
/

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

2nd Level2nd Level2nd Level2nd Level2nd Level

Fifth Edition AdventureFifth Edition AdventureFifth Edition AdventureFifth Edition AdventureFifth Edition Adventure

Dragonling's DelightDragonling's DelightDragonling's DelightDragonling's DelightDragonling's Delight



/

2

3

4

4

5

12

12

13

Table of ContentsTable of Contents
Credits ...............................................................................................

Hideout Map ....................................................................................

Adventure Primer ...........................................................................

Adventure Hooks ............................................................................

Keyed Locations ..............................................................................

Conclusion .....................................................................................

Open Gaming License .................................................................

Appendix: New Magic Items ......................................................

 

 

About this AdventureAbout this Adventure
This is a one-shot or side-trek adventure that can
be fit into an existing campaign to space out a
story arc or to help introduce new characters join
an existing group. It can fit into any arctic style
campaign or be used to introdce an arctic area.
While the lore that is mentioned in the adventure
comes from the Freelands campaign setting, it can
be adjusted and fit to any existing campaign quite
easily. 

 

 

 

 

 

 

 

 

 

 

 

If you like FREE content check us out at  

www.theDMToolChest.com 

 

If you'd like to support our work and get even MORE content,

check out our Patreon at 

www.patreon.com/theDMToolChest

CreditsCredits
This adventure module was created with the help of all of

these talented people:  

 

Production & Design: The DM Tool Chest  

Cover Illustration: Dreamstime  

Maps: TJ Phoenix, Forgotten Adventures 

Interior Illustrations: Dreamstime  

 

Thank You! To all of the awesome patrons who supported

this work!

 

Running This AdventureRunning This Adventure
In order to run this adventure, you will need the Fifth Edition

core rulebooks.

 

Boxed text like this present descriptions meant to be read

aloud or paraphrased for the players. These are just prompts

and may be used or not at the DM's discretion.

 

In this adventure you will come across references that point

to information that is presented outside of this module.

Magic Items, Spells, and Equipment will be italicized and

will be found described in either the core DM guidebook or

the core player's rulebook.

Monster names will be in bold and the appropriate stat

block will be found in the core fifth edition monster

guidebook if not already presented in an attached Appendix.

 

AbbreviationsAbbreviations
Common abbreviations used in this adventure:

pp - Platinum Piece(s) LG Lawful good

gp - Gold Piece(s) CG Chaotic good

ep - Electrum Piece(s) NG Neutral good

sp - Silver Piece(s) LN Lawful neutral

cp - Copper Piece(s) N Neutral

NPC - Nonplayer Character CN Chaotic neutral

DC - Difficulty Class LE Lawful evil

AC - Armor Class NE Neutral evil

xp - Experience Points CE - Chaotic evil

hp - Hit Points
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ragonling's Delight is a one-shot or side trek

winter adventure made for a party of three to
five adventurers of 2nd to 3rd level; it’s
optimized for four adventurers with an
average party level (APL) of 2. It’s been

written within the Freelands campaign setting

but can fit into any campaign setting. Feel free to

use the content as is or plug-and-play with it in your own

winter themed campaign! You have ultimate control of how

this story will be played out so, as always, have fun with it!

Story OverviewStory Overview
A tribe of kobolds led by Lakrisha, a white wyrmling, have

taken up residence in an old cave complex in the nearby hills

just outside the town of Liamta, in the Freelands. They’ve

been conducting nighttime raids on the trading caravans that

have been traveling the roadways. Some livestock has also

been taken which has the small town in an uproar. Fearful for

their herds as well as losing the merchant trade, a local

merchant and rancher are offering a reward for anyone brave

enough to enter the caves and take down the wyrmling and

her cohort.

 

History of the Bloodtooth TribeHistory of the Bloodtooth Tribe
Lakrisha is a viscous white dragon wyrmling from the

Motionless Mountains to the far north. She has taken control

of the small Bloodtooth tribe of Kobolds and driven them

down with her from the mountains to make a lair closer to

prey and treasure. Opting for a more dangerous but lucrative

location over the relative safety of the mountaintops, she

chose this cave for it’s easy access to the local town for food

and the roadway for treasure.

