
Adventure Background 
The Lady Contemptia - daughter of Harlan 
Falsmore, Count of Drygrass - has 
disappeared.  The lady is well known around 
the small city of Cornshield, but not well 
liked.  Her haughty attitude, severe manner, 
and impolite modus operandi have alienated 
her from the common populace, and her 
conniving nature has made her many enemies 
among the city’s lesser nobility.  She was last 
seen near the Well of Eternal Waters, in the 
Count’s semi-private park.  A number of 
people are suspected - mostly nobility - but 
charges have been hastily made against 
Jorken Wormbeard, a dwarven silk merchant, 
with whom the Lady had an argument on the 
day of her disappearance. 

Adventure Hooks 
• The adventurers want to investigate the 

Well of Eternal for themselves.  The Well is 
said to be the source of Cornshield’s 
agricultural wealth.  The well’s flow has 
slowed since Lady Contemptia’s 
disappearance. 

• Count Drygrass hires the adventurers to 
find the remains of his daughter, so she may 
properly be laid to rest in the family crypts. 

• Earl Ryland Farsh hires the adventurers to 
confirm Lady Contemptia’s demise and to 
prove his innocence in her disappearance. 

• Grella Wormlocks, Jorken’s daughter, hires 
the adventurers to prove her father’s 
innocence.   

Rewards Offered 
100 gold pieces, plus any “salvage” the PCs 
come across 

NPCs of Cornshield 
Count Drygrass - a suspicious natured human 
of 50-ish years.  He fears invasion from 
stronger powers, especially with the newly 
established silk route running through his 
lands.  When his daughter disappeared, he 
ordered an immediate crackdown and public 
trial, hoping to root out unknown 
conspirators.  

Lady Contemptia - a stuck-up princess; pretty 
and rude, but excellent at management, 
organization, engineering, architecture, 
mathematics, and design, thanks to a 
combination of natural talent and years of 
training.  In reality, she tripped on a squirrel 
and fell into the Well of Eternal Waters. 

Uhalla Leaflight - Half-elf seneshcal of the 
Count’s household.  She deals with the PCs 
for any direct business, initially. 



NPCs of Cornshield, Continued 
Earl Ryland Farsh - a human male in his late 
30s, a social climber.  Under the Count’s 
suspicions as a traitor.  He dislikes Lady 
Contemptia, but his political schemes take 
him away from Cornshield within the next 
four years, so he has decided to simply put up 
with his dislike of her as best he can.  Farsh 
has no current plans against Contemptia’s life, 
but he would like to see her removed as an 
obstacle. 

Vidame Glinna Halfacre - Gnome noble, 
probably Contemptia’s only friend.  Even she 
dislikes the countess, though.  Glinna also has 
attracted the Count’s unfounded suspicions, 
thanks to her love of practical jokes. 

Baron Tarbold Farhelm - A human from a 
neighboring ethnic group.  He helped defend 
the Count from an assassin over twenty years 
ago, but despite the Count’s dutiful gratitude, 
the two have never truly been close.  The 
Count does not suspect Farhelm of foul play, 
but he has not ruled out the foreigner’s having 
a role in “the conspiracy.” 

Jorken Wormbeard - This dwarven silk 
merchant has gained significant wealth in the 
last three years, thanks to the silk routes that 
now run through Cornshield.  On the 
afternoon of the Lady’s disappearance, she 
and Jorken argued over the price of a bolt of 
silk.  She offered an insultingly low price, 
claiming that serving his lord’s daughter 

should be payment enough for a 600-silver-
piece bolt of silk. 

Grella Wormlocks - Jorken’s daughter.  She 
witnessed the altercation, then spent the rest 
of the day working in the shop with her 
father, until the two of them walked together 
to the Smiling Goat Tavern, where he was 
arrested. 

Sir Gallys and Dame Ialla - the knights who 
arrested Jorken on the evening of the 
disappearance, on the seneschal’s direct 
orders. 

Killea Candlewick, Captain of the Cornshield 
City Guard - A Human Fighter who’s not too 
sold on these new curfew laws and all the 
counterespionage, but it’s her job, so she’ll 
follow orders. 

