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CAMPAIGN OVERVIEW

Title: Whispers in the Crystal Grove
Theme/Genre: Fantasy, Mystery, Intrigue
Tone: Uneasy with moments of hope
Target Level for Players: Level 5
Expected Duration: 2 hours

Player Focus Preferences:

¢ Combat: Medium
¢ Roleplay: High
¢ Exploration: High
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THE CRYSTAL GROVE

BACKSTORY AND SETTING
WORLD/SETTING CONTEXT

The world of Ardenveil is one of ancient magic and
fractured alliances. Nature spirits once infused parts of
the land with their essence, creating areas of
unparalleled beauty and mystical energy. One such
place is the Crystal Grove, a forest filled with
glimmering trees and glistening crystal formations that
seem to sing when the wind stirs between them.
Revered as sacred ground, the Crystal Grove is
regarded as one of Ardenveil’s great wonders and is
said to be watched over by powerful guardian spirits.

LOCAL AREA

The adventure begins in the quaint village of Feldrun
Hollow, situated on the edge of the Crystal Grove. The
village is known for its skilled gemcutters and artisans
who use the crystals from the grove for trade. However,
the grove itself is deeply respected, and only select
villagers are allowed to harvest its bounty under strict
spiritual guidance. Recently, an eerie silence has
descended over the grove, its once melodic whispers
replaced by an oppressive hum as villagers have fallen
ill, plagued by nightmares and an unexplainable
malaise.

HistoricAL CONTEXT

Legends say that centuries ago, the spirits of the grove
forged a pact with the people of Feldrun to protect them
in exchange for their reverence. Violations of this pact
have occasionally caused minor disturbances, but a
major transgression could have far graver
consequences.

IMPORTANT NPCs

¢ Keeper Alvera: A middle-aged elven druid and the
spiritual guide of Feldrun Hollow. Alvera is troubled
by the grove’s recent silence and its implications.
She will guide the party but is hesitant to enter the
grove due to the growing corruption.

¢ Dain Stormfeld: A charismatic but secretive human
merchant who recently arrived in Feldrun Hollow.
He seems to be hiding something, especially when
questioned about a strange crystalline artifact in his
possession.

¢ Gwen Morwyn: A young tiefling crystalcutter and one
of the few who has explored deep into the grove. She
returned a week ago, barely alive and muttering
about “something waking beneath the earth.”



ProT HooOK

The session begins in Feldrun Hollow during a restless,
cloudy evening. A soft yet haunting hum resonates from
the direction of the Crystal Grove, causing unease
among the villagers. Keeper Alvera gathers the
adventurers at the Heartwood Hearth, a cozy tavern,
and tells them of the grove’s affliction and its connection
to the worsening state of the village.

She reveals that the grove’s sacred whispers have
gone silent, and the sickness plaguing the villagers
began around the same time. Alvera’s apprentice,
Gwen, is too mentally scarred to recount what she
encountered, but Alvera believes something has
disturbed the grove’s slumbering guardian spirits.

Primary Objective: Investigate the Crystal Grove,
discover the source of its corruption, and restore its
balance.

KEY LOCATIONS

LocATION 1: FELDRUN HOLLOW
(STARTING AREA)

¢ Atmosphere: A quiet and uneasy village. Mist crawls
along the cobblestone streets, and villagers exchange
worried glances. The hum from the grove grows
louder here at night.

¢ Notable NPCs and Encounters:

* Keeper Alvera provides the party with
knowledge and a charm (Adventurer’s
Blossom, grants +1 AC while in the grove).

¢ Dain Stormfeld becomes nervous if
questioned and denies any involvement with
the grove’s decline. Insight checks (DC 15)
reveal his unease. He may try to bribe or
deflect players.

¢ Possible Encounters: A mob of frightened villagers
mistaking a curious forest creature for a sign of
danger.

LOCATION 2: LUMINA PATH
(INTERMEDIATE AREA)

¢ Atmosphere: A crystalline path leading toward the
grove’s heart. The trees and crystals pulse faintly
with an unnatural reddish glow.

