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Welcome to Monster Egg Hunt, a short, Easter-inspired adventure perfect for a party of 1st through 3rd-level characters.

In this adventure, the player characters must battle poachers and find lost monster eggs before time runs out.

 

SynopsisSynopsis

This adventure is made up of three linked parts:

Encounter on the Road. The characters encounter

the druids Hazel Rabbitfoot and Perben while traveling

and learn about the monster eggs that were lost.

Egg Hunt. The characters travel to Cerbann Forest

to search for the missing monster eggs.

Poacher Ambush. While leaving the forest with the

eggs, the characters are accosted by a group of

poachers.

BackgroundBackground

Ostara’s Sanctuary is an enchanted grove where all

beasts and monstrosities are protected. The druid

Ostara believed that many such “monsters”, while

castigated by ignorant townsfolk as vicious killers, are

really just ordinary creatures who are only dangerous

when provoked. So, she created the Sanctuary to

provide a safe, remote place where such creatures

could live in peace. Many rangers and druids now work

elsewhere in the world to save endangered monsters

and bring them back to Ostara’s Sanctuary safely.

Hazel Rabbitfoot is one such druid. About a week

ago, she rescued several stolen monster eggs from the

Broodbreaker Gang, a group of poachers who

planned to sell the eggs on the black market.

However, during the trip back to Ostara’s Sanctuary,

her apprentice Perben accidentally left their cart

unlocked. As a result, five of the monster eggs (a

basilisk egg, a giant spider egg, a griffon egg, an

owlbear egg, and a wyvern egg) fell out of the cart

while they were traveling.

Hazel and Perben want to go back and save the

misplaced eggs, but can’t leave behind the eggs still in

their care. Who will help these druids find the missing

eggs before more poachers or the dangers of the

wilderness come to claim them?

Play this eggciting adventure to find out!

Notes on This AdventureNotes on This Adventure

Monster Egg Hunt is meant to be run naturally and

with minimal preparation. To that end, certain aspects

of this adventure have been streamlined for ease of

use:

Descriptions are short and natural.

Keywords are bolded.

SRD references and handouts are hyperlinked.

Major characters are given a short description as a

roleplay aid in the chapter they are introduced.
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Starting This AdventureStarting This Adventure

This adventure can be started at any time while the

party is traveling. When you are ready to begin, read or

paraphrase the following:

As you are traveling, you come across a crossroads.

There, you see a cart sitting idle by the side of the road.

Two things about the scene immediately strike you as

odd: one, the cart is being pulled by a giant elk instead

of a horse; and two, the wood of the vehicle is so

perfectly shaped it almost seems like the cart was

grown, not constructed.

In front of the cart are two figures, each clad in

wooden armor. One of the figures, an older wood elf

with woad paint streaked across her face, appears to be

reprimanding the other, a younger male half-elf.

“How many times have I told you to double-check the

latch, Perben?” she asks him angrily. “What are we

supposed to do about the eggs now?”

The older wood elf is Hazel Rabbitfoot (NG wood elf

druid), and the person she is reprimanding is her

apprentice Perben (NG half-elf scout). The giant elk

that is pulling their cart is a wild creature that Hazel

has befriended, and the cart itself is a living tree

shaped by druidic magic. The cart contains supplies for

several days of travel and 4d4 eggs of random beasts

and monstrosities.

If Hazel and Perben spot the characters, the berating

will subside for a moment, and Perben will hurriedly

take the opportunity to suggest to Hazel that they ask

these passerby for help.

Hazel RabbitfootHazel Rabbitfoot

"Watch your step, stranger."

Appearance. Face streaked with blue woad. Sun-

burnt skin. Unbowed by her years.

Personality. Cautious. Better with animals than

people.

Secret. Dislikes most adventurers for their

reputation as “monster slayers”.

PerbenPerben

"You can help us -- can’t you?"

Appearance. Small and quick. Wide, hopeful eyes.

Personality. Eager to please. Chronically forgetful.

Secret. Desperately wants to impress Hazel and

prove his worth.

Roadside DilemmaRoadside Dilemma

After taking a moment to assess the party for danger,

Hazel will begrudgingly ask the characters for their

help in resolving her current predicament. She shares

the following information:

Hazel and Perben are druids who work for

Ostara’s Sanctuary, a shelter for creatures oft-

maligned as “monsters”.

The pair rescued a number of stolen monster eggs

from a group of poachers the week before and were

in the process of bringing them back to the

Sanctuary.

However, earlier that day, Perben forgot to secure

the latch on the back of the cart, and five of the eggs

fell out of the cart as they were traveling.

The lost eggs include a basilisk egg, a giant

spider egg, a griffon egg, an owlbear egg, and a

wyvern egg.