Outline 
Part 1: Investigate around the city of 
Cornshield. 

Part 2: Investigate the Equity and Quality 
Park, then go into the well. 

Part 3: Investigate the Other Place. 



Part 1: Investigations in 
Cornshield 

Most of the NPCs mentioned above are easily 
accessible to the PCs, with the exceptions of 
Lady Contemptia and Count Drygrass.  When 
dealing with Drygrass, the PCs can initially 
talk to Uhalla Leaflight, the seneschal.  With 
a significant Diplomacy (or appropriate) roll, 
she will arrange an audience with the Count. 

Award CR 1 experience (300 xp), each, for up 
to three successful interrogations.  Maximum 
of 900xp. 
Award additional CR 1 experience (300 xp) if 
the party meets with Count Drygrass 

The DCs associated with the NPCs below can 
be associated with any skill the DM considers 
appropriate.  Suggestions are: 
• Bluff 
• Diplomacy 
• Gather Information 
• Intimidate 
• Investigate 
• Knowledge (Nobility & Royalty) or 

(Local), to know how to approach highborn 
individuals 

• Sneak + Decipher Script, if the PCs wish to 
investigate the homes of these persons of 
interest 

Earl Ryland Farsh: 

Farsh can be found at the Blossoming Apple 
Tree, an upscale tavern, named for the sign 
over its door.  He spends many afternoons 
there, alternately scheming, peacocking, and 
very conspicuously spending money.  He 
often meets with merchants from Beefwych, 
which lies to the northeast. 

• DC 10: “I don’t know anything about the 
bism’s disappearance.  I’m not sorry she’s 
gone, but I’m sorry nobody knows how it 
happened.” 

• DC 15: “Well, I heard she had trouble with 
a merchant on the day she disappeared.  
Something about the wrong fabric.  I 
believe she was dealing with Wormbeard 
the Tailor.  He used to be my tailor until her 
Ladyship started going to him.” 

• DC 23: “Well, I was talking to a 
representative from Beefwych that 
afternoon.  We decided to take some airs in 
the Equity and Quality Park, and we saw 
Lady Contemptia going into the Quality 
section.  Then a bucket of water fell onto us 
from above, and we heard the annoyingly 
familiar laughter of the Vidame Glinna 
Halfacre.” 



Vidame Glinna Halfacre: 

Glinna can be found in the Town Square, 
probably setting up some prank or another. 

• DC 10: “Look, I don’t know anything.  I was 
just pulling a prank on that pompous old 
Farsh.  Totally wasn’t there with Contsi that 
day.  I think she was still mad at me for the 
haddock.” 

• DC 17: “Well, I stuffed a fish into her purse.  
How was I supposed to know she’d get fish 
slime all over the new silk dress she 
ordered?” 

• DC 23: “Okay, I admit it.  I was there with 
Contsi.  Sort of.  She sent me an invitation, 
but totally stonewalled me the whole 
afternoon.  So I decided to cast a few 
cantrips and have some fun with Farsh.  By 
the time I stopped running and got back to 
the Equity and Quality Park, she’d already 
gone.” 

Grella Wormlocks: 

Grella can be found at their tailoring shop, off 
the town square.  She helps the PCs as much 
as she can, in order to clear her father’s name. 

“All I know is, the Count’s daughter came in 
here that morning to pick a bolt of silk for a 
dress.  She complained about the texture for 
about an hour - as usual - then argued with 
daddy about the price of silk.  She’s the 
Count’s daughter!  How does she not know 
that our skirmishes with the Bloodorc tribe to 
the south have slowed most trade from that 
direction?  Anyway, she finally reaches into 
her purse, screams, then wipes some sort of 
fish-smelling goo all over the uncut bolt.  
Then she has the gaul to complain about it 
and demand that we do all the work and 
provide the materials as a point of honor!  
Well, father told her that honor doesn’t put 
bread on the table, so  she stormed out, 
muttering that she should go walk in the park 
to get away from us ‘common silk miners’.  
She’s either very racist or very uneducated.  
Or both.” 