Unafraid of the locals because of the strength of the

wyrmling backing them, the kobolds eagerly attack and kill in

her name. They’ve become sloppy, though, and some

survivors have escaped the attacks to warn others. They’ve

also left plenty of tracks leading back to their lair for anyone

to follow.

Common FeaturesCommon Features
Recommended Ambience:  
Fantasy Realm Ambience - Magical Ice Cave Ambience  

 

Environment & Terrain: The wintery terrain can be ramped

up at the DM’s discretion. Using the Extreme Cold rules

(DMG 110) the trek to the Bloodtooth Hideout can be made

more difficult and put the adventurers at a slight

disadvantage. Otherwise, the environment is cold and snowy

but not cold enough to affect the adventurers negatively. The

cave hideout has normal terrain unless otherwise noted.  

 

Sounds & Smells: Sounds are muffled in the snow of the icy

cavern and the air is filled with the stench of animal and

kobold.  

 

Lights: The main cavern is light with multiple campfires but

the rest of the cave is dark enough to need additional lighting

from the adventurers.

 

Adventure HooksAdventure Hooks
If you need some help with a few ideas on how to get your

adventurers hooked into this story:

44444

https://www.youtube.com/watch?v=mJ5d2Wve-CY
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Ambush on the RoadwaysAmbush on the Roadways
A trading caravan was ambushed on the roadways leading to

Liamta, a small town in the Black Hills, leaving only one

survivor who escaped. He tells the tale of kobolds led by a

small white dragon attacking the traders en route. The

merchant wants to hire the adventurers to track down their

lost goods and remove the threat from the area. He offers

them 100 gp if they can successfully bring back the goods.

The Herder’s HorrorThe Herder’s Horror
A local rancher is complaining about his herd of cattle being

slaughtered. He saw a small white dragonling from afar and

is afraid of losing the rest of his livelihood. He begs the

adventurers to please hunt down the beast and save his lands

from the terror. He offers his life savings of 100 gp if they can

manage it.

 

The Bloodtooth HideoutThe Bloodtooth Hideout
The hideout is extremely easy to locate and can be tracked

from the most recent caravan attack or by the blood trail left

when Lakrisha took her last meal. The adventurers should

get there during the day as this will mean all of the kobolds

will be inside avoiding the daylight. They plan their raids at

night for this very reason.

 

Keyed LocationsKeyed Locations
The following keyed locations reference the points on the

map located on Page 3.

 

1 - Entrance1 - Entrance
During the day, the kobolds stay deeper inside the cave to

avoid the sunlight that hurts their eyes. They rely on the trap

at the entrance as well as their War Boars to take care of any

intruders foolish enough to enter the cave.

A tripwire is attached to the barricade at the front of the

entrance and will set off a spring blade trap that deals 1d4

piercing damage to anyone who sets it off. A successful DC

10 Wisdom (Perception) check will alert anyone to the

tripwire wary enough to look for traps.

 

"As you follow the tracks in the snow, you come across a large

cave entrance in the icy cliffs leading up to the hills. A

slapshod barricade of sharpened sticks blocks the

entranceway and forces a narrow path down the center."

 

2 - Boar Nest2 - Boar Nest
A trio of boars that the Kobolds ride into combat are nesting

here. They are chained with 20-foot long chains set in iron

rings embedded into the cave walls. If any of the adventurers

come close to the entrance of the area, the boars smell them

and instantly attack. They’ve given a taste for blood and are

well trained to attack anyone who is not a kobold. If the

adventurers stay out of reach of the boars at the end of their

chains, every round the Boars have a chance to break the

chains in their bloodlust. A chain will break on a successful

DC 10 Strength check. The Bloodtooths in the cavern are too

far away to hear any sound of combat.

