6 - 8 hours�

Adventure Background
There is a town of water people by silent shores. A settle-
ment protected by rocky terrain and nearby mountains. 
The people of Zorannia have lived in peace for centuries. 
They live apart from the noisy and busy cities and me-
tropolises of humans and dwarves. They are water gena-
si. Life by the sea is natural for them.

Zorannians feel blessed and consider themselves 
unique. Their proud behavior has grown little by little 
over the years. The Wind Fish is the source of this pride; 
an astral fey entity that visits their town once a year. Its 
passing is a sight that appeases the hearts of the gena-
si. The Wind Fish yearly visits are seen as a good omen.

The Wind Fish and the Nest
The Wind Fish has visited the water genasi once ev-
ery year for the last three centuries. It floats and passes 
through the rocky surface of the mountain as if it were 
not there. The genasi feared it at first and hoped it’d not 
return, but it kept coming back each year.

With time, the genasi admired and trusted the beautiful 
aquatic fey beast. After all, every time the fish came, flo-
ra and fauna at the sea multiplied. Its presence always 
meant good things. One year, the water genasi climbed 
the mountain to see it from up close. They saw it pass 
through the mountain as if it were water. During its 
flight, the fish transmitted a telepathic message to the 
curious genasi. It shared its name, pronounced in an 
ancient tongue that the genasi did not understand. Nor 
could they pronounce it, so they named it Wind Fish.

Fifty years later, the magical creature chose a spot to 
land inside the mountain next to Zorannia. The Wind 
Fish rests for a day or two before taking to the air again 
and leave for another year. The mountain cavern was ini-
tially unreachable to the genasi, who couldn’t go through 
the rock like the fish. To meet the Wind Fish in the flesh, 
the genasi dug and built a temple inside the mountain. 
They felt honored and blessed to “host” the Wind Fish’s 
visit for once, if only for a couple of days. They named it 
the Ancient Nest. Unfortunately, after a hundred years, 
the Wind Fish stopped landing there and chose a spot in 
a different mountain. It wasn’t displeased, it just changed 
its ways. The genasi abandoned the now useless temple 
and opted not to build more shrines in case the Wind 
Fish had a change of heart again.
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The genasi don’t visit the temple anymore. The place has 
been abandoned for more than two hundred years. The 
Wind Fish changes its behavior every half-century or so, 
the genasi have learned this. It either changes spots to 
rest or simply flies by in a matter of minutes. Regardless 
of what the fish does or how long it stays, the genasi love 
its yearly visits and look forward to them.

A Deity in Distress
The Wind Fish’s last visit saddened the hearts of all ge-
nasi. The fish landed with difficulty at the Zorannian 
shores. It looked sick and weakened. A parasite known 
as a bio-electric anemone found its way into the Wind 
Fish’s body. One of the genasi leaders wanted to help and 
approached. The young priestess, Nari, asked her people 
to keep their distance so she could attempt to examine it.

Nari, the priestess, touched the fish and not only did she 
feel its life force weakening, but she also felt the presence 
of a savage and dangerous intruder. The Wind Fish com-
municated this to her with a faint telepathic exchange. 
It was enough for the priestess to rush to its mouth and 
enter. She needed to find the source of the disease and 
end it somehow. Nevertheless, the young priestess’s rush 
to help and sudden disappearance made it seem like the 
fish swallowed her whole. The water genasi couldn’t 
help but scream in horror as they saw their god eat one 
of their leaders. Some ran to save the priestess but the 
Wind Fish, startled and scared, took off and returned to 
its former spot in the mountain, the Ancient Nest. There, 
it rests as it did almost two centuries ago, waiting for the 
priestess to help it, or for the disease to end its suffering.

The genasi are helpless. The temple is taboo for them 
since they stopped going; no one dares to enter. And 
what’s worse, the former temple is mostly destroyed due 
to cave-ins. The path to the Wind Fish must be dug out. 
Both the fish and the priestess’s lives are in danger.

Adventure Overview
This section provides an overview of the chapters and 
how the adventure is most likely to play out:

1. Finding the Ancient Nest. The adventurers meet 
the water genasi, Slate, and Falandir, a drow who is with 
them at the moment. The dark elf knows the way to the 
mountain and has even delved inside it. He can’t go any 
further due to the blocked tunnels and cave-ins.

2. Inside the Wind Fish. The adventurers find the 
Wind Fish in the Ancient Nest and hear its call for help 
in their minds. The inside of the Wind Fish is a complex 
and dangerous dungeon. The adventurers must find the 
bio-electric anemone and slay it to save the Wind Fish.

