DUNGEONS & LAIRS #39:
TROLL BRIDGE

Troll Bridge is a Fifth Edition plug-in adventure for
four characters with an average party level (APL) CREDITS
of 3, 5, 8, or 11. This document offers details for The following creators made this adventure
the 3rd-level version. For the full adjustments for possible:
all level ranges, sign up for the DMDave Patreon.
The troll Zulgeteb and his minions have taken Design and Writing. DMDave, Alexander
residence in caves underneath a bridge on an im- LeFort of Tavern Tales
portant trade route and use their position to am- Cartography. Tom Cartos
bush merchants and travelers. If the characters Creature Design. Tony Casper of Spectre
want to ensure that the road is safe once more, Creations
they must brave the traps and enemies within the Artwork. Matias Lazaro, Paper Forge
caverns until they encounter Zulgeteb himself.
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PLUG-IN ADVENTURE

As a plug-in adventure, the adventure content
serves as drop-in material for game masters who
wish to add a dungeon to a preexisting campaign or
need a side quest. Characters may come across the
bridge as a random encounter during your travels, or
they can be sent out to solve the problem by rumors
or a patron. If you need a hook for this adventure,
the full adventure contains eight possible goals for
your party.

Gold Rewards. To further incentivize the party to
travel to the Troll Bridge, the party’s patron might
offer them a gold reward. If you aren’t sure how
much to reward the party for completing the ad-
venture, pay them a total of 500 gp per level of the
adventure so long as their patron is wealthy enough
to afford such a price.

Omeria Placement

Trolls are common in every Omerian region except
for Elsath, and so Zulgeteb and his Roteaters might
threaten trade routes going over just about any
Omerian river.

RUNNING THE ADVENTURE

To run the adventure, you need the three Fifth
Edition core rulebooks. If you don’t have a copy,
you can access a free basic ruleset from the official
source.

Text that appears in a box like this is meant to
be read aloud or paraphrased for the players
when their characters first arrive at a location
or under specific circumstances, as described
in the text.

When a creature’s name appears in bold type,
that’s a visual cue pointing you to its stat block as
a way of saying, “Hey, game master, make sure you
get this creature’s stat block ready—there’s going
to be an encounter!” If the stat block appears in the
Appendix of this adventure, the text tells you so;
otherwise, you can find the stat block in the core
rulebook.

Spells and nonmagical equipment mentioned in the
adventure are described in the core manual for play-
ers. Magic items are described in the core manual
for game masters unless the adventure’s text directs
you to an item’s description in the Appendix.
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THE TROLL BRIDGE

As the main connection between two prominent
trade roads, the troll bridge is not hard to find. When
the characters come across it, read or paraphrase
the following:

The sounds of a quick-running river have been
getting louder for the past few minutes of
your journey, and as you round a bend in the
road, you come to the bridge that crosses it.
What could be a pleasant scene is marred by
a destroyed wagon lying in the middle of the
bridge. There is blood on the stones surround-
ing it, and nobody in sight.

After a number of successful ambushes, the Ro-
teaters have grown careless. They did not bother to
remove the evidence of the latest fight, nor post a
guard outside their cave. If the characters search the
broken wagon, they find that no valuables are left in
the wreckage, nor are there signs of survivors. The
bloody trail of where the Roteaters dragged both
merchants and merchandise away can be followed
without a check and leads down a few steps to the
shore of the river. There, a character can discover
the hidden entrance to Zulgeteb’s caverns with a
successful DC 15 Wisdom (Perception or Survival)
check or 10 minutes time.

TROLL RESEARCH

If the characters are hired specifically to deal
with Zulgeteb and the Roteaters, they can spend
one or more weeks of downtime learning what
they can about trolls before they set out. To do
so, the characters need access to a library or an
expert on trolls—a local adventurer or ranger, for
example. The characters need to spend at least
50 gp to cover the expenses of the research. Af-
ter the characters conduct 40 hours of research,
one of the characters must make an Intelligence
(Arcana) or Wisdom (Nature) check with a +1
bonus per 50 gp spend beyond the initial 50 gp,
to a maximum of +6. Refer to the table below
to determine how much lore the character learns
about trolls. The results are cumulative.

Check Total Lore Learned

1-5 No lore learned

6-10 Trolls are tremendously strong,
though dimwitted and easily
outsmarted.

11-20 Trolls have regenerative capa-

bilities that allow them to shrug
off injuries. Their filthy lairs are
often home to poisonous fungi to
which the trolls are immune.

Trolls have a weakness to fire.
Burning a troll prevents it from
regenerating any injuries for a
short time.
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ZULGETEB'S CAVERNS

Zulgeteb is a self-proclaimed “King of Trolls,” a vi-
cious, elder brute of a troll who leads a small group
of minions known as the Roteaters in terrorizing the
surrounding region. Zulgeteb and the Roteaters set
up ambushes on hunting paths, raid traveling mer-
chant caravans, and blockade key crossings, espe-
cially bridges. The caverns beneath this particular
bridge serve as their lair.

