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"WHEN LUCK KNOCKSTKS BEST TO ANSWER SWIFTITYHAS
LITTLE PATIENCE FGESITATION'

~y Bardric Glowspindle,
Traveling Storyteller and Occasional Thief

The players are entrusted with a powerful artifact, the Fate Finder, with the ability to guide
the fate of those who use it. They are set on a quest to return this object to Talisor, the God
of Fortune, before the world spins into chaos. Talisor resides ime Tower of Luck, a
monumental residence that is slowly disintegrating. The players must reach the top,

navigating traps and battling enemies who also seek the Fate Finddfrthey meet Talisor,
will they return the itemor keep it for themselves?
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;é}'Note: This adventure is meant to be agnostic to any RPG system. Creature and trap
- damage/abilities have been left vague for GM discretion faheir system and party level.
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The players will meetArdinor, the Unreliable
and be given the Fate Findeo officially begin
their quest.

m A day or so kefore this meeting, tampers with
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Perhaps a player finds a random gold coin in
the road but discovers their pocket has a hole
in it, or they set off a trap only to have it
misfire and do no harm.
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ordinarily call for a roll:

I Make a dexterity check before speaking,
with a failure causing them to bite their
tongue.

I Make a strength check when opening a
tavern door, with a success causing it to
hit a bandit who was waiting on the other
side.

Reverse the fortune of an important roll:

9 A natural 1 causes an attack to hit a
goblin in the head for a kill shot.

I A natural 20 causes a player to slip when
jumping over the pit trap.

Start subtly at first and ramp up the
confusion just before Ardinor appears. The
chaos stops once they are in possession of
the Fate Finder.
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While travelling

Ardinor can easily be met while traveling. He
emerges from dense shrubs on the side of the
road, looking dirty anddisheveled. He is
panicky and out of breath as if running from
something.
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In town

As the players are experiencing intense sways
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accusations of cheating and a brawl about to
erupt, Ardinor stumbles through the door,
disheveled and panicky.

In his tower

An NPC friend of the party gets a message
that Ardinor is in dire need of brave
adventurers. The letter hints that he knows
the cause of the strange swings of luck
everyone has been experiencing. The players
find him in his home, acting paranoid and
avoiding all sharp objects.
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Ardinor gasps. He has a flair for the
dramatic. You know, classic wizard stuff.
The wizard coughs, clearly stalling for a
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He refuses to accompany the party. Heeeds
rest and feels heis just too old toadventure
anymore. If players barrage him with further
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collapse dramatically. Hemay even die.
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The fate finder is a largécosahedron T a
polyhedron with 20 equilateral triangular
faces (d20), made of either wood or marble
(your choice) featuring a symbol of a claw
clutching a question mark on one face and
window to a d20 die result on the opposite
face.

It was created by Talisor, the God of Fortune, In-Game Use

as a focal point for concentrating the ~ | Once per day, each player can use it to see
eURZ NIt Dkt Ws WHE WY WHG ¢ Yineit Fate. Shake the Fate Finder and save the
them into outcomes of chance. number for any future d20 ability check or
combat roll you make, or one made against
you. You may use this number after the check
is made.
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Lesser Fate Finder

At the completion of the adventure, you may
consider giving the players a lesser version of
the powerful artifact.

Once per day, asingle player can use it to see
their Fate. Shake the Fate Finder and save thg
number for any future d20 ability check or
combat roll you make, or onemade against
you. You may only use this number before the

check is made. ,
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Go here to purchase theprop
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http://www.sundialgames.com/FateFinder

Motivation

Always a bungling wizard whose spells
backfired more than they worked. Even with
the finest teachers his magic is unreliable at
best. Thus, Ardinor sought to change his Fate
by claiming the Fate Finder. Ardinor was
trapped in the tower for years trying tsolve

its riddles. After finally reaching the top and
obtaining his prize, the tower began to
crumble. In his escape, he knew the treasure
would not be safe unless it were returned to

its owner.

Tags

Friendly Dramatic
Abilities

He can be helpful if one of his spells manages
to work.

9 Unreliable Missiles - Magic Missile,
where one will always miss and fizzle out.

9 Lukewarm Fireball T Fireball, but with a
chance to not be enough to do damage.

9 Critical Image - Mirror Image, where the
illusions constantly insult the caster.

"LUCK IS A COIN SPUN BY FABOME
SEE THE SHIN®THERS THE SHADQW
BUT THE COIN FALLS FOR US ALL

or, _theUnreIiab*
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A hunched, silverbearded wizard who leans
heavily against his staff. His eyes are dim with
age and exhaustion. He has a flair for being
theatrical and speaks with many pauses to
add unnecessarydrama.

"y Ardinor the Unreliable,
Wizard of HaltMade &

Spells
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) Talisor. the God of Fortu
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Talisor is an imposing yet otherworldly figure
\ draped in flowing robes that shimmer like
l liquid gold, constantly shifting with faint
patterns of constellations and webs of light.
His golden eyes blaze with intensityDespite
his grand appearance, there is an air of
exhaustion about himy a deity burdened by
the fragile balance of the world's fate.