Adventure Hooks
Wake of the Wind Fish may begin with one or more of 
the following adventure hooks:

A Scholar’s Request
A renowned investigator is looking for a group of ad-
venturers to retrieve a rare ingredient. The scholar tells 
the adventurers about a genasi town beside a mountain 
where a mythical creature passes by each year. The thor-
ough investigator has tailed the Wind Fish for about a 
decade. He knows that this is the time of the year when 
the fish comes back. The scholar asks the adventurers to 
find a way to take a sample of the creature’s scales. He 
says there’s a thing called “astral scales” which only grow 
in denizens of the Astral Sea. He offers to pay 1,500 gold 
pieces for ten flasks of healthy scales.

A Way Around Taboo
The people from Zorannia are in dire need of help to 
rescue their priestess. But none of them dare break the 
taboo and return to the Ancient Nest after more than 
two-hundred years of abandonment. The drow explorer 
and guide in town, Falandir, is willing to help the poor 
genasi, but he cannot do it alone. Slate, the priestess’s 
brother, posts a bounty contract. He offers 1,250 gp to 
find a cure for the Wind Fish and save his sister.

Nature’s Call
The Wind Fish makes a telepathic call to reach the minds 
and hearts of barbarians, druids, rangers, or any other 
protector of nature. Its message describes its poor state 
of health and begs all those that can hear it to help. This 
call for help manifests itself in the shape of dreams and 
visions. The face and anguish of the priestess can also 
be felt within the message. Visions of a dark, corrupted 
parasite interrupt communication at times. The strange 
message ends with a lingering feeling of urgency.
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The people of Zorannia don’t know what to do or how 
to help. It pains them to know the Wind Fish requires 
their help, and it hurts them more to accept that their ta-
boos are stronger than their will to help. They aren’t to 
blame; none of the genasi today lived when the Ancient 
Nest was built. Therefore, many of them shun the place 
because their parents taught them to do so. The taboo 
has only grown stronger generation after generation.

A current visitor of Zorannia is a drow named Falandir. 
He is an explorer and investigator. When he arrived, the 
priestess had already been swallowed by the fish. Curi-
ous, Falandir went to the Ancient Nest but couldn’t go 
past the cave-ins that block the tunnels. He needs help if 
he is to return. Slate, the young priestess’s brother, begs 
the adventurers and the drow to find and save both the 
Wind Fish and his sister if she still lives...

Finding the Ancient Nest

I can’t explain it, I just can’t go... Please help my 
people. Save my sister and the Wind Fish!

Slate

The Ancient Nest Taboo
The adventurers arrive at Zorannia to a heavy atmo-
sphere of sadness and gloom. The genasi worry about 
the fish and the priestess. Regardless of the Adventure 
Hook that brings them here, the adventurers soon meet 
Slate, and learn of the current situation in town. Slate 
explains that genasi will not approach the Ancient Nest 
due to the old taboo. He introduces Falandir, a drow in-
vestigator and explorer who is curious about the Wind 
Fish and wishes to help. Falandir tells the adventurers 
about his previous attempt to find the Ancient Nest.

Current State of the Ancient Nest
The Ancient Nest has been abandoned for more than two 
hundred years. It is deteriorated and mostly destroyed. 
Little remains of the shrines and beautiful decorations 
that the genasi built to please Wind Fish.

The Wind Fish recently used most of its energy to fly up 
to a safe spot, the Ancient Nest. However, after so many 
years of abandonment, critters and other creatures of 
the dark have filled the irregular caverns near the An-
cient Nest. Falandir could not explore the caves further 
alone because of the dangerous fauna in the caves.

The seasoned explorer gives a detailed description of 
what he saw but explains that removing the rocks to re-
veal the passages won’t be easy. The lives of both the 
Wind Fish and the priestess are at risk, and the jour-
ney through the caves might take longer than they wish. 
Slate asks the adventurers and Falandir to leave for the 
mountain as soon as they can and wishes them luck. 
They shall be rewarded by the Zorannian people.

Zorannia, Genasi Settlement
Zorannia is a small-sized town located by the shores of 
a mountain range. It is not a simple task to get there due 
to the irregularly maintained roads and almost non-exis-
tent signals or road-signs. The water genasi are content 
with their isolation from outsiders.

Zorannians have developed particular customs and ways 
related to the Wind Fish’s annual visits. Their blankets, 
cloaks, and home decorations are embroidered with fish 
scales or fish drawings. Religious phrases regarding the 
annual visit of the fish are common too.

The Wind Fish is mentioned often in Zorannia. All gena-
si see it as a symbol of peace, strength, and health. The 
locals never speak ill of the Wind Fish.
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Slate, the Priestess’s Brother
Water Genasi (age 31)

Slate is taller than the rest of the water genasi. His facial 
features are fine and aesthetic. He has light blue piercing 
eyes. Slate can stare at someone forever, he has a strong 
will. Slate is a fisherman and a craftsman of shell jewel-
ry. His impotence to help Nari, his sister, are visible. He 
cannot contain his frustration as he realizes his mental 
taboos are greater than his courage.