 

"The cave mouth opens up into a dark and chilly cavern. After

only a few steps inside, the unbridled stench of wet animal and

refuse assaults your nose. A squeal of rage and the rattle of

chains as you see three massive boars chained off to the side

of the entranceway. "

 

3 - Trapped Tunnel3 - Trapped Tunnel
The tunnel here is trapped with another tripwire attached to

a rockfall trap. Anyone setting off the trap will receive 1d8

bludgeoning damage from the falling rocks unless they make

a successful DC 10 Dexterity (Acrobatics) check. A successful

check will result in half the damage. The tripwire can be seen

with a successful DC 15 Wisdom (Perception) check.

 

"The walkway narrows tightly here into a tunnel leading down

and deeper into the cave. At the far end you can see the flicker

of firelight bouncing off of the icy walls."
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4 - Cavern4 - Cavern
There are six Bloodtooth kobolds living in this part of the

cave complex. They’ve built a small campground and are

engaged in various activities like cooking food, conversing

around the campfires, or fighting with each other as Kobolds

are wont to do. One of the Kobolds is sitting near the

entrance and if the trap in the tunnel is set off, he will yell a

warning to the others and they cannot be surprised for

combat. Otherwise, stealthy adventurers can get the jump on

the Kobolds and gain surprise with a successful DC 10

Dexterity (Stealth) check.

 

"The flickering of campfires illuminate a shoddy camp built of

tents along the cavern walls. The air is filled with the smoke of

the campfires and the smell of cooking meat and unwashed

kobold."

 

During the battle, if anyone understands Draconic, they will

hear the Kobolds calling out for Lakrisha to help them but

she will not respond to their pleas. Instead, she’ll wait in

ambush in her den above. In order to get to the den, the

adventurers will need to climb the rocky and slippery surface.

Without climbing tools it will take a successful DC 10

Strength (Athletics) check or they will fall the 10 feet down

and take 1d6 bludgeoning damage. Alternatively, the

adventurers could make a makeshift ladder out of materials

found in the camp.

 

5 - Wyrmling Den5 - Wyrmling Den
Lakrisha the Wyrmling has made her den in the back of the

cave on this shelf. She’s heard the combat in the cavern below

and is hiding here with her lieutenant, a winged kobold.

White dragons are known for their animalistic natures and

Lakrisha is no different; she attacks full on and will fight to

the death.

Portions of the area are considered Slippery Ice (DMG

110) and will require a successful DC 10 Dexterity check

when moving quickly. A failed check will result in the

adventurer falling prone. Moving at half speed will not

require a check to be made. The winged kobold uses its flight

ability to avoid this and Lakrisha knows how to walk on ice

without slipping.

 

Tactics: Using her lieutenant as bait, Lakrisha will
ambush the adventurers with her breath weapon as
they enter her den. Then she will charge in to rip
into them with her teeth. She also has a bad habit
of flying upwards before using her breath, giving
away her intent.

Treasure HoardTreasure Hoard
Being a wyrmling, Lakrisha has not had the time to build up

much of a hoard but what she does have is found in a chest

buried under a pile of snow and rocks. A successful DC 15

Wisdom (Perception) check will find the hidden stash of

1000 sp, 100 ep, two moonstones (10 gp), a *diamond*

(50gp), and a *silver shortsword +1*. There are also crates

with goods worth 500 gp that are in her den that can be

returned to the traders in town for a reward.

 

 

Conclusion & Wrap-UpConclusion & Wrap-Up
The adventurers are hailed as heroes by the local townsfolk

for ridding the area of the terrible beast that has plagued

them. Along with the 100 gp reward from whatever patron

asked them to accomplish the mission, the adventurer’s

receive an additional reward of free food and lodging for the

month at the town’s Inn and Tavern. If the stolen goods are

returned to the rightful owner, they will also receive an

additional 100 gp from the merchant as well as a one time

50% discount on their weapons and goods (the item list will

be at the DM’s discretion).

 

Thank you so much for playing

Dragonling's Delight! If you want to

check out more of our content, please

visit www.theDMToolChest.com
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OPEN GAMING LICENSEOPEN 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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