


V
ines is a Fifth Edition adventure for three to

five characters of 1st to 3rd level. It’s

optimized for a party of four characters with

an average party level of 1. The adventure is

campaign agnostic, but can just as easily be

placed into any campaign setting which

includes a forest or jungle setting where a

carnivorous plant might grow. Characters who successfully

complete the adventure and defeat all the encounters should

earn enough experience to reach 2nd level. Be sure to

review the decipula plant and decipula vine stat blocks before

you run this adventure (included).


Deep in the bowels of an old series of wolf caves, a decipula

plant has taken root in a pool of spring water. Fed by the

magical energy from gem stones far below the surface, the

decipula grew beyond its normal size. First wild animals

went missing near those old caves. Then livestock. Hunters

in the area kept warning folks not to go near the old wolf den,

claiming the vines around it were alive. But the Lichtenberger

boys, the village mayor's twin sons, just wouldn't listen.

The pair approached the cave with one of Heir Pfisterer's

goats to see what would happen. Instantly, a pair of vines

grabbed the goat and dragged it into the cavern. Shocked, the

boys didn't notice when two more vines snuck up and

grabbed their ankles. Their two friends who watched the

affair ran back to the village to grab the mayor and the

guards.


If you need a hook to draw the characters to the werewolves’

den, here are a few suggestions:


Low on resources, Mayor Lichtenberger begs the characters

to enter the old wolf den and find his sons before it's too late.

He promises them anything he can muster to reward if they

bring back the boys alive.

Unknown to Lichtenberger and the characters, they only

have one hour until the decipula plant has fully digested its

goat. Then it's on to the main course: one of the two

Lichtenberger boys.


If you don't want to add a time limit to the adventure, the

adventurers could be passing through the area when they

witness the Lichtenberger boys grabbed by the decipula

plant's vines. The boys' friends turn to the adventurers and

beg for help.


The decipula hides within a natural cavern in the forested

hills north of a village of your choosing. The ceiling, floors,

and walls of the den are made of damp, naturally-shaped

stone. The height of the ceiling varies, but on average, is

roughly as tall as a chamber or corridor is wide.

Unless otherwise noted, there is no light in the cavern.

Additionally, the entire cavern smells of mold and mildew.

Furthermore, residual spores from the yellow mold in area 8

stings the eyes.

The following locations are keyed to the map of the old

wolf den on page 2.


After a fifteen-foot descent into a naturally formed cavern, the

characters enter a large chamber. Three tunnels branch from

this chamber, one to the west, and two to the east.

Encounter. Three decipula vines hug the walls of this

cavern. Because of their False Appearance trait, they look the

same as any other vine. As soon as one or more characters

comes within the vine's tremorsense, the plants attack. Once

a plant grapples one or more of the characters, the decipula
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plant (see area 9) tries to drag them back to its mouth

through area 8 (and the yellow mold there) and eventually to

area 9.


A swarm of bats hugs the ceilings of the guano-soiled cavern.

The bats are harmless and flee if spooked.


This dark cavern is filled with bones, all of which predate the

decipula's residence. An old, rusted lantern sits on a boulder

in northeastern corner of the cave.

Treasure. There is a rotting coin purse hidden behind the

boulder. It can be found with a successful DC 13 Wisdom

(Perception) check. The coin purse contains 15 sp and 10 gp.


Previous inhabitants of this cavern rigged a basic spear trap

in the western passage leading to this chamber. Despite

being a few years old, it still works. The trap is triggered with

a tripwire. When triggered, spears spring from the walls and

ceiling, and make a +6 melee weapon attack against the

target who triggered it. On a hit, the rusty spears deal 3 (1d6)

piercing damage. Once triggered, the trap must be reset

before it works again. Noticing the trap’s tripwire requires a

DC 15 Wisdom (Perception) check. Disabling the trap is easy,

requiring a character to cut the wire with no check needed.