Motivation

As the God of Fortune, Talisor is the weaver of
luck and chance, maintaining the balance
between order and chaos. His power stems
from the Fate Finder, an artifact of immense
, importance. Without it, the threads of fate
i unravel, and the world descends into _
L uncontrollable chaos. Talisor has spent eons
safeguarding this balance, but his strength
wanes as the tower crumbles and his
influence diminishes. Desperate, he seeks
the return of the Fate Finder to restore
equilibrium.

Tags

Divine Majestic Exhausted Mysterious

Manipulative  Powerful

Abilities
"FORTUNE WHISPERS TO FOOLS ANC Talisor is not a traditional combatant but will

SHOUTS TO HEROESET BOTH OFTEN defend himself ar.1d thg Fate Flpder if
necessary. He primarily uses his powers to

FAIL TO LISTEN manipulate the battlefield, disorienting foes
and creating opportunities for divine

y Talisor, the God of intervention. If pressed into direct combat,

Fortune his attacks are devastating but calculated,

aimed at disrupting rather than outright
defeating his adversaries.
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The Tower of Luck

The spire is the residence for Talisor, the God
of Fortune, and a vault for the Fate Finder, a
treasure that can alter one's fate. It also acts
as a prison for those who try to obtain the
treasure. There are no stairs in the tower.
Each floor features a angle door that
randomly leads up or down to a different
floor. Looking out the windows should reveal
the unusual progression they are making
upward.

Fortune has favored the players, and they will
only move up. As players progress upward,
the interior walls are more fractured and
crumbling, eventually missing large slabs
entirely.

Getting Inside
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behind him. However, te falling rubble can :
be deadlyto those trying to get close enough
to enter. Players must avoid the falling debris
to safely reach the entrance without getting
hit.



Enemlesn the Tower |

Chaotic Goo

l Once the Fate Finder was removed, the
Tower of Luckbegan disintegrating and
collecting into unformed pools of ursolidified

fate. The substanceRt WIJt + WUqR¢ GO}
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with the will of one using it. The substances
appear as shimmering goo in purple and
black colors. The more it is used, the more it
begins to solidify into a permanent object or

creature.

Goo Blob

Pools of Chaotic Goo beame animate
creatures with noform. They are unstable
and shift unpredictably, becoming
increasingly dangerous as they adapt to
combat. Initially featureless, it begins to
sprout random limbs, spikes, or appendages
as it interacts with its surroundings or
attacks. These features remain until it is
defeated, making it more defined and
dangerous over time It has a chance to have
one or two features already when
encountered. It dissipates when defeated.

Tags

Group ESiyell Amorphous

Abilities

Resistant to physical attacks while in an

it loses this resistance.
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unsolidified form. Once it takes on 3 features,
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i Unstable Form (Passive):
At the start of each of its turns, roll 1d6 to
T WqUl ROV Wq6 W] YY W7 a
features. Thesefeatures stack.

1 | Gains sharp teeth for a bite attack.

Grows claws, granting a slashing

2 | attack.

Develops a spiked tail, enabling a

smashing attack.

Sprouts tentacles, allowing it to

grapple targets.

Forms a stinger, adding poisordamage

to its attacks.

Grows a horn, enabling a charge

attack.
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I Feature Mimicry (Reaction) :
The Goo Blob can copy the damage type
of an attack that hits it. For the next
round, its attacks deal this damage type
(e.g. Fire, Lightning)n addition to
physical damage.

1 Explosive Dissolution (Death Effect) :
Upon defeat, the Goo Blob collapses
violently, splashing chaotic goo. All
creatures within 10 feet must make a
Dexterity save or takesplashing damage.

A Twist of Fate



Chaos Knight

A hulking, humanoid figure encased in
Chaotic Goo, the Chaos Knight is an
embodiment of brute force andmalleable
power. N6 W9 6 ¢ Yt WuURNGSGqkt WAHYT ! WRY WHEY21J1 U1 WRUW

a shifting shell of black and purple goo, which
solidifies into jagged, otherworldly armor. Its

weapon

glows faintly with chaotic energy,
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Tags

Abilities

1  Unyielding Defense (Passive):
Roll 1d4 at the start of combat to
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1

Roll d4
Gains resistance to slashing damage.

2

Gains resistance to piercing damage.

3

Gainsresistance to bludgeoning
damage.

Gains temporary hit points at the start
of each turn.

1 Shifting Weapon (Attack) :
At the start of each turn, roll 1d6 to
TWaqUl GRUVWa6IKIWs ¢ GYUK t Wn Y
properties: R

Roll d6 J

Blunt weapon (hammer)

Blunt weapon (mace)

Piercing weapon (sword)

Piercing weapon (spear)

Thrown weapon (axe) allows ranged

attacks

Thrown weapon (javelin) allows ranged

attacks
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