GENERAL FEATURES

The following features are common throughout all
areas of the caverns unless otherwise stated and are
printed here for ease of reference:

Ceilings, Walls, and Floors. The trolls have slightly
expanded and reshaped what are otherwise nat-
urally-formed caverns. Ceilings average 15 feet in
height. Floors are uneven but are not considered
difficult terrain.

Light. The caverns are dimly lit by pole-mounted
torches inconsistently placed throughout their inte-
rior.

Ambient Stink. The caverns smell terrible. When a
visitor to the caverns enters them for the first time,
they must succeed on a DC 8 Constitution saving
throw to avoid vomiting. A creature who succeeds
on the saving throw is immune to the stink for the
next 24 hours.
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1. ENTRANCE PASSAGEWAY

3. Reruse TUNNEL

Roughly hewn stone steps descend to the
south toward a spiked pit. A large boulder
flanks the east wall of the passageway.

Secret Passageway. The entrance to the cave is
set up to lure invaders toward the pit trap. The trolls
access the rest of the cave by pushing aside the
boulder along the east wall and moving through the
passageway behind it. A character who succeeds
on a DC 13 Wisdom (Perception) check notices
disturbed dirt and scrape marks in the cavern floor
that suggest previous movement of the boulder. The
boulder can be pushed aside to reveal the hidden
passageway with a successful DC 15 Strength (Ath-
letics) check.

2. Spikep PiT

The passageway is cut off by a spiked pit ap-
proximately fifteen feet deep, its northern end
partially flooded with murky water. Several
wooden planks have been nailed together to
provide a rickety path over the pit. The air car-
ries a faint but distinct smell of feces.

The planks are deliberately placed to suggest their
use; however, their construction is purposefully
shoddy. A character who makes a successful DC 13
Wisdom (Perception) check of the planks and their
construction can determine that using them to cross
would almost certainly result in their collapse.

Trap: Spiked Pit. When a Medium or larger crea-

ture attempts to use the planks to cross over the pit,

the planks give away and fall into the pit below. The
creature can make a Dexterity saving throw to leap
to the other side or fall into the pit itself. The DC

of this saving throw and the damage dealt by the
pit are dependent on the level of the adventure, as
shown on the table below.

Spiked Pit
Version Save DC Damage
3 DC 13 11 (2d10) piercing
b+ Available in the full adventure

Refuse Tunnel. A character at the bottom of the
pit with a passive Perception score of 12 or higher
notices a 4-foot-wide and 3-foot-tall tunnel near the
base of the west wall. This tunnel connects to the
refuse room (area 10) where the occupants of the
caves do their business.
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This refuse tunnel is half-flooded with murky, fe-
ces-filled water. A character who spends at least 1
round in this tunnel must make a Constitution saving
throw, becoming poisoned for one hour on a failed
save. The DC of this saving throw depends on the
level of the adventure, as shown on the table below.

Refuse Tunnel

Version Save DC

3 DC 13

b+ Available in the full adventure
4. KiTCHEN

Skinned carcasses hang from hooks mounted
to the ceiling of this spacious chamber. Stone
tables are smeared with blood and covered
in cuts of meat, carving tools, and discarded
bones. An animal hide is stretched over a tan-
ning rack. In the middle of the cavern, a bub-
bling pot of stew is suspended over a roaring
fire. Multiple passages exit in all directions.

Zulgeteb and his minions butcher and prepare their
food in this chamber and occasionally gather here
to share meals. The carcasses throughout the room
mostly belong to deer and cows; however, a charac-
ter who makes a successful DC 12 Wisdom (Medi-




cine) check can identify pieces of humanoid remains
amongst the meat.

Manacles Key. Hanging on a rusty nail in the south
wall of this cavern is a single iron key that unlocks
the manacles that restrain the halfling Goster Stout-
song in area 11.

Encounter: Zulgeteb’s Minions. A few of Zul-
geteb’s minions are present in this room preparing
a meal. The minions attack the party on sight and
attempt to flee the caverns once it becomes clear
that the party will defeat them in combat. In this
case, they will try to flee to area 7 or area 13 to
warn their allies. Add any creature that escapes here
to the encounters in those areas. The nature of Zu-
Igeteb’s minions depends on the level of the adven-
ture as shown on the table below.

