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Rotting on the Vine is intended for four players with 
an average party level of 3 to 4. 

Adventure Background
Rotting on the Vine is an adventure intended for a 
party of 3rd to 4th-level characters. The scenario can 
take place in any modestly sized town or city, and 
highlights any local culinary scene, whether that 
scene happens in a mid-sized hamlet or a small 
to large metropolitan city.

A cooking community is rocked when a number of 
prominent chefs are murdered in cold blood. Some 
suspect a jealous rival or a failed apprentice. After a 
chef and cook are murdered, the remaining culinary 
experts band together to hire investigators willing to 
find the killer and bring them to justice before an-
other of their ranks is found dead. 

The party is likely approached when they arrive at a 
tavern, as a clerk for the chef collective notices their 
weapons. The clerk begs them desperately for help, 
saying that he will be whipped if he fails to find some-
one willing to help. Upon agreeing, the clerk tells the 
party the basic details of the murders, as well as the 
terms. The party can ask to meet the collective, but the 
chefs are far more interested in the investigation start-
ing swiftly and in earnest. 

Adventure Location
This scenario can be placed in any small town to large 
metropolis, as long as it could feasibly have a culinary 
scene, even if it is not a fancy one. As always, feel free 
to adapt the material presented here as you see fit to 
make it work within your campaign.

This adventure fits in best with the grim setting of 
Shadows over Vathak, and could be placed in a num-
ber of its various towns or cities.

Adventure Hooks
As the Gamemaster, you must decide how best to in-
volve the players in this adventure. The easiest meth-
od is for them to simply be travelling through when 
they get swept into the events of the adventure.

ɶɶ A character who has a background in cooking may 
be compelled to help, especially if they happened 
to know one of the victims. It is also possible that 
a character who is an accomplished chef may re-
ceive a threatening letter saying that they are next.

ɶɶ The church of the One True God could be in-
volved and ask the group to complete the job on 
their behalf. It is likely that a powerful local au-
thority favors one or more of the chefs and wishes 
to keep them safe, trading favors for favors to get 
the church to use their influence.

ɶɶ One of the chefs may have an ingredient or item 
that the group needs, and offers a barter. In this 
case, the matter of the murders will not rear its 
ugly head until the party goes to ask for the item, 
at which time the chef in question will ask for the 
party to assist in catching the murderer.

ɶɶ As a ploy, the group may find a wanted poster 
advertising a reward for the capture of the alleged 
killer. The poster has no sketch of the perpetra-
tor as none have seen the killer. However, it does 
provide the information about the killings, as well 
as a contact for more details.
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Welcome to the world of Shadows over 
Vathak, a realm of dwindling hope and de-
spair. As players, your characters fight to sur-
vive in a land threatened with destruction by 
the rise of the ancient and evil Old Ones and 
their spawn. Your characters may represent 
points of light in the darkness or give in to 
wicked temptations. Most will fall somewhere 
in between — survivors struggling to eke out 
another day. Though the followers of the One 
True God speak of divine providence while 
battling the Old Ones, the sins of the Church 
often rival those of their enemies. In the 
world of Vathak, your character’s perceptions 
of heroes and villains is a thin line drawn by 
their own personal morality and, of course, 
determined by the victor.

This adventure is set in the dark fantasy 
world of Vathak. As such there are references 
to the history, characters, and locations of that 
world. However, with a little bit of alteration, 
these adventures can be suited for any horror 
themed 5th edition game.

If you are new to Shadows over Vathak, 
make sure you join our Patreon and receive 
a free copy of the Explorer’s Guide to Vathak. 

Running this Adventure

To run this adventure, it is recomended that you 
have copies of the 5th Edition core rulebooks. 

In this adventure you might come across spells, 
abilities, creatures, magic items, and other references 
to content from these corebooks. When this happens 
that item will appear in bold/red text, like this:

“The goblins are waiting to attack the caravan as it 
comes around the steep bend.”

If the content is new (such as monsters or equip-
ment) and not included in one of the corebooks, we 
will make note of the source or include the item in an 
appendix to the adventure.

Abbreviations

The following are a collection of common abbrevia-
tions that might be used in this adventure.