Hazel asks the characters to find the missing eggs

and bring them back to her. (She would do so

herself, but she is wary of leaving her cart and the

other eggs to go search.) In exchange, she offers each

player a potion of animal friendship.

A successful DC 13 Charisma (Persuasion) check to

haggle with Hazel will convince her to offer an

additional potion of healing for each player as well, but

no money, as the druids do not carry gold on them.

AdvancementAdvancement

If the players agree to help, Hazel will point them to the

area the eggs were lost: Cerbann Forest. The road

they were just traveling on passes through the forest,

and it is the only place they traveled through during the

timeframe the back door was left open.

Retracing Hazel and Perben’s route will lead the

characters to Cerbann Forest, though Perben will also

offer to guide them personally (he wants to make up for

his past mistake).

As they leave, Hazel stresses that time is of the

essence. Take too long, and the eggs might be lost

to the ravages of the wilderness.

Cerbann ForestCerbann Forest

Cerbann Forest is a sprawling, old-growth forest less

than four miles to the southwest. It takes about an hour

to reach it when traveling by foot. Characters who

make a successful DC 10 Wisdom (Perception) check

when entering Cerbann Forest will detect no

immediate signs of danger.

If you wish, you can give the players the Area Map

handout from Appendix B (as displayed on the next

page) to help visualize the area’s layout.
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Egg HuntEgg Hunt

There are no eggs on the cobblestone path passing

through Cerbann Forest. However, a successful DC 5

Wisdom (Perception) check reveals what look like

roughly egg-shaped indentations at various points

throughout the road, and trails leading off into the

forest on either side. If Perben is present, he will

suggest they search the nearby area.

While searching the forest, characters need to make

a successful DC 15 Intelligence (Investigation) check

or a successful DC 15 Wisdom (Survival) check to find

one of the lost monster eggs. It is recommended to

have only one character make this check at a time, with

other characters able to take the Help action if they are

proficient in either Investigation or Survival (Perben

can take the Help action as well). If a character

succeeds at this check, they spot one of the eggs

listed in the next section; at your preference, you

can either pick which one they find or choose

randomly.

However, if a character fails at this search check,

they not only fail to find an egg but they also lose

precious time. After the first failed search, Perben

will mention that the chances of finding the eggs still

intact goes down with each wasted minute.

If the characters fail three search checks in total,

then they run out of time and any eggs that haven’t yet

been found are permanently lost.

Retrieving the EggsRetrieving the Eggs

Finding the eggs is only half the challenge. Each egg

also has a unique problem awaiting the characters

when they find it.

Basilisk EggBasilisk Egg

The basilisk egg tumbled down a hill right into the

middle of a large patch of brambles. Though it is

unharmed, the egg is surrounded by wicked sharp

thorns on all sides.

The bramble patch is 5-foot-tall, 15-foot-wide, and

15-foot-thick. It has an AC of 13, 25 hit points, and

immunity to bludgeoning, piercing, and psychic

damage. If the bramble patch is attacked and the attack

misses by more than 5, the attack targets the egg

instead. A character can make a DC 15 Wisdom

(Survival) check to move through the brambles safely.

Failing this skill check results in the character taking

1d4 piercing damage for every 5 feet it moves in the

bramble patch. A creature needs both hands to

extricate the egg safely from the brambles.

Giant Spider EggGiant Spider Egg

The giant spider egg slipped out of the cart as it was

passing over a bridge and plunged straight into a fast-

moving, 40-foot-wide river. Luckily, it was swept

safely to a small islet in the middle of the river, but the

waves could take it back at any moment.
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To reach this egg, characters can make a DC 10

Strength (Athletics) check to swim across the river or a

DC 15 Dexterity (Acrobatics) check to dash across the

river rocks. Failing one of these skill checks results in

the character being swept downstream by the river 

and taking 1d6 bludgeoning damage as they are

smashed against the shoals. Creatures with a 

flying or swimming speed can reach the egg 

without making a skill check.

Griffon EggGriffon Egg

The griffon egg fell out of the cart, was picked up 

by a curious bird, and finally abandoned at the 

top of a 50-foot-tall oak tree. It now rests 

precariously on one of the upper branches, 

threatening to fall at any moment.

To reach this egg, characters can make a 

DC 15 Strength (Athletics) check to climb the 

tree trunk or a DC 10 Dexterity (Acrobatics) 

check to jump up the tree branches. Failing one 

of these skill checks results in the character 

falling from the tree 30 feet up. Creatures with a 

flying or climbing speed can reach the egg without

making a skill check.

Owlbear EggOwlbear Egg

The owlbear egg is sitting at the bottom of a ditch on

the side of the road. It is perfectly fine and can be easily

retrieved.

