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The Cult of the Dragon
"THE CUT OF THE DRAGON" is balanced for characters of

3rd level. This quest is to become available via the Phandalin

Job Board when the characters hit level 3.

Location Overview
Cragmaw Hideout, located West of Phandalin on the Triboar

trail used to serve as a raiding post for the Cragmaw clan of

Goblins. Their leader Klarg was defeated and the hideout has

long been desested until recently. The Cult of the Dragon

seems to have setup a stronghold within these caves.

Quest Goals
The complete the Cult of the Dragon quest, the adventurers

must remove the Cult of the Dragon from this location by any

means necessary.

Arrival
As you approach the location, you see fresh cart tracks. It

appears a cart has either recently arrived or left. You then spot

a large cave in a hillside five miles from then Triboar Trail. A

shallow stream flows out of the cave mouth, which is

screened by dense briar thickets. A narrow dry path leads into

the cave on the right-hand side of the stream.

The Cult of the Dragon - History
A player that is proficient with History or Religion (Intellect)

skill may roll. On a successful DC 11 they know the cult has

always focused on raising dragons from the dead, worshiping

them, giving them treasures for their hoard. Typically purple

robes denote a member of the Cult of the Dragon. They’ve

also been known to hire mercenaries and do a lot of trade

among the Sword Coast.

Cultist Behaviour
One of the recruits the Hatchery (Area 8) will
surrender if the fight is going poorly. This cultist
will hide and beg for their life and will provide the
following information about the cult if they are left
alive.

“The cult is under new leadership, They are
searching for artifacts from long ago, but that is all
I know. The leader points to the cult fanatic) was
the only one communicating the rest of the cult. I
overheard the name Rezmir.”

Cragmaw Hideout

1. Cave Mouth
A cart is parked here. It appears there was another cart that

recently left as there are fresh wheel indentations.

2. Guard Post
Hidden behind dense thicket is one cultist for each party
member. 

The cultists have a passive perception of 10.

On the 2nd round of combat one Kobold Scale Sorcerer,

three Cultists and one Guard Drake join the fight. 

The guard drake is loyal to only this Kobold Scale Sorcerer.

3. Storage
There are 2 oxen tied up here to hitching posts. The room

has a torch and is very dimly lit.

During the day, sunlight does spill into this area.

The Cave

As you venture deeper into the cave, you notice that the cave

is rich with life. It is humid in the cave, warmer than outside.

There is moss on the ground and walls and vines and

shrubbery. Not really typical of a subterrainian cave.

5. Broken Bridge
It appears there was once a bridge at this location that

connected to the left side cave, This path has been caved in

and is unpassable. The stones are covered with a thick moss

and vines dangle down, comsuming what was once a wooden

bridge.

7. Pools
This area appears to have a small pools of water. Water

appears to flow from beneath a wall of the cave and down the

small stream out of the cave. Players can see light coming

from the south (8).

1
The Cult of the Dragon

Sam
ple 

file



8. Hatchery
When the players approach from the (7 Pools) they see many things. There are boxes of supplies in one corner, there is a one
Cult Fanatic and one Cultist for each party member. 

If the culists have been alerted to the players arrival, they are preparing for battle. If they are not aware, the fanatic is reading a

tome and the other cultists are sitting around a fire, one is eating and two appear to be talking.

There is also a Green Dragon Wyrmling who appears to be feeding. The dragons name is Toxicayne, and is the relative of

Venomfang.

The Green Dragon Wyrmling will join combat on the second round.

If the players observe before entering the chamber, they hear the cult fanatic referring to the small dragon as the spawn of

Venomfang. That her father was a mighty dragon slain before his time. He seems to be giving a somewhat motivational speech as

the dragon eats.

On a successful perception (wisdom) check of DC 17 the players notice that a cultist appears to be reinforcing a large crate that

appears to be frozen solid in ice.

Tresure
None of the cultists carry anything of worth.

A small hoard is kept in the cave for the dragon wyrmling. 2000cp / 1200sp / 110gp worth of coin and items. 1x potion of climbing

and 1x spell scroll of Feather Fall

There is also a crate of fresh-ish meat for the dragon.

Conclusion
This concludes the Side Quest - Returning to Harbin Wester with news and proof that the Cult has been removed he will reward

the players with a sum of 200gp

The intention of this adventure is to introduce the players to the Cult of the Dragon in the Sword Coast and can be used to help

plant seeds of your adventure beyond level 6! 

This side quest was written, edited and posted by Johno Brownrigg. This document made via Homebrewery.naturalcrit.com
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