Baron Tarbold Farhelm: 

Farhelm can be found at the Count’s Court, 
usually lurking in the background 
somewhere.  He has taken it upon himself to 
protect the Count and his family from all 
harm; this makes him act suspiciously of 
others, which in turn makes the Count 
suspicious of him. 

• DC < 12: “Hrmm... I don’t know any of you 
folk.  Mayhaps you caused the Lady 
Contemptia’s disappearance!” 

• DC 12: “I’m looking into it, so how about 
you leave this to the professionals.” 

• DC 16: “This was a personal failure.  The 
Count and his family have given me so 
much.  It pains me to think that I might have 
prevented this nightmare.” 

• DC 20: “The last anybody saw the Lady 
Contemptia, she had just entered the 
Quality section of the Equity and Quality 
Communal Park.  I was there that day, but I 
lost track of the Lady when Vidame 
Halfacre sluiced Earl Farsh and Gosric of 
Beefwych with a bucket of water.  When I 
turned back, the Lady Contemptia was 
gone.” 

Uhalla Leaflight: 

• Diplomacy/Intimidate/Bluff DC 15: “The 
Count is rather busy at the moment.  
Hatching some scheme against those rebels 
and dissidents, no doubt.  Leave your name 
and a place we can contact you, and the 
Count will meet with you at his earliest 
convenience.  If you find anything regarding 
the Lady’s disappearance, please contact 
me directly as soon as possible.  I can 
authorize a hefty reward if you return her to 
us unharmed.”  ~ This is a standard answer; 
she does not intend to push the party’s 
request forward at an accelerated pace.  The 
party might possibly meet with the Count in 
three days. 

• DC 25: “You are just the sort of people the 
Count can use!  His Eminence is busy at the 
moment, but if you wouldn’t mind waiting, 
he can see you within the hour.” 



Count Drygrass: 
“Gugh!  Finally!  Some experts!  And out-of-
towners.  That means I can trust you.  You 
see, I have ruled down the conspirators to 
about forty citizens of this town.  And maybe 
a few of the lesser nobles who live out toward 
the river.” 

“My daughter went missing last night.  She 
was going to buy silk for a dress, but she 
never came home.  Since I can be sure you’re 
not involved in the conspiracy, since I have 
such a good feeling about you all, I hereby 
hire you to find my dear Contemptia.” 

“I know that filthy dwarf did something with 
her!  If I have to, I’ll kill him and then torture  
his daughter to find my sweet Contsy.  And 
that Wormlocks girl will certainly know... 
those dwarves are tight-lipped, but they can’t 
help but gossip among their kinsfolk.” 



Part 2: Going Down 
The Well 

Killea Candlewick, Sir Gallys, and Dame 
Ialla can be found at the Quality Gate, within 
the public park.  

Candlewick: “Halt!  None may enter this 
place while our investigation proceeds!  This 
is a matter for professionals!  And you’d 
better mind the curfew.  Be off the street by 
sundown.  Count’s orders.” 

Task 1: Get into Quality Park 
• Sneaking: the knights each have a spot 

check of +6, and Candlewick has +8; 
Knights’ Listen +3, Candlewick’s Listen +6 

• Climb the Walls: DC 15 Climb, 2 checks 

Task 2: Go down the Well of Eternal Waters 

A gray stone well dominates this section of 
the park.  A number of frogs sit at its lip, 
singing their froggy songs.  Something 
shimmers from deep inside the well. 

The well is 100 feet deep, before hitting the 
water, then another 15 feet down to the portal. 

A bucket-and-pulley system sits attached to 
the well.  It is sturdy enough to support the 
weight of one PC at a time. 

Climb DC 8, 3 checks 

Swim DC 10 



Part 3: The Other Place 

The world tumbles and spins; you can feel 
yourself being pressed from behind by many 
tons of water, as you shoot through a dark 
pipe.  You emerge into an unfamiliar wood 
when you tumble out of the aquafer.  All 
around, faerie circles of mushrooms form 
concentric circles, centered on a well of green 
stone.   

The Well does not work two ways; this well 
cannot bring the party back to Cornshield; 
instead they must press on through this forest. 

If they step on any of the mushrooms growing 
here, the PCs hear distinct cries of “Ow,” 
followed by a loud pop. 

