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Patreon Releases:

Thanks to your support, 
these game supplements 
are possible.

My name is Derek Ruiz and this is part of 
my monthly releases on Patreon. You can 
visit my website www.elventower.com to 
see more of my work.

The intent with this material is to create 
ideas and extra material for the illustra-
tions I create. You’re free to use this infor-
mation or change it in any way to adapt it 
to your own game and players.
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Important
Please keep this supplement for personal use.
It cannot be used commercially.

Credit must be given to (Derek Ruiz, or Cartography by 
Derek Ruiz) as the author, and a link to www.elventow-
er.com must be included if it is shared or redistributed.
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DM Notes

This adventure idea is appropriate for a jungle 
themed game (provided you use the illustration 
included). The adventure, as described, is aimed for 
a low level party (2-4), cues on how to adjust the 
difficulty are at the end.

Background Lore

D
eep in the jungle, a week away 
from the nearest settlement,  
lies the entrance to Taminna. 
No one really knows who or 
what were the original settlers 
of Taminna. The ruined city 
under the jungle is vast and 

barely explored. There are other entrances farther 
away, but none have dared travel so far to explore 
them since the jungle is dangerous by itself.

The passageways of Taminna are carved from the 
rock itself, that is not to say the tunnels were rough. 
On the contrary, bas-reliefs and runes decorate most 
walls and sometimes even the floors. The languages 
have not yet been deciphered, not much informa-
tion is available. Scholars seldom visit the Ruins 
of Taminna because they are plagued with under-
ground terrors. Sages suspect that the underground 
complex is home to many of them, but the also 
think that the tunnels go deeper than most believe, 
and connect the surface to the underdark. Thus 
explaining the presence of such monsters.

While the place is not so hot among scholars, it has 
a newfound reputation as a place of quick rich-
es and wealth. Adventurers now travel often the 
weeklong trip to the entrance just to have a chance 
to go down and try their luck. The taminnans left 
behind uncountable treasures. They were specially 
skillful working with glass and precious stones like 
onyx and obsidian.  Treasure seekers often bring 
back delicate statuettes, necklaces, rings and even 
suits of armor made of such stones.

Once you enter Taminna, the path branches out 
in many directions. The underground complex is 
really big and it goes down too, there are at least 
8 levels found. The chambers and places closest to 
the entrance have all been sacked by adventurers. 
It gets more difficult every time because explorers 
have to go deeper and for longer trips in order to 
make the expedition worthwhile. This is where 
Joffrey Goldentooth comes in. He is an adventurer 
who brought back tons of valuables from Taminna, 
but he now thinks it is too risky to continue going 
down. He decided to set up camp outside of the 
entrance. He and his small group of brigands run a 
shady operation there.

What they do depends on who comes along to 
explore the ruins, and there are lots of people who 
come this way. If people show up with the intention 
of finding treasures, Joffrey Goldentooth and his 
gang offer them trading goods, food and a place to 
camp for a reasonable sum of gold. If Joffrey Gold-
entooth gauges the would-be explorers to be too 
weak to actually make it back from the ruins, he 
and his men slaughter them during the night and 
take their stuff. If the explorers look strong enough 
then Joffrey Goldentooth let’s them go down, ex-
pecting them to return with valuable stuff.

When explorers return with valuables, Joffrey 
Goldentooth offers to buy the relics for a reasonable 
price. Depending on the quantity of treasures, some 
explorers would rather get it done then, instead of 
traveling back to the city for a week and sell it there 
for a possibly higher price. If the explorers are hurt 
or less people than before going down, then Joffrey 
Goldentooth sometimes decides to attack them in 
the open and take the relics. If the explorers are 
strong and wish to go then Joffrey Goldentooth let’s 
them leave. He will avoid any conflict he cannot 
win, he is a man of business, and business is good.

Joffrey Goldentooth and his men have been bury-
ing the dead close to Taminna’s entrance. The place 
now features several giant fungi of many colors.
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NPC Stats

Use the Bandit Captain stat block for Joffrey Gold-
entooth. 8 Bandits work in the camp. They are 
women and men, they appear to be regular folk 
working  in the camp. They are often seen working, 
cooking, cutting logs and the like.

Adjusting CR

You can adjust the difficulty of the encounter  
slightly by adding or removing Bandits.

For higher level parties (5-7) you can use the As-
sassin stat block for Joffrey Goldentooth. Use an 
assortment of Berserkers and Thugs for the rest of 
the bandits. Additionally, you can opt to boost the 
bandits by adding a Mage or Druid.

Fuel for your imagination