He begs the adventurers and offers gold (see Adventure 
Hooks) as long as they help his sister and the fish.

Manner. Slate never stops staring at people in the eyes.

Ambition. He wants to help his sister and the fish.

Falandir, the Elf Guide
Drow (age 142)

Falandir (scout) is a seasoned explorer and investigator. 
He writes books and studies on lots of things and right 
now, he is curious of this entity called the Wind Fish. As 
much as he wants to help, he cannot do it alone. He of-
fers the adventurers to go with them. He just asks to be 
allowed to take notes and document their journey. He 
also shares all he can about his first exploration of the 
mountain, when he failed to find the Ancient Nest.

Manner. Falandir always has a small handbook at hand 
and takes notes of almost everything he sees and hears.

Ambition. He wants to know all about the Wind Fish.

Exploring the Ancient Caverns
The adventurers need light sources and digging equip-
ment to find the fish quickly. The longer they take to find 
the Wind Fish the more probable it is to run into mon-
sters. The adventurers can dig out passages or tunnels 
from the places marked with an “X” (see map on page 
10). Not getting ready for the digging may cause consid-
erable delays. Ruling this procedure out is up to the GM.

It takes the adventurers thirty minutes to remove the 
rocks from a cave-in if they lack the proper equipment 
and tools. This time is reduced to ten minutes if they 
have them. There is a 2-in-6 chance of running into an 
encounter for every 10 minutes spent digging.

If the adventurers lack any pickaxes or shovels, roll three 
times for every passage they dig. If they have the appro-
priate tools, roll only once. Re-roll repeated encounters.

1 1d4 giant centipedes attack the adventurers

2 1d4 dark mantles attempt an ambush from the dark

3 A hungry rust monster tracks the adventurers’ gear.

4 A black pudding attacks from a crack in the ceiling

5 Two swarms of spiders attack the adventurers

6 A pair of centipede swarms attack the adventurers

7 1d4 shadows attack the first living creature they see

8 1d3 giant spiders descend from webs to attack
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General Features
The following descriptions of areas A1 through A9 cor-
respond to the Ancient Nest caves map.

Light. The astral body of the Wind Fish creates the 
only light in the caves. Its glow is faint and weak.

Magical Presence. The Wind Fish’s magical presence 
grows stronger the more the adventurers travel south.

Cave-ins. Places marked with an “X” (see map), can 
be dug out to create tunnels. How long that takes de-
pends on the equipment available. This also determines 
the number of random encounter rolls (see Exploring 
the Ancient Caverns). Not all tunnels have to be dug out. 
Some of them lead to dead-ends that make the explora-
tion more time-consuming and dangerous.

Ruins. The whole place is in ruins. After two centuries, 
little has survived the passage of time.

A1. Entrance
Dark (sunlight does not the underground caverns).
Footprints (a set of humanoid footsteps go in and out).
After a long and exhausting walk through the side of the 
mountain, the adventurers reach the cave entrance of 
the former genasi temple, the Ancient Nest.

If Falandir is present, he explains the footprints on the 
ground are his. He points toward the two cave-ins to the 
south that take to area A6 (see map) and says he could 
not go any further from there. He mentions another cave-
in north (area A2) and adds he found nothing in area A4.

A2. Centipedes’ Home
Bones (riddled with bite marks, scattered all over).
Clicking sound (can be heard through the walls).
Some of the walls of this room have spots that show the 
original temple’s stone. Patches of limestone and granite 
peek in between the rocky formations. This is the home 
of three giant centipedes. Falandir is unaware of them 
as he was not attacked during his visit. The insects do 
not hesitate to attack a whole group of adventurers.

A3. Darkmantle Lair
Bones (riddled with bite marks, scattered all over).
Filth (floor stained with guano-like droppings).
The adventurers waste their time coming here. This area 
increases their chances of encountering a random ene-
my, and causes them to stumble into a darkmantle nest.

Ambush from the Dark. Four darkmantles disguise 
themselves as stalactites. They wait for potential prey to 
stand right under them so they can surprise them. If two 
of them drop to 0 HP, the other two attempt to flee.

A4. Former Shrine
Coffin (granite, limestone, cracked and deteriorated).
Columns (weak, the southwest column collapsed).
This chamber still has some of its original flooring. 
Cracked, stained stone tiles are what remain. A lonely 
coffin lies by the east wall. It belongs to the water genasi 
who took the credit for building this place. The people of 
Zorannia considered it an honor for him to rest for eter-
nity here, after his death. The Wind Fish still came to the 
Ancient Nest here when the architect passed away.

