
www.critacademy.com 
 
 

LAST WILL AND TESTAMENT 
This adventure is designed for a of 8th-12th level party. 
 
There are few scholars, explorers, or collector as well-
known as Henry Heminway. The eccentric Nordaye has 
recently passed away, and the character received 
invitations to appear at a public reading of his will.  
 The invitation is a surprise to the characters, as they 
know of him, but not personally. Though as DM you can tie 
him into the characters backstory or introduce him prior 
to his death. Henry was worried his more unique items in 
his collection may attract the attention of some power 
elemental beings after his death. His hope is that the 
characters presence may help prevent anything from 
getting out of hand. 

THE READING 

The reading takes place in a mid-sized village or city. As 
DM you can decide when and where it takes place. You can 
have the characters arrive the day of, or a few days in 
ahead of the Will and Testament reading if you want to 
allow them to explore before the public reading. When the 
players are ready and the reading is about to begin, read 
or paraphrase the following. 

A large audience has gathered around the town square to 
witness the last will and testament of the legendary explorer 
Henry Heminway. The din of conversation around you 
bubbles around you. Whispers of the treasures to be 
unveiled has filled the area with thick anticipation. 
 Atop a platform is a spry young halfling. After introducing 
himself he unfurls a large scroll and begins reading aloud. 
Listing several mundane but, interesting treasures. Making 
his way down to the next item he says “The next item is to be 
bequeathed is a beautiful golden ring with etched filigree of 
clouds and wind. At its center is a large ruby. They item hails 
from the plane of elemental earth. The ring is granted to 
[insert the names of characters] for services...yet to be 
rendered.” 
 The crowd murmurs in surprise at the odd statement, but 
then the halfling continues. “The next item is a platinum 
sword, which was forged by- “ 
 A large clash cuts the reader short as the stage experiences 
a massive upheaval as stone raises from the both sides of the 
stage and collapses the platform like a book being quickly 
closed. A stony creature in read clothing wielding a 
monstrous hammer, its lower body spinning dirt, sand and 
debris.  

The item presented to the characters is a Ring of Dao 
Summoning (DMG). A Dao was tricked into bonding to the 
ring. Putting the creature under the summoners power. Up 
until recently its location and magic were suppressed to 
hide it from those who would seek to free the evil wish 
bending Dao contained inside.

 

PORTAL TO ANOTHER PLANE 

A female dao named Ninli has arrived to take back the ring 
that locks away her husband Suma. A character who 
succeeds on a DC 17 Intelligence (Arcana) check reveals 
the dao as a genie from plane of elemental earth. She 
creates a quicksand like portal in the earth. Summoning 
1d4 galeb duhr and 2d6 gargoyles to terrorize the locals 
and cover her escape with the magical ring. The characters 
must be careful not to injure the citizens in the area during 
the fight. 
 Use the “Rift to the Abyss” skill challenge in 
Challenge Accepted for this encounter. With the portal 
open, every 3 rounds 2d6 gargoyles join the fight.   
 This fight should be very difficult for the characters. If 
you’re concerned, you’re going to completely overwhelm 
them, send the minions off to attack villagers and destroy 
the town. Unless the characters come up with a clever way 
to stop Ninli, after five rounds she disappears into the 
portal and it fades 1d4 rounds later.  

PORTAL’S REGIONAL EFFECTS 

While the portal is open, the region suffers severe effects.  

• Small earthquakes shutter and shake within 6 miles of 
the portal. 

• Rocky fissures within 1 mile of the portal form smaller 
portals to the Elemental Plane of Earth, allowing 
creatures from the elemental earth into the world to 
dwell nearby. 

• Hidden sinkholes form within 1 mile of the portal. A 
sinkhole can be spotted from a safe distance with a 
successful DC 20 Wisdom (Perception) check. 
Otherwise, the first creature to step on the thin crust 
covering the sinkhole must succeed on a DC 15 
Dexterity saving throw or fall 2d4 x 10 feet into the 
sinkhole. 

CLEANING UP THE TOWN 

After the characters have won the battle, they must still 
deal with the violence around them. Ninli’s minions are 
terrorizing the town. Due to their destructive nature, the 
damage to the town should be catastrophic. Even with 
guards and other adventurers, the town should end up in 
ruin. Below is a random encounter list for you to run 
allowing the characters to save citizens, buildings, bridges 
and any other aspects of the city you decide. 

ENCOUNTERS 
d6 Monsters 
1 1d4 galeb duhr 
2 1d6 gargoyles and 1d10 mud mephits 
3 1d6 gargoyles and 1d10 dust mephitis 
4 2 xorn 
5 2d6 ankheg  
6 1d4 earth elemental 

 


