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This is part of Elven Tower’s monthly re-
leases on Patreon. You can visit our Port-
folio Website 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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Patreon Releases:

Thanks to your support,
these game supplements
are possible.
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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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Fountain of Life

About this Resource

This resource features the general description of an
underground location where a magical fountain is
hidden. The fountain’s water has magical healing
properties. It includes adventure ideas that are
appropriate for low-level (Levels 1 to 5) adventuring
parties. Challenge Rating (CR) is calculated using a
party of four as the model.

The DM is free to change or modify any or all
the information found here. NPC names and settle-
ment names are the first the DM should consider
changing to accommodate any homebrew world
lore.

When monsters are referenced, book name and
page numbers are noted in parenthesis. Be aware
that page numbers may vary depending on the book
print. If the DM can’t find a monster where noted, it
means it is a different book print. Page differences
tend to be small so whatever is missing will be rea-
sonably close to the pages noted in the adventure.

Backeround Lore

\l here is a legend about a secret
cave in the very heart of the Titan
Forest. The forest is so big and
dangerous that many sections of

it remain uncharted. All kinds of
creatures, sentient and wild, live in
it. Scores of different elven tribes wage wars against
one another since everyone can remember. Packs
of minotaurs, satyrs, and dryads live in the deepest
parts of the forest, ignorant of the human affairs
away from their forest. These Fey creatures know
about the secret cave in the depths of the forest. Not
only that, they also know the origin of its magic and
the Fountain of Life within. They worship the place;
it is sacred to them.

The story goes back two millennia. The primor-
dial world was very different. All the lesser races
had not come to be yet. Not even long-lived elves.
Their kind still had not branched off from their fey
ancestors. At the time, convergence zones between

the material plane and the Feywild were more
common. Both worlds were in a closer state, often
so close it was difficult to make the difference from
one another. Crossing from one to the other without
noticing was common too.

The world back then was not a peaceful place.
Primordial spirits claimed the material plane as
their own. Their terrible power was a threat to the
fey ancestors, who fought valiantly against the cruel
primordial. The fey ancestors were nothing but
natural spirits. Representations of different facets
and elements of nature and the world itself made
corporeal. Nature is often considered a benign thing
but nothing is farther from the truth. A flower might
be gentle and vulnerable, but a spirit that represents
storms and lighting is a fearsome foe. The real pow-
er of nature waged a war against the primordial that
lasted thousands of years.

It is unknown how the war ended or who won.
Scholars are aware that primordial spirits are either
dead, imprisoned or wall away in other realities of
existence. They also know that the Feywild is far-
ther from the material plane than it was back then.
Hence the reduced zones of convergence between
the two realities. Regardless of the reason, after
the war, the material plane was ruined. A desolated
place of ruins and destruction. The incarnation of
the forest, a fairy-like creature who fought in the
war was heartbroken from seeing the world bare
and barren. Her name was Dulcinea. She walked
the lands of the material plane in despair, hating
every moment of the war. She finally chose her dy-
ing place in a cave where a grand forest once stood.
She would give her life for the forests of the world
to be reborn. She did not fear death in this way,
from her point of view, transmuting her life-force
into a verdant world was a way to become immortal.
Dulcinea died and from her body and quenching
life-force, a forest was born. The forest grew tall
and strong but it did not end there, after thousands
of years vegetation and plants of all kind expanded
and made the material world green again.

Dulcinea exists still today in that cave. She was
once a powerful entity but she is now stretched

out across the whole material plane. Only the fey
creatures from the Titan Forest know about her
and her story. In the cave, satyrs and centaurs built
a fountain in her resting place. A beacon of hope
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and healing for worthy visitors. The water from the
fountain is imbued with healing properties. The
water heals any disease or ailment. There are even
rumors and myths about it giving the gift of life and
immortality.

