
Because of you, “The Dragon’s Garden and 49 Other Forest 

Encounters” is one pledge closer to being funded! As a 

token of my gratitude, here is an entire month’s worth of 

exclusive content that would’ve gone up on Quest Chests’ 

Instagram account, but is instead being given just to you 

and those other backers who pledged within the first 48 

hours. I hope the ideas listed here help you unlock adven-

ture and tell unforgettable stories!

Encounter Hooks
1. While walking through the forest, the party is spotted 

by a young female hill giant playing with crude dolls 

made from branches and bones who shouts, “Yay! New 

dollies!” before trying to capture the characters.

2. The characters hear young children crying nearby while 

setting up camp for the night. Investigating the sound 

reveals several goblin families, including their children, 

being taken prisoner by a Drow slaving party.

3. The party finds an airship which crashed down in the 

rainforest many years ago. The ship was transporting 

red dragon wyrmlings to be raised as war beasts, one of 

which survived and is living within the wreckage. 

4. While exploring an abandoned ruin, the party smells 

something disgusting coming up from the cellar. The 

smell leads to the priceless cheese collection belonging 

to a wererat gang who use this ruin as their hideout.

5. A greedy group of thugs got their hands of a shield 

guardian and reassembled it to look like a wooden 

troll. They now leave this “troll” at a nearby bridge with 

orders to take gold from anyone who tries to cross it.

6. The party is offered a “really smart” raven from a 

shady-looking street vendor for only 2 sp. The raven is 

actually an imp that spies on adventures and the street 

vendor is a disguised chain devil bounty hunter.

7. Out of nowhere, the party is attacked by a senile knight 

riding a hippogriff. In their old age, the knight has mis-

taken the characters for devils working to destabilize 

the kingdom and obtain the souls of its people.

8. A heavily intoxicated satyr crosses paths with the party 

in the forest and accidentally bumps into one of the 

characters. Believing them to be roadside thugs trying 

to mug him, the satyr immediately gets hostile.

Adventure Hooks
1. Four staircases can be seen carved into the side of cliff 

atop a nearby hill. Each staircase transports the party to 

one of the four elemental planes where a genie offers 

them a quest in exchange for one wish.

2. The characters discover an ancient castle with a maze 

of mirrors built in its lower levels. The castle once be-

longed to a beautiful elf queen who has since become a 

banshee that is trapped within the maze.

3. A ship captain with walrus tusks for peg legs offers the 

party the “thrill of a lifetime” by joining him aboard his 

ship to hunt a giant narwhal. In addition to its size, the 

narwhal can cast fireball and ice storm from its horn.

4. A rival adventuring party determined to be the most 

famous in all the land has hired orc mercenaries to kill 

the characters. Evidence of this can be found on one of 

the orc’s bodies after their first surprise attack.

5. A gang of weregeese are terrorizing a small community, 

chasing young children through parks, eating up all the 

locals’ bread, and drunkenly honking well into the late 

hours of the night while everyone tries to sleep.

6. The ghost of a character’s supposed ancestor appears 

before them and informs them that they’re the rightful 

heir to the throne. In truth, the ghost’s poor vision 

caused them to mistake the character for their grand-

child.

7. Someone has been conducting magical experiments in 

the nearby mountains to create entirely new types of 

chimeras using animals such as gorillas, eagles, boars, 

bats, frogs, hyenas, and giant rats.

8. Every night while they sleep, the party is magically 

transported to the Ethereal Plane where they explore 

the same ruined castle over and over again. What 

they’re supposed to discover there is a mystery to 

everyone.

Campaign Hooks
1. The mother and father of one of the characters from a 

powerful noble background have sold their souls to a 

devil in return for enough power to help them conquer 

the realm through both violence and diplomacy.

2. A series of bad bets puts the party nearly 500,000 gp 

in debt to a powerful gang boss. The boss provides the 

party with a map to dozens of dungeons all across the 

region for them to retrieve their money from.

3. A tavern the party is staying at gets swept up in a torna-

do and trasnported to the Plane of Air. Using the tavern 

as their home base, the characters must find a way to 

get themselves and everyone else back home.

4. The fall of an evil necromancer has left their ruined 

castle abandoned in the middle of a festering swamp. 

Seizing the opportunity, a black dragon has claimed it 
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as their lair and is ruling over the surrounding lands.

5. The party is hired to investigate the disappearance of a 

priest from a temple in the mountains. Doing so reveals 

a sinister plot by a vampire who is turning the region’s 

clergy into vampire spawns under her control.

6. The sea elves have been defeated by the mighty Sa-

huagin empire whose Queen has declared war on the 

surface world which is now under siege by krakens, giant 

crabs, and other terrible creatures of the deep.

7. Something at the far fringes of the Astral Plane is caus-

ing the entire plane to become unstable, threatening to 

collapse and cause all other planes to collide with one 

another. If this happens, all life will be destroyed.

8. The chromatic dragons have combined forces in an 

effort to hunt the metallic dragons out of existence. On 

the brink of extinction, the metallic dragons are desper-

ate for heroes to come to their aid in this dire hour.

Traps
1. A treasure chest filled with molten gold. Opening the 

chest causes the gold to spray out and envelop the near-

est target, threatening to turn them into a living (and 

priceless) statue as the gold quickly solidifies.