Wyvern EggWyvern Egg

The wyvern egg fell into an open clearing and was

there found by a giant poisonous snake, which is

now curled around it. The beast is getting ready to

swallow the egg whole.

Characters can make a DC 15 Wisdom (Animal

Handling) check or a DC 15 Charisma (Intimidation)

check to get the snake to leave the egg alone. If the

snake is attacked, it will flee when it falls below half

health.

Players might discover a different way to obtain
an egg than the methods listed above. This is
more than allowed -- it is encouraged! Reward
your players for finding unique solutions to the
challenges being presented (perhaps by giving
them advantage, or decreasing the difficulty of a
given skill check).

AdvancementAdvancement

When the characters recover all five eggs (or as many

of them as they can before time runs out), advance to

the next section.

Poacher AmbushPoacher Ambush

Several members of the Broodbreaker Gang, the

group of poachers who previously stole the monster

eggs, have secretly followed Hazel and Perben with the

goal of retrieving their lost prizes. They now ambush

the characters as they are returning to Hazel.

When the characters leave Cerbann Forest (carrying

at least one egg), read or paraphrase the following:

As you make your way out of the forest, you hear a

sudden rustling noise. Then, a large human man steps

into your path, and several more emerge from the forest

around you. They are all wielding loaded crossbows and

wicked expressions.

The man in front of you is imposing and scarred from

many battles. He smiles as he sees you, exposing

rotten, yellowed teeth.

“Well, well, well,” he says, “You must be the ones who

nabbed our little beasties.”

The speaker is the Broodbreaker Gang lieutenant

known as Torg the Trapper (CE human thug,

equipped with a +1 net). He is accompanied by five

bandits.

6

https://5thsrd.org/gamemaster_rules/monsters/giant_poisonous_snake/
https://5thsrd.org/gamemaster_rules/monsters/thug/
https://5thsrd.org/gamemaster_rules/magic_items/weapon_1_2_or_3/
https://5thsrd.org/gamemaster_rules/monsters/bandit/


Torg the TrapperTorg the Trapper

“Hand over the little beasties. Now.”

Appearance. Hulking. Scarred. Long warrior's

braid.

Personality. Brutish, but has a certain low cunning.

Calls the monster eggs “beasties”.

Secret. Intends to take the monster eggs and sell

them himself.

 

Depending on their actions, the party may either

fight the poachers or convince them to leave.

Fighting the PoachersFighting the Poachers

If the characters refuse to give the poachers the eggs

and/or fail their checks to persuade or intimidate them,

the Broodbreaker Gang attacks immediately. The

characters might also choose to attack the poachers

themselves, which Torg the Trapper and the others

respond to with a savage glee.

In combat, Torg the Trapper will target the character

carrying the most eggs and try to restrain them with

his +1 net. If possible, he will cancel out the

disadvantage of the net attack with Pack Tactics. All

poachers will target a character who has been

restrained.

If Perben is present, he’ll aid the characters in

combat against the poachers. Perben is a scout with

the following changes:

Perben does not have a Multiattack action.

Perben can cast entangle once a day (spell save DC

11).

Convincing the Poachers toConvincing the Poachers to

LeaveLeave

The poachers can be convinced to leave without a fight

through several different ways. A show of force might

intimidate them into fleeing, or a particularly silver-

tongued character might persuade them that a couple

of eggs aren’t worth their lives. However, in general, the

DC of skill checks to make the poachers leave

peacefully should be Hard (DC 20) or Very Hard

(DC 25) as the poachers are seasoned criminals not

easily deterred from their goal.

If the characters give the poachers the eggs, this will

not convince them to leave -- they will break their word

and attack the party when their backs are turned.

Encounter Scaling GuideEncounter Scaling Guide

This encounter is scaled for four 2nd-level characters.

For a group of 1st-level characters, reduce the number

of bandits from five to three; for a group of 3rd-level

characters, increase the number of bandits from five to

six.

For groups of more or less than four characters,

follow the above scaling guide, then add or subtract

one additional bandit for every two party characters

more or less than the baseline of four.

AdvancementAdvancement

When the party has dealt with the poachers, advance to

the resolution.

ResolutionResolution

The characters are now able to return to Hazel and the

cart safely. There are no more threats along the way.

If the party returns to Hazel with at least one of the

lost monster eggs, Hazel will give the party all of the

rewards she promised. If the party returns to Hazel

with all five of the lost monster eggs, Hazel will

also give each player an additional potion of healing (if

she didn’t already promise to give them one earlier).

If Perben survived the encounter with the poachers,

he will also profusely thank the characters for their

help in fixing his earlier mistake.