Adventure Design

The exact properties of the fountain’s water are left
open-ended for the DM to determine. Depending
on the current quest and plot, the DM is free to
determine any property of the water. It is meant to
serve as a plot point for a quest. For example: If the
adventurers need to find a cure for the king’s son
inexplicable illness, the water is the only cure. If
the adventurers become sick or cursed by an ene-
my, the water could be the only cure for it. Or if an
adventurer or NPC becomes crippled or maimed,
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drinking from the fountain might be a way to recov-
er a lost limb.

The cave is a natural underground system
accessible from a hillside in the center of a great
forest. Only getting there is a quest in itself. The
section of the forest remains uncharted, even to any
sentient denizens of the forest like wood elves.

To make matters worse, the forest is dangerous.
The cave is the heart of the forest and all natural
creatures in it instinctively guard it. It is not an
explainable phenomenon, animals and creatures
appear to act out instinct as if the cave was their
lair or territory. Additionally, sentient fey creatures
like centaurs (Monster Manual, page 38), satyrs
(Monster Manual, page 267), dryads (Monster
Manual, page 216) and pixies
(Monster Manual, page 121)
will question any other non-fey
creatures trying to approach
the cave. They do not auto-
matically dismiss an attempt
of approach but rather ques-
tion any visitors to determine
whether their intentions are
pure or not. Such fey creatures
will attempt to defend the cave
from unworthy visitors.

If any visitor Kills a sen-
tient fey creature attempting to
prevent their entrance to the
cave, the fact is immediately
known to Dulcinea’s spirit
in the fountain. The water
will then become a fast and
dangerous poison to any who
drinks it.

Fountain of Life

1. Cave Entrance

The entrance to the cave is
located on the north side of a
tree-covered hill. The entrance
is not hidden. There is a 50%
chance that a group of three
centaurs on patrol see any
approaching adventurers.
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They question them harshly.

2. Grand Chamber

Plants and patches of greenery are in this chamber.
The plants are the kind that needs sunlight to
survive, but they grow in this dark place unimpeded,
probably through the water’s properties. On the
south wall, there is a small fountain. The water
appears to come from a natural spring in the wall.
The water goes north through a narrow channel
next to the floor to Area 4. If the adventurers did not
encounter the centaurs noted in Area 1, then the
centaurs are here, drinking from the fountain near
the south wall.

3. Elongated Back Cave

This long cave connects Area 2 to the back caverns,
bypassing Area 4. The area appears to be empty but
it is the home to thousands of small-sized spiders.
The spiders swarm up and attack any creature that
dares cross this tunnel.

4. Fountain of Life

This chamber has the more green areas and plants
growing. The Fountain of Life dominates the
center of the room. It is a circular pong, 15 feet in
diameter. In the center a marble representation of
Dulcinea. The water is clear, drinking it activates
the magical properties the DM determined it

has. Some of the green patches in this chamber
are myconid plantations. There is a 70% chance
that three myconid adults (Monster Manual, page
230) are in this chamber farming. The myconids
avoid any physical confrontation but try to warn
the adventurers that drinking from the water is

not a good idea if they have harmed the forest in
any way. In any case, the myconid adults release
communications spores to alert any other centaur in
the surface that there are visitors in the cave.

5. Back Cave

Another small fountain is in this room, it is identical
to the one described in Area 2. The water appears
to come from a spring too.

6. Myconid Garden

This is another garden like the ones found in Area
4. There are 1 myconid adult and 1 myconid sprout
here (Monster Manual, page 230).
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7. Holy Nectar

A spiraling tunnel of unnatural appearance ends up
in a very small chamber. The chamber hosts a big
yellow flower, similar in appearance to a sunflower
but bigger in size and away from any light. The
chamber is dimly illuminated by fireflies. The nectar
from this flower has the same healing properties the
water from the mountain has. The difference is that
the flower can be relocated and it retains its healing
properties. Unearthing this flower is a very delicate
process. If it is done incorrectly, the flower could die
in the process. To unearth the flower, a character
must succeed a DC 16 Wisdom (Nature) check.
Destroying or relocating this flower angers the fey
creatures in the area.
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