2. A trip wire that causes the room to fill with an orderless 

and highly-flamable gas when triggered. When exposed 

to an open flame, the gas erupts in a firey explosion that 

targets the entire room with a fireball spell.

3. A large windup key built into the floor. Turning the key 

activates a clockwork dragon located several floors be-

low which begins to prowl the area in search of intruders 

which it attacks by breathing out boiling hot oil.

4. A pressure plate with a glyph of warding placed on it. 

Stepping on the plate triggers the glyph which targets 

the creature with a hold person spell at the same time as 

the room begins to quickly fill with water.

Magic Items
1. A set of four magical rings, one for each season. While 

wearing a ring during its corresponding season, the 

wearer has advantage on all Wisdom (Survival) checks 

and can predict the weather for the next full week.

2. A pair of dentures made from the fangs of a saber tooth 

tiger and set with saphires. Inserting the dentuers into 

one’s mouth allows the creature to magically take on 

the form of a saber tooth tiger for 1 minute.

3. An eye patch made from white leather and designed to 

look like an angel’s folded wings. Once per day while 

wearing the eye patch, a creature can cast the true sight 

spell on itself requiring no components.

4. A small iron statue of an imp that becomes a real imp 

for 1 hour when its command word is spoken. The imp 

obeys your verbal commands but always looks for a way 

to take advantage of your poor wording.

Trinkets
1. A tiny clockwork giraffe with oil stains for spots and tiny 

bolt for horns. When wound up, the giraffe stumbles 

around clumsily and falis its neck around in a dramatic, 

over-the-top, and rather hilarious fashion.

2. A fairy dragon skull with a spring loaded into it that 

keeps its jaw shut when not pinched open. The inside of 

the skull’s jaw is just large enough to safely store a small 

ring, coin, pebble, or similarly-sized object.

3. A pair of spider-shaped earings made from lava rock with 

colorful designs painted on their abdomens. Several 

inches of silver thread stored inside the spiders allow 

them to be worn as a necklace or bracelets.

4. A tiny, adorable frog made from a well-polished teal 

topaz gem. Two comically large pearls are used for the 

frog’s eyes, and its tongue is a series of bright-red rubies 

which hang out of its mouth from a silver chain.

Villains
1. A balor trapped beneath the city by its first Arch Duchess 

who kept this secret from all but her most trusted allies. 

Left unattended for centuries, the fiend’s shackles have 

grown weak and the magical wards faded.

2. A dragon turtle that likes to wear extravagant gowns 

made from the sails of the ships its sinks. Believing 

itself to be the most beautiful creature in all the seas, it 

demands worship in the form of priceless rings.

3. A lowly guard who is secretly running a violent gang 

within their own city. Their plan is to build up the gang’s 

reputation and then expose it so that they can be pro-

moted to the position of Chief Officer of Imprisonment.

4. A sea hag with the face of an angler fish that attacks sail-

ing ships at night, sneaking into the captain’s corridors 

to kill them while her eelfolk minions round up the crew 

who are butchered and eaten that night.

Spells
1. Daring Escape - You conjure the necessary materials 

to make an incredibly risky but feasible escape from a 

dangerous situation such as a small wagon and wooden 

ramp to try and jump between two buildings.

2. Stage Fright - The targeted creature must succeed on 

a Charisma saving throw or be paralyzed for 1 minute 

as they experience the terror of standing on stage and 

performing in a play they never rehearsed for.

3. Symbol Crash - You conjure two enormous metal 



symbols and clash them together. Every hostile creature 

within 30 feet that can hear this must succeed on a Con-

stitution saving throw or take 3d8 thunder damage.

4. Joust - Targeted creature must succeed on a Strength 

saving throw or take 2d10 piercing damage and be 

knocked prone as an ethereal knight appears on horse-

back and strikes them with a lance at full gallop.

Magic Weapons
1. Arc Snap’s Club - A greatclub made from the horn of a 

blue dragon named Arc Snap. The club deals an addi-

tional 1d6 lightning damage on attacks and can cast the 

lightning bolt spell once per day.

2. Moon Flail - A magical flail made from a chunk of a me-

teorite that fell from the moon. On a critical hit, the flail 

has a 5% chance of magically teleporting the target of 

the attack to the surface of the moon.

3. Geargore - A clockwork longsword whose blade can be 

retracted and extended out of the handle by pressing a 

small button on the handle. While retracted, the sword 

is indistinguishable from a normal wrench.

4. Orn’s Feather - A wand formed entirely of glass and 

shaped like a feather. Once every five days, you can use 

the wand to summon a giant eagle which lasts for 6 

hours and obeys your verbal commands.

NPCs
1. Kush Nardril - A half-orc farmer who specializes in grow-

ing kale that tastes so bad, it can literally send you into 

a rage. Kush has found this product to be very profitable 

when marketed towards barbarians.

2. Guilt - A tiefling knight who had a very privileged child-

hood. Wracked with irrational guilt over this, they spend 

every waking moment in search of evil to smite to make 

other’s lives as safe and easy as possible. 

3. Velza - A lizardfolk merchant who makes their living 

selling insect “repellent” to travelers. However, her repel-

lent actually attracts insects which usually results in her 

customers purchasing even more repellent.

4. Toby Dropsalot - An aspiring human juggler who always 

asks for volunteers to hand over a valuable possession 

of theirs for them to juggle. This almost always ends in 

the objects being dropped and broken.