The floors of this cavern are littered with bones.
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    Treasure. Amid the bones, a character who succeeds on a

successful DC 13 Wisdom (Perception) check finds a silvered

dagger in a dry-rotted sheath. The dagger belonged to an

adventurer who was killed and dragged here by the wolves

that once lived here.


This large chamber appears to be empty. Another rusty

lantern lies smashed on the ground.

Encounter. Four more decipula vines wait here for any

creatures they sense approach within the field of their

tremorsense. If they grab one or more characters, the

decipula plant tries to drag them through area 7 to area 9.


The floors here are slick with moisture, likely from the

nearby pool. Dripping water echoes throughout this cavern.

There is nothing of value in this cavern.


This dark cavern curves from north to west. There is an

overpowering smell of mold that stings the eyes.

Hazard. A 10-foot square patch of floor, marked on the

map, is covered in yellow mold (detailed in Chapter 5 of the

DMG.) The decipula plant's vines are immune to the mold's

effects.


The ceilings here are 30-feet high and the walls are covered

in black mold and mildew. Four natural corridors lead away

from this room, one to the northeast, one to the southeast,

and two to the southwest. A large, stagnant pool dominates

this chamber. Thick algae grows on its surface.

Encounter. The decipula waits at the center of this pool. It

is joined by one decipula vine plus any new vines it has

generated since the characters enter the caverns (see

Decipula Tactics on page [x]). The decipula plant has no real

sense of preservation and fights until destroyed. Once the

plant dies, its vines die with it.

Development. One or both of the Lichterberger boys might

be alive and at the north part of this cave. See the sidebar on

this page for details.


This cavern appears to be empty.

Encounter. One of the former residents of old wolf den, a

vengeful shadow, hides in the darkness of this chamber. It

attacks any creatures who enter but won't go beyond the

chamber. The decipula, if it's still alive, will not enter this

cavern either. Otherwise, the shadow fights until destroyed.

Treasure. There is a backpack hidden behind a large

boulder at the south end of this chamber. The backpack's

contents are ruined and unusuable, but it contains 100 gp

inside and a pair of gloves of missile snaring.


If the characters save the boys, the mayor and the villagers

enthusiastically celebrate their accomplishment. Although

the village doesn't have a lot of money to spare, it does offer

the character sa place to stay the night and a few warm

meals.



To add a new level of difficulty to this adventure, time the

scenario. From the moment the Lichtenberger boys are

captured by the decipular plant, start a real timer but don't

reveal it to the players. You might have the NPCs mention

that the plant takes roughly one hour to digest a Medium

creature, and since it has a goat, there might be a chance to

save the boys if they can stop the creature in one hour.

If you choose this method, be sure to pause the timer when

the characters enter combat. A single combat round is only 6

seconds of game time but can take 15 minutes or longer to

completely resolve. Once the characters exit initiative order,

restart the timer.

If the characters reach the plant before 1 hour passes on

the timer, both boys are still alive. They sit on the northern

shore of the decipula's cave, frightened, but otherwise okay. If

more than 1 hour passes but less than 2 hours, the decipula

is currently engulfing one of the boys; the boy is dead and

slowly dissolving in the creature's maw. If 2 hours pass, the

decipula plant ate both boys. Only their bones remain, lying

at the bottom of the decipula's pool with all of its other

victims.
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Open Gaming License

The following text is the property of Wizards of the Coast, Inc. and

is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights

Reserved.

1. Definitions: (a)”Contributors” means the copyright and/or

trademark owners who have contributed Open Game Content;