AC Armor Class

CE Chaotic Evil

CG Chaotic Good

CN Chaotic Neutral

cp Copper pieces

CR Challenge Rating

d% 
Two d10s die one 
as the 10s the 
other as the 1s

d10 A die of 10 sides

d12 A die of 12 sides

d20 A die of 20 sides

d4 A die of 4 sides

d6 A die of 6 sides

d8 A die of 8 sides

DC Difficulty Class

EL Encounter Level

EP Electrum Pieces

GM Game Master

GP Gold pieces

HP Hit Points

LE Lawful Evil

LG Lawful Good

LN Lawful Neutral

N or TN
Neutral, or     
True Neutral

NE Neutral Evil

NG Neutral Good

NPC
Non-Player  
Character

PC Player Character

pp Platinum pieces

sp Silver Pieces

Stats
The statistical 
representation   
of a character

XP Experience Points

4

https://www.patreon.com/vathak5th


55

Beginning the Adventure 
As you stroll into the evening air in twilight, the 
local eateries are still venting warmth and pleas-
ant aromas of food. As restaurant patrons slowly 
meander the streets heading in and out of these 
eateries, you see your contact...

The party goes to meet with Gottfrid, the owner of 
the Whiskey Wraith tavern. Gottfrid has long acted as 
an intermediary in the collective’s disputes, and is a 
trusted ally.Thus, the collective decided to turn to him 
to officiate the hiring of the group to hunt down and 
stop the killer.

Gottfrid leads the party to the tavern, and takes the 
time and private space to inform the party of the re-
cent events, telling them about the murders. The two 
murder victims were rival chefs, Gustav and Lars. They 
came into conflict over who would teach an appren-
tice, Anika. Somehow in their bickering, they caused 
Anika’s death, and they both blamed each other.

Gustav was drowned by wine a week ago, though 
the authorities are not sure how it happened as his 
body was completely dry. Lars was killed in an identi-
cal way a few days ago, just as the local authorities 

were about to question him about Gustav’s murder. 
Furtive rumors have placed the blame on the spirit of 
Anika, but local spirit speakers have failed to connect 
to her soul.

The only clue to the identity of the next victim is 
the cork of a wine bottle that was left at the site of 
each murder.

Gottfrid promises 250 gp from the collective for 
each party member who assists in apprehending the 
murderer, dead or alive. The collective is even will-
ing to offer one of their restaurants to the party if 
they can succeed before another murder takes place. 
Though Gottfrid does not share this information, the 
restaurant in question is a failing business that they 
were going to sell off anyway.

If the party asks for details, Gottfrid can provide the 
corks left at the scene of the crime, as well as a little bit 
of extra information. The wine used to drown Gustav 
is a rare vintage only found in colder climates. Gustav 
had exactly one bottle that went missing during the 
murder. Also, Gottfrid knows that Lars and Anika were 
briefly involved romantically, according to a letter that 
Lars was writing at the time of his murder.
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Investigation

The investigation of the murder scenes should be 
brief, and it is unlikely that the party will need to go to 
both scenes. During the investigation, the party may 
uncover a few clues as to the nature of the rivalry be-
tween Lars and Gustav, but it only amounts to saucy 
accounts of their dirty designs, and Anika’s suffering 
due to their petty bickering.

A few minutes into the investigation, the party hears 
a crash in the basement of the home they are investi-
gating. The first person to investigate the noise finds 
a broken wine bottle, and is attacked!

The spilled wine congeals to form a strange red ooze! 

Encounter: Red Ooze

Modified gray ooze (1)

For Stronger Parties. Consider attacking with 
up to 3 modified gray ooze for a strong party.

The ooze has the statistics of a gray ooze, 
but it is missing the Corrode Metal ability 
and the ability to corrode armor.

Once defeated, the ooze appears to leave behind a 
single cork. Investigating the broken wine bottle dis-
covers that it was a brand made in a northern region, 
similar to if not identical to the wine bottle that went 
missing. There is only one distributor in town that can 
get their hands on this wine. After a quick consultation 
with Gottfrid, the party can head to this distributor.

