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he Three-Wizard Conundrum is a short adventure 
designed for use with the 5th edition of the world’s 
first fantasy roleplaying game. It is intended for 

four to six 3rd-level characters and can be inserted easily 
into any campaign. The adventure offers plenty of oppor-
tunities for both roleplaying and combat.

BACKGROUND
Three mighty wizards—Humboldt of Hightower, Dun-
bar the Arcane, and Rialto the Resplendent—have ar-
rived in the area from parts unknown. The wizards all 
seek the fabled ring of Oour, an artifact said to enhance 
the power of any spellcaster who wields it.

In truth, the “wizards” are swindlers who have devised a 
nasty get-rich-quick scheme. Some months ago, Rialto and 
Dunbar were exploring the summit of Cleft Mountain, ru-
mored to be the place where the goddess of magic once fell 
in battle, when they stumbled upon an ancient sacrificial 
shaft. At the bottom of the shaft, they discovered an enor-
mous gelatinous cube filled with offerings of gold and other 
treasures pitched down the shaft over the centuries.

The discovery piqued the duo’s curiosity—or more ac-
curately, their greed. Rialto devised a plan: using hooks 
tied to the ends of long ropes, they fished the treasures 
from inside the cube, hauling them up the shaft like wa-
ter from a well. Rialto’s plan proved successful, and he 
and Dunbar embarked upon a wild spending spree.

The pair’s success caught the attention of their occasional 
accomplice, a man named Humboldt, who eventually 
pried the story from his colleagues. Having fallen on hard 
times recently, Humboldt presented Dunbar and Rialto 
a new plan: they could lure greedy treasure-seekers to the 
site and, once their victims had fallen prey to the cube, 
fish up their possessions for themselves.

The three invested their remaining gold into robes and 
other arcane accoutrements. Posing as rival wizards, they 
sought out bold adventurers willing to venture to the 
top of Cleft Mountain and recover the fictitious ring of 
Oour. As the adventure begins, the wizards have already 
hired one party—a gang of fugitives calling themselves 
the Gallows Fellows—who now head to the sacrificial 

shaft. Waiting for them, however, is a tribe of pterano-
don-riding goblins known as the Big Wings, who have 
recently claimed that part of the mountain as their own.

ADVENTURE HOOKS
As the party enjoys a well-deserved rest, news reaches them 
that three separate wizards have recently arrived in the area. 
Each of the wizards offers gold to heroes willing to under-
take a dangerous quest on his behalf. With a little work, 
the characters can arrange a meeting with one or more of 
the wizards. GMs who prefer a more immediate approach 
might decide that the three wizards seek the party out, 
making their entrances within moments of one another 
and loudly outbidding each other for the party’s services.

BEGINNING THE ADVENTURE
No matter how the adventure begins, each of the wizards 
offers the party 500 gp for their help recovering the ring 
of Oour. The wizards all have the same story: while their 
research has revealed the ring’s location, the site where 
it now rests bears the scars of a war fought amongst the 
gods millennia ago. As a result of this divine battle, magic 
cast in the area is unreliable, hence the wizard’s reluctance 
to go after the ring himself. To make matters worse, the 
wizard’s “dastardly rivals” have also learned of the ring’s 
location and now seek the artifact for themselves.

The wizard provides directions to Cleft Mountain and 
instructions for how to find the ring. The party must en-
ter a gorge near the mountain’s summit and descend a 
shaft to the chamber where the ring awaits. The ring most 
likely rests among other offerings thrown down the shaft, 
all of which are free for the party to keep. If the characters 
seem uninterested, the wizard increases the reward up to 
1,500 gp. He refuses, however, to make any payment un-
til the ring is secured.

Assuming the characters eventually accept the offer, the 
wizard informs the party that this is the last they will see 
of him until they retrieve the ring of Oour. If asked how 
they might contact him upon completion of the quest, 
the wizard assures the characters that he will know when 
and where to find them…through the power of magic!
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THE “WIZARDS”
hough the three wizards work together, they are 
careful to hide their association from the characters. 
After meeting with the party, the wizards rendez-

vous in a secluded alley several hours later. Before then, 
suspicious characters may be able to track one or more 
of the wizards with a successful DC 18 Wisdom (Percep-
tion) check. Following a wizard without being spotted 
requires a successful Dexterity (Stealth) check against the 
wizard’s passive Perception. Characters who follow the 
wizards to their meeting unnoticed witness them dressed 
in normal, non-wizardly garments. The wizards speak 
quietly with one another for a few minutes before unroll-
ing a carpet of flying and using it to leave the city together.

Humboldt of Hightower. Humboldt is the most daring 
of the three wizards, as well as the most intelligent—in 
his opinion, at least. He is a jovial fellow, fond of the 
finer things in life. His one redeeming quality, if it can be 
called that, is his cowardice, which causes him to eschew 
violence at all costs. 

When he first meets the characters, Humboldt pretends 
to be the scion of a mighty wizarding house. His under-
standing of magic, however, is clearly limited. If asked 
about his rivals, he overstates his actual feelings: Rialto is a 
bumbling buffoon possessed of more luck than wits, while 
Dunbar is a stuck-up twit who thinks himself smarter 
than everyone, despite all evidence to the contrary.

If the characters accept his offer, Humboldt asks the he-
roes to indulge him by undergoing a small test, for he 
cannot in good faith entrust this dangerous task to those 
lacking in skill.

HUMBOLDT OF HIGHTOWER
Medium humanoid (human), chaotic evil

Armor Class: 13
Hit Points: 49 (9d8 + 9)
Speed: 30 ft.

STR DEX CON INT WIS CHR
10 (+0) 16 (+3) 12 (+1) 14 (+2) 14 (+2) 16 (+3)

Skills: Acrobatics +5, Deception +5, History +4, Percep-
tion +4
Senses: passive Perception 14
Languages: Common, Elvish, Goblin, Undercommon

Challenge: 3 (700 XP)

Special Equipment: Humboldt has a 5 ft. x 7 ft. carpet of 
flying. Only he knows the carpet’s command word (“rise-
bud”). He also has three potions of healing and four spell 
scrolls (confusion, detect magic x3).
Spellcasting: Humboldt is a 5th-level spellcaster. His 
spellcasting ability is Charisma (spell save DC 13). He 
knows the following sorcerer spells:
Cantrips (at will): dancing lights, mage hand, message, 
prestidigitation, true strike
1st level (4 slots): charm person, hideous laughter
2nd level (3 slots): detect thoughts, hold person, suggestion
3rd level (2 slots): hypnotic pattern

ACTIONS

Rapier: Melee Weapon Attack: +5 to hit, reach 5 ft., one 
target. Hit: 7 (1d8 + 3) piercing damage.
Shortbow: Ranged Weapon Attack: +5 to hit, range 
80/320 ft., one target. Hit: 6 (1d6 + 3) piercing damage.
“It has been far too long on this wretched quest. But I guess 
that is the fate of Hightowers. Our blood flows with arcane 
power…and a corresponding lust for adventure!”
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