(b)”Derivative Material” means copyrighted material including

derivative works and translations (including into other

computer languages), potation, modification, correction,

addition, extension, upgrade, improvement, compilation,

abridgment or other forms in which an existing work may be

recast, transformed or adapted; (c) “Distribute” means to

reproduce, license, rent, lease, sell, broadcast, publicly display,

transmit or otherwise distribute; (d)”Open Game Content”

means the game mechanic and includes the methods,

procedures, processes and routines to the extent such content

does not embody the Product Identity and is an enhancement

over the prior art and any additional content clearly identified as

Open Game Content by the Contributor, and means any work

covered by this License, including translations and derivative

works under copyright law, but specifically excludes Product

Identity. (e) “Product Identity” means product and product line

names, logos and identifying marks including trade dress;

artifacts; creatures characters; stories, storylines, plots,

thematic elements, dialogue, incidents, language, artwork,

symbols, designs, depictions, likenesses, formats, poses,

concepts, themes and graphics, photographic and other visual

or audio representations; names and descriptions of characters,

spells, enchantments, personalities, teams, personas,

likenesses and special abilities; places, locations, environments,

creatures, equipment, magical or supernatural abilities or

effects, logos, symbols, or graphic designs; and any other

trademark or registered trademark clearly identified as Product

identity by the owner of the Product Identity, and which

specifically excludes the Open Game Content; (f) “Trademark”

means the logos, names, mark, sign, motto, designs that are

used by a Contributor to identify itself or its products or the

associated products contributed to the Open Game License by

the Contributor (g) “Use”, “Used” or “Using” means to use,

Distribute, copy, edit, format, modify, translate and otherwise

create Derivative Material of Open Game Content. (h) “You” or

“Your” means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content

that contains a notice indicating that the Open Game Content

may only be Used under and in terms of this License. You must

affix such a notice to any Open Game Content that you Use. No

terms may be added to or subtracted from this License except

as described by the License itself. No other terms or conditions

may be applied to any Open Game Content distributed using

this License.

3. Offer and Acceptance: By Using the Open Game Content You

indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use

this License, the Contributors grant You a perpetual, worldwide,

royalty-free, non-exclusive license with the exact terms of this

License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are

contributing original material as Open Game Content, You

represent that Your Contributions are Your original creation

and/or You have sufficient rights to grant the rights conveyed by

this License

6. Notice of License Copyright: You must update the COPYRIGHT

NOTICE portion of this License to include the exact text of the

COPYRIGHT NOTICE of any Open Game Content You are

copying, modifying or distributing, and You must add the title,

the copyright date, and the copyright holder’s name to the

COPYRIGHT NOTICE of any original Open Game Content you

Distribute.

7. Use of Product Identity: You agree not to Use any Product

Identity, including as an indication as to compatibility, except as

expressly licensed in another, independent Agreement with the

owner of each element of that Product Identity. You agree not to

indicate compatibility or co-adaptability with any Trademark or

Registered Trademark in conjunction with a work containing

Open Game Content except as expressly licensed in another,

independent Agreement with the owner of such Trademark or

Registered Trademark. The use of any Product Identity in Open

Game Content does not constitute a challenge to the ownership

of that Product Identity. The owner of any Product Identity used

in Open Game Content shall retain all rights, title, and interest

in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must

clearly indicate which portions of the work that you are

distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may

publish updated versions of this License. You may use any

authorized version of this License to copy, modify and distribute

any Open Game Content originally distributed under any

version of this License.

10. Copy of this License: You MUST include a copy of this License

with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the

Open Game Content using the name of any Contributor unless

You have written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with

any of the terms of this License with respect to some or all of

the Open Game Content due to statute, judicial order, or

governmental regulation then You may not Use any Open Game

Material so affected.

13. Termination: This License will terminate automatically if You

fail to comply with all terms herein and fail to cure such breach

within 30 days of becoming aware of the breach. All sublicenses

shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be

unenforceable, such provision shall be reformed only to the

extent necessary to make it enforceable.

15. COPYRIGHT NOTICE Open Game License v 1.0a Copyright

2000, Wizards of the Coast, Inc. System Reference Document

5.0 Copyright 2016, Wizards of the Coast, Inc.; Authors Mike

Mearls, Jeremy Crawford, Chris Perkins, Rodney Thompson,

Peter Lee, James Wyatt, Robert J. Schwalb, Bruce R. Cordell,

Chris Sims, and Steve Townshend, based on original material

by E. Gary Gygax and Dave Arneson.

END OF LICENSE
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