Too Much of a Good Thing

The party is directed to speak with Milos, a romni 
businessman of renown. When the party arrives, his 
subordinates are visibly nervous, and say that Milos is 
not available. If pressed, they confess that Milos has 
gone missing, and they are not sure where he went. If 
his subordinates realize the group is investigating the 
murders, they ask them to help in the search. A quick 
search of Milos’s office finds that it has been ran-
sacked, and that a trail of red wine leads out the win-
dow, which seems to have been opened and closed 
carefully by a hand dripping with more red wine.

Following the trail of red wine leads to the restau-
rant that the collective is looking to sell. An astute 
character may notice that this is the restaurant prom-
ised to the party, if such a promise was made. The 
front door has had its lock broken, and the trail of 
wine leads to the basement. A cry for help is cut short 
by a painful gurgle, and the sounds of struggle as the 
party arrives in time to see a horrid sight.

Milos is dead on the floor of the basement as the 
party descends the stairs. His face is frozen in fear, 
and his hands are held to his neck. He appears to 
have clawed away some of the skin on his neck in a 
vain attempt to remove something. A DC 12 Wisdom 
(Medicine) check reveals that Milos was asphyxiated.

Bittersweet

Within a minute of investigating Milos, three figures 
emerge from the shadows. They are none other than 
Anika, Gustav, and Lars. Within moments of showing 
themselves, the figures shift into an amorphous form 
resembling the red wine oozes that the party fought 
earlier, but with a humanoid shape. The three crea-
tures then shift into different forms, showing them-
selves to be impeccable shapechangers. 

Encounter: Red Pretenders

Modified doppelganger (3)

For Stronger Parties. If the party is especially 
strong, consider having Milos rise as a 
red pretender and join the fight.

Treat these creatures as doppelgangers 
that also have the following traits: 

Amorphous. The pretender can move through a 
space as narrow as 1 inch wide without squeezing.

Drown. The pretender can enter a hostile 
creature’s space and stop there. The first time it 
enters a creature’s space in a turn, that creature 
takes 3 (1d6) necrotic damage. A creature 
that starts its turn in the same space as the 
pretender takes 3 (1d6) necrotic damage. A 
creature reduced to 0 hp in this way instantly 
dies, and has a 50% chance of coming back as 
a red pretender within a minute of death.
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Conclusion

Once defeated, the red pretenders turn back into 
wine. In the wreckage of the fight, the group spots 
two letters. Each is from Anika, with one addressed 
to Gustav, and one to Lars. Her letters were meant as 
goodbyes to each of them, saying that she was going 
with Milos, and that her heart belonged to him. It is 
unclear whether the letters made their way to their 
intended recipients, but her words provide a clue as 
to what happened.

If the party investigates the specific brands of wine 
that come from the north, they find that all such lo-
cally owned wine bottles have gone missing, and that 
they had recently been shipped to several dozen loca-
tions throughout Vathak. You can end the session by 
saying that mysterious trails of wine have been found 
throughout the city, and that strange oozing figures 
have been sighted peering into windows and slinking 
through alleys. The killers have been apprehended, 
and the party is given their reward, and are even 
given the now creepy restaurant where that seemed 
to draw the attention of the ooze creature. 

The mystery of the wine ooze creatures will persist, 
troubling the folk of this town in their dreams and 
twilight hours.
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OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and is 

Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.
 