An angered ghost. If the adventurers interact with the 
coffin in any way, the ghost of a water genasi manifests. 
It points at the adventurers and brands them grave-dig-
gers, defilers of tombs, and attempts to possess one of 
them. A calm emotions spell softens the ghost’s predis-
position to harm the adventurers; the ghost agrees to 
hear them out. If the adventurers explain why they are 
here (to help the Wind Fish), the ghost leaves them be.

A5. Secret Tunnel
Narrow (allows for one medium creature to pass).
Dangerous (home to poisonous insect critters).
The adventurers can use this tunnel to reach areas A7 
and A8 without passing through A6. However, their pass-
ing disturbs the home of hundreds of tiny spiders.

Spiders. Two swarms of spiders attack creatures that 
pass through this narrow tunnel. Both swarms disperse 
and flee if they are reduced to half their hit points.

A6. Spider Lair
Bones (riddled with bite marks, scattered all over).
Webs (sticky web strands fill the chamber’s ceiling).
There is a passage that takes to area 8 and an empty 
cave to the south of this area. The largest cave here is the 
home of three giant spiders. The arachnids attempt to 
trap enemies with their webs from the ceiling first. The 
spiders flee through holes in the ceiling if they are re-
duced to half their hit points or if two of them die.



A7. Caverns’ Network
Bones (riddled with bite marks, scattered all over).
Stench (horrible smell coming from the west caves).
This area is composed of several caves.

Uncharted Tunnel. The west tunnel produces a hor-
rible stench of death and putrefaction. A knowledge-
able adventurer (DC 14 Nature) determines the stench 
can only mean troglodytes or grimlocks. Either of them 
come in great numbers. It would be unwise to go.

A8. Destroyed Temple
Ruins (destroyed stone benches, floor tiles, columns).
Magical aura (becomes stronger near the south wall).
The Ancient Nest was once a beautiful place. A thorough 
inspection of the place reveals what little is left of the 
patterns and decorations from the walls and furniture. 
The genasi have only oral descriptions passed genera-
tion after generation that have somewhat washed out 
and do not correspond to reality. No living genasi has 
ever come here so they could not know.

Treasure. If the adventurers look in the right places 
(DC 15 Investigation) they find lost genasi jewels buried 
in the dirt. There are two cut sapphires (175 gp each).

A9. The Ancient Nest
Wind Fish (weak, defeated, but still breathing).
Dimensions (100 feet wide, 300 feet long).
Few details remain that can prove how magnificent this 
chamber was in the past. The mostly erased paintings 
and vanished carvings on the walls portray but a frac-
tion of the former glory of the temple. The Wind Fish 
lies here; it dominates the center of this area. If Falandir 
is present, he stares in awe and writes notes frenetical-
ly. The Wind Fish breathes with difficulty and communi-
cates mentally with the adventurers. Its message is spo-
ken in an ancient tongue which no one can pronounce, 
yet the Wind Fish’s sentiment is clear as water.

Development
Telepathically, the adventurers learn the following:

The Wind Fish did not eat the priestess, nor is it evil. It 
requires help so it can continue to help others. The Wind 
Fish states its name, and its purpose in life, which is to 
strengthen life. The astral fish denies harming the priest-
ess. It says she entered out of her own volition to help.

The Wind Fish claims Priestess Nari still lives, but not 
for long. It can feel the corruption inside itself grow 
stronger. It begs the adventurers to act, there isn’t much 
time. When the adventurers are ready to enter, the Wind 
Fish opens its mouth and lets them in.



 

Thank You
If you like this module so far, consider unlocking the rest of the 

chapters by joining our Patreon page, gain instant access to over 
400+ maps and adventures to enhance your games! 

In addition, you can purchase this adventure directly here:

https://www.elventower.com/patreon/
https://www.drivethrurpg.com/product/346744/Krakores-Mirror--Level-3-adventure--5e?affiliate_id=446018
https://www.drivethrurpg.com/product/347741/Mystery-in-the-Chicken-Church--Level-4-Adventure--5e?affiliate_id=446018
https://www.elventower.com/joinus/
https://www.drivethrurpg.com/product/348438/The-Forest-Guardian--Level-5-Adventure--5e?affiliate_id=446018
https://www.drivethrurpg.com/product/349923/Plague-from-Within--Level-4-Adventure--5e?affiliate_id=446018
https://www.drivethrurpg.com/product/351228/Rain-of-Fire--Level-4-Adventure--5e?affiliate_id=446018
https://www.drivethrurpg.com/product/352260/Wake-of-the-Wind-Fish--Level-4-Adventure--5e?affiliate_id=446018

	Credits
	Table of Contents
	Introduction
	Adventure Primer
	Finding the Ancient Nest
	Thank You

