
 

Game: Gloomwrought Campaign, D&D 5e Date: May 16th, 2020  
 
Characters: 
Ping the Vile, half-elf ranger - 13 (Dan Gilbert) 
Rear Admiral Nigel Ramsbottom, half-elf rogue/warlock - 7/6 (Quinton Laughman) 
Ser Pipkin Goodwood, half-elf paladin - 13 (Andrew Smith) 
Colonel Sigmund, dragonborn sorcerer - 13 (Nate Grim) 
Inara, human cleric - 13 (Kayla Nicholas) 
“Hawkeye” Yeoff Revictus III, human fighter - 13 (Connor Kanya) 
 
Campaign Date:  
 
DM: Justin Nicholas 
 
Log: 
 
The Questors decide to exact vengeance on Mirara for taking the divining rod, so they teleport 
to Cuvet, the capital of Hisar.  

 
The party meets Cedric, the main guard. They talk to the Divine Soul 
who has a punchable face.  
 
He insults Inara, taking her off the team. He dismisses the party. 
 
Sigmund and Inara scry the divining rod. They see a dark room with 
Unnar, Abraxas, a high priestess storm giantess shrunk to human 
size, and other shadowy forms who defy scrying. They see where the 
divining rod is stored in a secure vault within the dungeon level of the 
acropolis. 
 
Pipkin and Nigel make friends with Cedric, and tell him about how the 
Divine Soul is in league with these monsters. Inara asks for his help. 
Ping shows Cedric the head of the slain mind flayer, and he agrees to 
help. 
 
The next day, Cedric takes the Questors down to the dungeon level 
and leaves them where they can access the vault that holds the 
divining rod.  

 
They find a room with four dragon statues. Red, green, Bronze and platinum. Inara spins the 
platinum dragon to face the far doors, but the left door won’t budge. Pipkin pushes harder, 
which sets off a poison gas trap from the green dragon. Only by removing the gemstone eyes of 
the green dragon can they stop the trap. Pipkin forces the door further open.  



 

 
Inside there are treasures as well as a large statue of the Divine Soul. Nigel sneaks in and 
locates the rod, but decides to attack the statue identifying it as the golem Cedric had 
mentioned. Inara banishes the construct twice, allowing the Questors to quickly loot the vault 
and teleport back to Robur Vertas to safety.  
 
 
 
 
 
 
 
 


