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Introduction
A TTRPG adventure for a party of level 1-4
characters.

The Dark Woods are no darker than the average
woods. They are however a thick patch of forest that
has resisted manʼs desire to cultivate the land
nearby for centuries which has led to the belief that
they are guarded by a dark spirit.

Beyond recent memory it was rumoured that men
had once built citadels and temples to gods of
progress and agriculture within the forest. But
within a few years the population plummeted and
these cities were lost to the woods, rumoured to
have been destroyed by the forest itself.

The forest is also thought to be more than it seems.
Over the course of many menʼs lives they have
recorded that the forest doesnʼt grow. There is no
expansion of trees past a point, no new saplings
encroaching on the lands of men and the farms,
roads and villages that line the edge of the forest are
safe from the dark curse of the trees.

But this has led the forest being an ideal place for
bandits and those with ill intentions to lie in wait
for those unsuspecting of anyone ignoring the tales
of these woods. Sooner or later the tales will be
found out to be true but until then there is always a
risk of danger or death when you travel near the
dark woods.

The Pennywhistle
Company (part 1)

Scene 1
As the party travels along a road they come across
an unsettling sight. A Caravan lays on its axle with
two of its wheels broken, shattered beyond repair. A
large rotund man sits on an overturned chest and
sobs hysterically whilst dabbing at his red cheeks
with a pocket handkerchief.

As the party draws closer a second figure walks into
view from around the side of the wagon, a strong
looking female half-elf. “Thatʼs enough, Ruthor.
Sitting and sobbing like an infant won't get the

caravan mended more quickly nor will it hasten the
return of Stephan.” the woman snapped at the
man. It was evident that despite her frustration
there was a deep affection between the two.
“But Eve. Our Daughter. She is out there chasing
those fiends!” the man said as he flourished towards
the Dark Woods to the side of the road. “I worry
what they will do to her. She is only sixteen!”
“I worry more about what Beau will do to them.”
the woman replied as she retrieved a box filled with
tools. “Now go get me… a dozen sturdy looking
branches. About as thick as my arm. Iʼm going to
try and mend these spokes” the lady called Eve said
as she looked at the broken wheels.
“She gets this brashness from your side” Ruthor
muttered in a huff as he stood and walked to the
forest.
“And she gets her unchecked emotions from you
dear.” Eve rebutted, which caused Ruthor to stomp
faster away.
At that moment movement caught the eye of the
party and the two travellers. A wounded, tired
looking man stumbled forward from the thick trees
and fell to the ground. “Stephan!” Ruthor called as
he ran to the gruff looking man's side.

“Master Ruthor. I.. I was unable to retrieve Beau.
She chased those bandits into the woods and into
some old building in a clearing. I tried to follow but
a few of their buddies were waiting for me. I
managed to escape and defeat them but they
wounded me in the process. Sir. That building gave
me the willies. Thereʼs something evil there. I fear
what they will do to Beau, what she will do to them
and what that place will do to them all. We need to
seek aid from the city. We donʼt have the manpower
to go in there looking for trouble.” Stephan said
between sharp breaths, clutching a wound on his
side.

“The nearest city is a day's ride from here. I hope
she can wait and the city can spare aid..” Eve said
as she moved towards the downed man with some
bandages. As she started applying the gauss and
cloth to the wounds, a cut from a sword, she looked
towards the party. “I donʼt suppose you are any
good at exploring and fighting huh?” she asked as
she poured a clear liquid on Stephans wound.
“Ruthor, can you fetch some food and water for
Stephan.. He will need it if he is to recover quickly.”
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she asked as both man and woman looked
concerned at their downed friend.

“We can pay well, well… We could have. The
bandits took what we have… If you retrieve our
daughter you can have whatever other loot and
goods you find with those filthy bandits.” Eve added
with a thought. What say you? Are you able to help
us locate our daughter beneath dark woods?
NPC s̓:
- Ruthor Pennywhistle
- Eve Pennywhistle
- Stephan Longait

Random Encounter: Woodland
Creatures:
Creatures:
3 wolves per level of the party.
1~2 (3 for a level 2 party) orcs or gnolls.
Other forest creatures that could be expected to live
in dense woods.
Map - 302ThDaFoDaCr 1

The Ruins
The party caught up to the bandits and Beau as she
dodged and ducked under their arrows. It appeared
that there had been a skirmish in a clearing where a
few bandits lay dead or wounded - probably from
Stephan.
The party watched as she gave chase, her urge to
confront the attackers strong in her eyes as she
raced a�er the bandits as they jumped over
crumbled walls and into the area beyond.

Catching up once again they are greeted by a slew
of broken buildings surrounding what appears to be
a remarkably well preserved temple where Beau
stood in the doorway.

Beauʼs Point of view
She had to give chase to the bandits that had
threatened her parents' life and stolen the goods
they were transporting for a baron. She felt
compelled to chase them through the broken walls,
dodging arrows like Stephan had taught her and
she had them within her sights now. As they turned
and saw her they moved to a defensible circle in the
middle of the room that they had found. As they
huddled together she stalked forward like a
predatory creature. Batting arrows as they flew at

her the panic began to set into the bandits in front
of her.
Then there was a crack. First subtle which caused
the bandits to falter and look around worriedly.
A�er a heart beat more they raised their weapons
again and took a step forward towards her.
Suddenly the ground beneath them gave way and
the bandits disappeared in a cloud of dust.
Stepping up to the edge of the caved in floor a crypt
was revealed down below. The broken bodies of the
bandits were surrounded by the shattered remnants
of her parents' goods, crates and chests.