Optional: Keeping An EggOptional: Keeping An Egg

If you are comfortable with the idea of your group

owning a pet, you can also allow a successful party to

keep one of the eggs they found.

Hazel will need to be convinced of the party’s ability

to take care of the baby monster, but, if convinced, she

will allow the party to retain an egg and will give them

tips on how to take care of it (see egg descriptions in

Appendix A). She will ask the party to come to Ostara’s

Sanctuary after the creature is born for a check-up and

training.

If you are not comfortable with this idea, you can

have Hazel say that the characters are not trained to

take care of such a creature, but they can come visit the

baby monsters at Ostara’s Sanctuary anytime.

Further AdventuresFurther Adventures

Certain narrative threads, such as the specifics of

Ostara’s Sanctuary and the fate of the Broodbreaker

Gang, are purposefully left open by this adventure to

allow for future exploration. If Monster Egg Hunt is

played as part of an ongoing campaign, then these

details can be fleshed out in future adventures.

For example: do Hazel and Perben actually make it

back to Ostara’s Sanctuary, or do they encounter more

trouble along the way? What exactly do characters find

if they travel to Ostara’s Sanctuary? And is this the last

run-in the Broodbreaker Gang has with the party, or is

there more trouble brewing in the future?

You decide!

7

https://5thsrd.org/gamemaster_rules/monsters/scout/
https://5thsrd.org/spellcasting/spells/entangle/
http://5thsrd.org/gamemaster_rules/magic_items/potion_of_healing/


Appendix A: EggsAppendix A: Eggs

Basilisk EggBasilisk Egg

This spotted, dark-brown egg seems to weigh more

than it should. The exterior of the egg is incredibly

thick -- almost petrified.

Basilisk eggs do best when incubated in a cool, dry

environment, but are remarkably hardy and can

flourish almost anywhere. If properly tended to, this

egg hatches after 6d6 days, and a healthy baby

basilisk emerges.

The basilisk egg has an AC of 5, 10 hitpoints, and

immunity to psychic damage.

Giant Spider EggGiant Spider Egg

This veined, dark purple egg pulses occasionally. The

surface of the egg is soft and sticky to the touch.

Giant spider eggs incubate best when completely

covered in a sticky or viscous substance. If properly

tended to, this egg hatches after 6d6 days, and a

healthy baby giant spider emerges.

The giant spider egg has an AC of 5, 10 hitpoints,

and immunity to psychic damage.

Griffon EggGriffon Egg

This beautiful, swirled, light blue egg is remarkably

light. Wispy, cloudlike markings appear to move across

the surface of the egg.

Griffon eggs must be carried while incubating. They

also seem to hatch faster when brought into higher

altitudes. If properly tended to, this egg hatches after

6d6 days, and a healthy baby griffon emerges.

The griffon egg has an AC of 5, 10 hitpoints, and

immunity to psychic damage.

Owlbear EggOwlbear Egg

This large, reddish-brown egg is covered with a soft

down. Faint hoots and growls can be heard periodically

emerging from the egg.

Owlbear eggs require a warm, dry environment for

incubation; keeping the egg in the dark is also

recommended. If properly tended to, this egg hatches

after 6d6 days, and a healthy baby owlbear emerges.

The owlbear egg has an AC of 5, 10 hitpoints, and

immunity to psychic damage.

Wyvern EggWyvern Egg

This vibrant green egg is scaly and warm. Touching it

with bare hands gives one a strange tingling sensation.

Wyvern eggs must be incubated in a hot

environment; the higher the temperature, the better. If

properly tended to, this egg hatches after 6d6 days, and

a healthy baby wyvern emerges.

The wyvern egg has an AC of 5, 10 hitpoints, and

immunity to psychic damage.
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Appendix B: HandoutsAppendix B: Handouts
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Keep on adventuring!

10

https://shutterstock.com/
https://shutterstock.com/
http://creativecommons.org/licenses/by-sa/4.0/


 

OPEN GAME LICENSE Version 1.0a 

The following text is the property of Wizards of the Coast, LLC. 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, nonexclusive 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, LLC. System Reference Document 5.1

Copyright 2016, Wizards of the Coast, LLC.; 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.  

DUNGEONS & DRAGONS, D&D, Wizards of the Coast, Forgotten

Realms, Ravenloft, Eberron, the dragon ampersand, Ravnica and all

other Wizards of the Coast product names, and their respective

logos are trademarks of Wizards of the Coast in the USA and other

countries.  

This work contains material that is copyright Wizards of the Coast

and/or other authors. Such material is used with permission under

the Community Content Agreement for Dungeon Masters Guild.  

All other original material in this work is copyright 2019 by Will

Ridenour and published under the Community Content Agreement

for Dungeon Masters Guild.  

11