Room 1: A Shortcut to Mushrooms 

Features of the Room:
2 treasure chests 
1 Mushling, 2 Mishillings 
3 wells (1 with a cellar entrance) 

Initial Description:
An odd mushroom creature waddles toward 
you.  The smaller musrooms along the path 
all join in its wake.  A brick walkway 
strangely suspends itself eight feet in the air.  
A more normal looking mushroom sits near 
the side of the road, its red top gleaming 
deliciously.   

Primary Skill Checks:
Spot/Notice/Perception DC 10: A treasure 
chest sits on the floating platform.  Another 
treasure chest floats in the air above the first 
one. 

Encounters:
1 Mushling 
2 Mishillings 
CR 1: XP 300 

Rewards and Items:
Mushroom of Enlarge Person: lasts 10 rounds 

Secondary Skill Checks:
Jump DC 16 and Climb DC 12 to get onto the 
platform. 

Stuck Chest: DC 15 Str - holds 70 sp and 
Masterwork Theives’ Tools 

Floating Chest: Jump DC 17 to punch the 
false bottom off the chest - holds Masterwork 
Short Sword 
This sword’s pommel and quillions are 
fashioned to resemble mushrooms growing 
among berry bushes. 

Development:
The PCs can exit through the standing well 
(Rroom 2), or the horizontal well (Cellar 
Room) 



Cellar Room 

You descend into a dark room.  Within a few 
seconds, you feel your feet gently touch the 
floor. 

When the PCs can see: 

Four tiny, fanged mushrooms scurry around 
on a platform above you.  They seem to be 
guarding a pile of coins and gems. 

Climb DC 13 or Jump DC 25 to reach the 
platform, 4 Mushlings guard the 10-foot 
ledge. 

Pile of Loot - 570 sp, Leather Buckler +1 

ECL 2: XP 600 

Room 2: The Pits 

2 pits, 5 chests (2 gold, 2 items), 2 Mushlings 

You round a bend in the forest and see your 
path blocked by two ten-foot-wide pits.  Two 
more mushroom monsters stand on the far 
side of the second pit. 

ECL 2: XP 600 

*position pits so the Mushlings can knock 
people into them/stop jumps with readied 
headbonks* 

Pits: 30 feet deep, 10 feet wide 
 Jump DC 10 to clear 
 Climb DC 10 to climb out 



Room 3: Well 1 Exit 

2 climbs with pits to pass over, 3 Mushlings, 
1 Turtoid 

Another semi-normal looking mushroom sits 
near the side of the road, its purple top 
gleaming deliciously. 

Mushroom of Shrink Person: Lasts 10 rounds 

ECL 3: XP 1050, 1350 if someone eats the 
Shrink Mushroom 

Loot: Masterwork Thief’s Tools, Masterwork 
Healer’s Kit, 45 sp 

Room 4: The Climb to the 
Top 

coin chest, big climb/jump at flagpole, 1 
Turtoid 

Chest: 90 gold,  

ECL 2: XP 600 



Room 5: Mushroom Town 
gates. 

2 Turtoids, and a treasure chest at the base of 
a flagpole. 

Treasure chest: 318 sp, 3 flasks of Holy Water 
(25 sp each), Masterwork Short Sword, Wand 
of Invisibility (34 Charges) 

ECL 3 XP: 900 

Epilogue: The 
Mushroom Town 

Large, walled town; the PCs can gather 
supplies and some information here.  Mayor 
Truffle greets them. 

Truffle: “Thank you so much for saving us 
from those Troopers!  They didn’t used to 
bother us so much until that funny looking 
Countess came through town.  I think she did 
something to annoy their chief before she 
arrived.  I mean, she did help us design these 
walls and battlements, but I’m also pretty 
sure she caused these problems in the first 
place.  In the end, she was a real pain in the 
ass, so we shoved her down that well over 
there.  It leads to an old sewer system that 
runs beneath that huge castle in the distance.  
Gods... that funny looking Countess wouldn’t 
shut up about living in that manor house at 
the top of the hill, as if our mush-houses 
weren’t good enough for her!  So, yeah.  Your 
Countess is probably in that small castle, by 
this point.” 