¢ Encounters & Challenges:

1. Puzzle: The Crystal Resonance: Players
encounter a wall of shimmering crystals
blocking their path. A series of symbols
engraved on the stones hum when touched.
Players must replicate a sequence of tones
(via Intelligence or Performance checks).

¢ Mechanics: Players must succeed in 3
out of 5 sequential DC 14 checks.
Failure causes the crystals to emit a
pulse, inflicting psychic damage (2d6).

2. Combat: As the players make their way
forward, shards of corrupted crystal animate
into Shardlings (AC: 15, HP: 30, +4 to hit,
1d10 slashing damage). These creatures
attack anything that approaches the grove’s
core.

LOCATION 3: GROVE’S HEART
(FINAL AREA)

¢ Atmosphere: The grove's heart is a breathtaking
crystalline glade surrounded by looming, cracked
crystal spires. The hum crescendos into an
overwhelming, discordant force, and the corrupted
spirit of the grove, Elysse the Shattered, manifests in
the center, barely clinging to its original form.

¢ Boss Encounter:

¢ Elysse, Spirit of the Grove (Corrupted Form)

e AC:17,HP: 120

¢ Legendary Actions: Crystal Barrage
(summons shardlings), Voice of
Dissonance (forces Wisdom saves,
causes party members to attack allies
on failure).

e Mechanics: Elysse is vulnerable to
radiant damage. Players can spend
their turn attempting to purify nearby
corrupted crystal spires (Religion or
Nature checks DC 16), which weakens
Elysse (reducing Legendary Action
uses).



CLIMAX AND RESOLUTION

The party defeats or purifies Elysse, restoring the
grove’s serenity. If they purify her without destroying
her, Elysse rewards the players with her eternal
blessing—an Amulet of Whispers (Legendary), which
grants limited telepathy in nature and resistance to
psychic damage.

If Elysse is destroyed rather than saved, the grove is
irreparably damaged, leading to Feldrun Hollow’s

decline. Alvera expresses deep sorrow, warning that the
bond between humanity and nature has been weakened.

REWARDS

1. Loot:
¢ Amulet of Whispers (Legendary, if Elysse
survives).
¢ Crystalline weapons or shards that deal an
additional 1d4 radiant damage.
¢ 200 GP worth of crystals.
2. Story Rewards:
e If successful, the party gains the gratitude of
Keeper Alvera and the villagers of Feldrun
Hollow.
e Reputation among druid orders and forest-
dwelling factions.

SUPPORTING DETAILS

STAT BLOCKS

¢ Shardlings: Small Elemental (AC: 15, HP: 30,
Speed: 30 ft., Multiattack: Crystal Slash, 1d10
damage).

¢ Elysse the Shattered: Custom stat block including
legendary abilities and vulnerability to radiant
damage.

MaAars

1. Feldrun Hollow: Small village map with key
landmarks like the Heartwood Hearth and Alvera’s
shrine.

2. Lumina Path: Narrow forest trail surrounded by
crystals, glowing red.

3. Grove’s Heart: Open circular glade with large broken

spires and glowing crystal formations.

HANDOUTS

1. A letter from a worried villager about strange
dreams.

2. A crude map sketched by Gwen showing the grove
with ominous markings near its center.

Suggested Soundtrack: Wind Chimes for the grove,
with discordant low humming intensifying near its
heart. Add combat drums during battles.

FLEXIBLE OUTCOMES

If players negotiate with Elysse rather than fight, she
may offer cryptic information about a greater
corruption spreading through the land.

o If the party accuses Dain Stormfeld aggressively, he
may flee into the grove, forcing a secondary
encounter with him as a corrupted foe.

¢ Allow improvisation if players use unconventional
methods to communicate with the spirits, e.g.,
through songs, rituals, or spell usage.

PosT-GAME WrAP-UP

1. Debrief Questions:
e What moments stood out to you?
¢ Did you feel the balance between combat,
roleplay, and exploration was satisfying?
e What choices are you proud of, and what do
you wish had gone differently?
2. Epilogue Options: If the party restores the grove,
Keeper Alvera may call upon them for further
adventures deeper into Ardenveil’s mystical lands.

Enjoy adventuring in the Crystal Grove! £