Version Creatures
3 6 goblins
b+ Available in the full adventure

Hazard: Spiked Pit. There is a spiked pit at the
southern end of the kitchen area. In combat, Zul-
geteb’s minions (especially any trolls) may attempt
to draw characters towards the pit and shove them
in. The pitis 10 feet deep. A creature who falls
into the pit takes piercing damage from the spikes
in addition to 3 (1d6) fall damage. The spikes are
also poison-tipped, requiring the creature to make a
Constitution saving throw, taking full poison damage
on a failed saving throw or half that amount on a
successful one. The DC of this saving throw and the
damage dealt by the spikes depends on the level of
the adventure as shown on the table below.

Spiked Pit
Version Save DC Damage
3 DC 13 9 (2d8) piercing and 7 (2d6)
poison
b+ Available in the full adventure

5. WEST SLEEPING CAVERN

This sleeping area is filled with dirty linens
and musty animal skins.

The minions who sleep in this room are currently
busy with duties in the kitchen (area 3). A character
with a passive Perception score of 12 or higher no-
tices a cracked pair of glasses lying near one of the
animal skins. These glasses belong to Goster Stout-
song, the halfling imprisoned in area 11.

6. STORAGE AREA

Five large jars wrapped in linen and an iron-
bound wooden chest are nestled within this
small cavern.

The five jars as well as the chest were recently
stolen from a merchant wagon by Zulgeteb’s min-
ions. A halfling named Goster Stoutstong is the sole
surviving member of the wagon and is imprisoned
in area 11. Each jar is full of honey that the minions
hope to keep and enjoy for themselves.

Treasure: Locked Chest. As with the jars of honey,
Zulgeteb’s minions are hoping to take the contents
of this chest for themselves. They have temporarily
hidden it in this room while they wait for Zulgeteb to
leave the caverns for a while so they can smash it
open and take its contents. The chest is locked and
can be opened with a successful DC 14 Dexterity
check using thieves’ tools or a successful DC 22
Strength (Athletics) check. Inside the chest are 350
sp. 210 gp. and four sapphires worth 25 gp each.

7. EAST SLEEPING CAVERN

Animal skins and dirtied linens are piled hap-
hazardly near the north wall of this cavern to
form a simple sleeping area.

Half of Zulgeteb’s minions sleep here, while the
other half rest in the adjoining sleeping area (area 5).
Characters who search through the skins and linens
can find a leather pouch placed behind a small pile
of rocks. Inside the pouch are two rubies worth 25
gp each.

Encounter: Zulgeteb’s Minions. \When they aren’t
sleeping, some of Zulgeteb's
minions wrestle and
bicker in this cav-
ern. The minions
attack the party on
sight and attempt to
flee the caverns once it
becomes clear that the
party will defeat them
in combat. The nature of
Zulgeteb’s minions de-
pends on the level of the
adventure as shown on
the table below.
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Version Creatures
3 6 goblins
b+ Available in the full adventure

8. TrorPHY Room

The walls of this chamber form natural rock
ledges, atop which various skulls have been
placed, many of them humanoid.

The skulls throughout this chamber are personal
trophies of Zulgeteb that he has gathered over many
years of terrorizing the area.

9. GARBAGE Room

This room is piled with broken containers,
rusted weaponry, scraps of wood, old bones,
organic waste, and other detritus. Multiple
passages exit to the east and west.

Zulgeteb and his minions dispose of anything in
this chamber that isn’t their feces.

Treasure: Discarded Hilt. A character who search-
es the room and makes a successful DC 20 Wisdom
(Perception) check finds a rusted dagger hilt embed-
ded with a mud-smeared emerald worth 25 gp that
the clan overlooked.

Encounter: Waste Disposal. Zulgeteb and his
minions share a symbiotic relationship with the
creature that lives in the piles of waste in this room,
consuming garbage for sustenance. The creature is

familiar with the clan and does not attack its mem-
bers because it knows they are the steady source of
its food. The characters, however, have a different
smell to the cave’s inhabitants and are recognized
as outsiders, causing the creature to attack. The
creature will not pursue the characters if they flee
the room. The nature of the creature depends on the
level of the adventure as shown on the table below.

Version Creatures
3 1 otyugh with 75 hit points
b+ Available in the full adventure

10. Reruse Roowm

The smell of feces overpowers the senses in
this small cavern, which features a pit dug out
near its northern wall filled with dark sludge
that buzzes with flies.

Zulgeteb and his minions do their business in the
pit within this cavern. The pit leads to a small, natu-
rally formed tunnel that connects this chamber with
the pit trap near the entrance to the caverns.

11. Prison CAVERN

Iron cages, old bones, and rusted chains are
scattered about this cavern. Manacled to the
south wall is a tired-looking halfling wearing
dirtied merchant’s finery.

Zulgeteb and his minions occasionally keep prison-
ers here for a time before eating them, sometimes
in an attempt to extract information from them on
potential raiding targets.