1. Definitions: (a) “Contributors” means the copyright and/or trademark 

owners who have contributed Open Game Content; (b) “Derivative Material” 
means copyrighted material including derivative works and translations 
(including into other computer languages), potation, modification, correction, 
addition, extension, upgrade, improvement, compilation, abridgment or 
other form in which an existing work may be recast, transformed or adapted; 
(c) “Distribute” means to reproduce, license, rent, lease, sell, broadcast, 
publicly display, transmit or otherwise distribute; (d) “Open Game Content” 
means the game mechanic and includes the methods, procedures, processes 
and routines to the extent such content does not embody the Product 
Identity and is an enhancement over the prior art and any additional content 
clearly identified as Open Game Content by the Contributor, and means any 
work covered by this License, including translations and derivative works 
under copyright law, but specifically excludes Product Identity. (e) “Product 
Identity” means product and product line names, logos and identifying 
marks including trade dress; artifacts, creatures, characters, stories, storylines, 
plots, thematic elements, dialogue, incidents, language, artwork, symbols, 
designs, depictions, likenesses, formats, poses, concepts, themes and 
graphic, photographic and other visual or audio representations; names 
and descriptions of characters, spells, enchantments, personalities, teams, 
personas, likenesses and special abilities; places, locations, environments, 
creatures, equipment, magical or supernatural abilities or effects, logos, 
symbols, or graphic designs; and any other trademark or registered trademark 
clearly identified as Product identity by the owner of the Product Identity, and 
which specifically excludes the Open Game Content; (f ) “Trademark” means 
the logos, names, mark, sign, motto, designs that are used by a Contributor 
to identify itself or its products or the associated products contributed to 
the Open Game License by the Contributor (g) “Use”, “Used” or “Using” means 
to use, Distribute, copy, edit, format, modify, translate and otherwise create 
Derivative Material of Open Game Content. (h) “You” or “Your” means the 
licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that 
contains a notice indicating that the Open Game Content may only be Used 
under and in terms of this License. You must affix such a notice to any Open 
Game Content that you Use. No terms may be added to or subtracted from 
this License except as described by the License itself. No other terms or 
conditions may be applied to any Open Game Content distributed using this 
License.

3. Offer and Acceptance: By Using the Open Game Content You indicate 
Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this 
License, the Contributors grant You a perpetual, worldwide, royalty-free, non-
exclusive license with the exact terms of this License to Use, the Open Game 
Content.

5. Representation of Authority to Contribute: If You are contributing 
original material as Open Game Content, You represent that Your 
Contributions are Your original creation and/or You have sufficient rights to 
grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE 
portion of this License to include the exact text of the COPYRIGHT NOTICE of 
any Open Game Content You are copying, modifying or distributing, and You 
must add the title, the copyright date, and the copyright holder’s name to the 
COPYRIGHT NOTICE of any original Open Game Content you Distribute. 

7. Use of Product Identity: You agree not to Use any Product Identity, 
including as an indication as to compatibility, except as expressly licensed 
in another, independent Agreement with the owner of each element of that 
Product Identity. You agree not to indicate compatibility or co-adaptability 
with any Trademark or Registered Trademark in conjunction with a work 
containing Open Game Content except as expressly licensed in another, 
independent Agreement with the owner of such Trademark or Registered 
Trademark. The use of any Product Identity in Open Game Content does not 
constitute a challenge to the ownership of that Product Identity. The owner 
of any Product Identity used in Open Game Content shall retain all rights, title 
and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly 
indicate which portions of the work that you are distributing are Open Game 
Content. 

9. Updating the License: Wizards or its designated Agents may publish 
updated versions of this License. You may use any authorized version of this 
License to copy, modify and distribute any Open Game Content originally 
distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License with every 
copy of the Open Game Content You distribute. 

11. Use of Contributor Credits: You may not market or advertise the Open 

Game Content using the name of any Contributor unless You have written 
permission from the Contributor to do so. 

12. Inability to Comply: If it is impossible for You to comply with any of the 
terms of this License with respect to some or all of the Open Game Content 
due to statute, judicial order, or governmental regulation then You may not 
Use any Open Game Material so affected. 

13. Termination: This License will terminate automatically if You fail to 
comply with all terms herein and fail to cure such breach within 30 days of 
becoming aware of the breach. All sublicenses shall survive the termination of 
this License. 

14. Reformation: If any provision of this License is held to be unenforceable, 
such provision shall be reformed only to the extent necessary to make it 
enforceable.

15. COPYRIGHT NOTICE
Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.
System Reference Document 5.0 Copyright 2016, Wizards of the Coast, 

Inc.; Authors: Mike Mearls, Jeremy Crawford, Chris Perkins, Rodney Thompson, 
Peter Lee, James Wyatt, Robert J. Schwalb, Bruce R. Cordell, Chris Sims, and 
Steve Townshend, based on original material by E. Gary Gygax and Dave 
Arneson.
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