As the party caught up with the young lady she
whirled on them dangerously but hesitated when
she saw them.

“You werenʼt with these bandits and thugs. Who
are you?”

NPC s̓:
- Beau Pennywhistle

The Crypt

Scene 1

Descending into the shattered opening into the
crypt below they were greeted by the broken bodies
and smell of freshly spilt blood. The dust from the
collapse had settled but it appeared that the stolen
goods and wares had been dragged further deeper
into the halls of the uncovered crypt.
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Somewhere nearby a cry of fear, pain or frustration
resounded off the walls before it was abruptly cut
short. As the last of the party climbed down into the
ruined room a gust of chilled wind brushed up
against them and the crumbling of stone alerted
them to movement around them. The bodies of the
bandits pushed themselves off the ground and on
shaking, still warm limbs they started to reach out
towards the adventurers. These crypts were home to
the undead.

NPC s̓:
- Beau Pennywhistle

Encounter: The Denizens of the
Crypt.
Creatures:
3 zombies per Character level in the entrance
room,
2 skeletons per room behind each door, 1
zombie in each hallway, 1 additional skeleton
near each chest.
Map - 302ThDaFoDaCr 2

In the hallways there are alternating traps and
hazards between dart launches and spike traps
that launch from the ceiling, wall or floor.
There are sections of the walls that are
breakable if someone can use their strength to
break through them. But some of these sections
can be hard to outright see and so investigations
are in order.
In the top of the map, connected to the
entrance room there is a secret door with a
hidden button within a grinning skull head.
Pressing the button within the mouth of the
head (requiring someone s̓ hand to go within)
will open the door. It is not trapped.

Lore & NPCs
The Pennywhistle Company
The Pennywhistle company specialises in
getting the goods people want to the places they
need it. Not a large company they specialise in
boutique wares and the owner of the mercantile
company, Ruthor, has a solid mind for business.
His wife Eve is a half-elf who wanted a quiet life
a�er being a member of the king's army. But
having never quite fit nor finding acceptance

for her heritage she fell in love with a travelling
merchant who saw who she was besides her
ears. While Eve is disciplined, strong and stoic,
Ruthor is emotional, empathetic and
passionate. These traits were blended nearly
perfectly in their daughter, Beau, who is both
strong and emotional – a trait that sees her get
the better over her father but clash with her
mother.

The last piece in the puzzle is the oldest
business partner and hired guardian of the
caravan, Stephan. Stephan is the one who
introduced Eve to Ruthor a�er Stephan
overheard Eve s̓ desire to leave the army and
knew that Ruthor needed an extra guard. What
Stephan didnʼt account for as the relationship
that would blossom from there.

Ruthor Pennywhistle

Despite being susceptible to anyone who plays
to his empathy and humanity Ruthor is a
tactical and keen business man with a keen eye
for not only profit, but lucrative business
investments.

He values the success that his business brings
second only to his family and oldest friend. Due
to this he will risk it all to protect them and see
that they have the best care that his money can
buy. This frivolous behaviour is one of the
things that Eve and he donʼt see eye to eye on.
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Eve Pennywhistle

Eve is swi� and lethal with a blade or spear and
knows how to repair just about anything with
very limited resources. Assigned to the support
core where she mended supply wagons and
guarded them from attack she is used to
defending and fighting near and with land
vehicles. This makes her a perfect companion
in the Pennywhistle Company.

Whilst business and bandits respond well to her
discipline and cold stare her daughter does not.
Eve and her daughter do not see eye to eye
frequently but there is a mutual respect and
adoration for each other that is undeniable.

Beau Pennywhistle

Wild and strong Beau has her mothers knack
for battle and her fathers high emotions. She
learnt how to defend herself early on from her
mother and has attempted to learn the tricks of
the trade from her father. But the wilds call to
her and she would rather be riding a horse
through the plains and forest than sitting on a
wagon.

Despite being reckless and undisciplined she
can take care of herself and not only does she
and her mother make a lethal combination but
Stephan and her are a sight to behold when
fighting side by side.
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Stephan Longait

Stephan is the oldest friend of Ruthor and
business partner of the Pennywhistle company.
The closest thing to a confidant and uncle to
Beau they have a strong bond and can be found
sparring around the campfire most nights.
Stephan's melee prowess is second only to Eve
but he is just as calculating and tactical as
Ruthor is in business but with battle.

Once a mercenary for hire he was hired many
years ago and once the contract was over he
joined the company as a partner so he could
continue to travel whilst keeping his skills
sharp.
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Maps
302ThDaFoDaCr 1

Description if required.

302ThDaFoDaCr 2
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Dark halls and rooms, the party find themselves in a poorly lit (due to the roof collapsing) room to
the le� of the map (it looks a bit like an upside down potion bottle). To the north of this room, if they
investigate this wall the party will uncover that the wall is ready to fall down and there is a room
beyond the wall.

To the right of the secret room there is a
hidden door. To the right of the doorway at
the end of the hall is the grinning skull
icon/statue.

The altar found in the hallway to the north
keeps bringing the recently parted back to
life. Purifying the altar will permanently stop
this from occurring but lighting the torches
will stop the undead from rising whilst the
flames are lit.
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