Prisoner of Zulgeteb. The halfling manacled to the
wall is a traveling merchant named Goster Stout-
song (NG male halfling commoner). Goster is a
middle-aged halfling with long, messy black hair, a
freckled face, and a slightly raspy voice. He can

explain the following to the characters:

> His companions were slain

and he was taken prisoner after their

merchant caravan was attacked by
the trolls.
> His caravan was loaded with
jars of honey as well as a chest of trea-
sure. He believes the trolls are keeping
the wagon’s payload somewhere in the
caverns.
» One of the clan members took his glasses from
him and now he can barely see.
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» He doesn’t know where the key to his chains is
kept.

» If the party can rescue him and recover his pay-
load, he will reward them with 150 gp.

Goster’s chains can be released with the key in
area 4, with a successful DC 13 Dexterity check
using thieves’ tools, or with a successful DC 22
Strength (Athletics) check. Goster is a non-combat-
ant. If freed, he waits for the party to signal that the
escape path is clear.

12. STAGNANT PooL

This chamber is flooded by a stagnant pool of
water. An inconsistent stream drips through a
seam in the cavern ceiling. Colorful patches of
yellow fungus grow over the walls.

The water in this chamber is one foot deep. Char-
acters with a passive Perception score of 12 or high-
er notice yellow mold growing not just on the walls,
but on parts of the cavern floor as well. A character
who makes a successful DC 13 Wisdom (Nature)
check can identify the mold as a highly toxic species
that releases dangerous spores when disturbed. As
long as the characters actively try to avoid stepping
on the mold, they can do so without a check.

Hazard: Yellow Mold. Characters who walk over
the yellow mold cause it to release a cloud of spores
in a 10-foot radius around itself. Creatures caught
in the spore cloud must make a Constitution saving
throw, taking full poison damage on a failed saving
throw or half that amount on a successful one. The
DC of this saving throw and the amount of dam-
age taken depend on the level of the adventure, as
shown on the table below.

Yellow Mold
Version Save DC Damage
3 DC 13 9 (2d8) poison
5+ Available in the full adventure

13. ZuLGeTEB's CHAMBER

A gnarled throne of wood and bone rests on
a layer of animal skins and is surrounded by
skulls mounted on wooden stakes. Trunks,
chests, and crates line the walls of the room.
A roaring campfire burns in the middle of the
chamber.

Encounter: Zulgeteb. Zulgeteb spends most of
his time here with his pet, staring into the flames
of the fire and attempting to commune with spirits.
Zulgeteb and his pet attack the party immediately.
Zulgeteb is too furious to retreat and fights to the
death alongside his pet. Zulgeteb’s statistics and the
nature of his pet depend on the level of the adven-
ture, as shown on the table below.

Version Creatures

3 Zulgeteb uses troll statistics, his pet is
a wolf

b+ Available in the full adventure

Treasure: Zulgeteb’s Hoard. Though many of the
containers in this chamber are filled with food and
alcohol, Zulgeteb has also amassed a small hoard of
wealth over his time of terrorizing the surrounding
region. The total value of the hoard depends on the
level of the adventure and can be determined by
rolling a number of times on the appropriate treasure
hoard table in the DMG as shown in the table below.

Version Hoard Value
3 One roll on the CR 0-4 Hoard table.
b+ Available in the full adventure

CONCLUDING THE ADVENTURE

As long as the characters clear out the cave and
deal with Zulgeteb, the trade route becomes secure
once more. Goster pays the promised 150 gp to
the party if he is escorted back to a village or town
and his merchandise is returned to him, and if the
characters were initially hired to deal with the troll
problem, their patron or employer pays them their
reward as well.

If any of the Roteaters escaped, they might lick
their wounds and eventually come back stronger,
though without the leadership of Zulgeteb this is
unlikely. The caves underneath the bridge however
are a tempting hideout for many other creatures as
well, and so in time, they could serve as the lair of
other bandits. Q
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OTHER DunGEONS & LAIRS ADVENTURES

» Dungeons & Lairs #1: Skeleton Tomb

» Dungeons & Lairs #2: Kobold Tunnels

» Dungeons & Lairs #3: Archmage Stronghold

» Dungeons & Lairs #4: Animated Objects

» Dungeons & Lairs #5: Banshee Tower

» Dungeons & Lairs #6: Basilisk Canyon

» Dungeons & Lairs #7: Aboleth Cave

» Dungeons & Lairs #8: Crawler Chasm

» Dungeons & Lairs #9: Mummy Lord’s Pyramid
» Dungeons & Lairs #10: Depth Watcher’s Pool

» Dungeons & Lairs #11: Dread Knight's Oubliette
» Dungeons & Lairs #12: Shadow Cat Gully

» Dungeons & Lairs #13: Dragon Turtle Shipwreck
» Dungeons & Lairs #14: Fey Dragon Forest

» Dungeons & Lairs #15: Fungus Grotto

» Dungeons & Lairs #16: Ophidian Monastery

» Dungeons & Lairs #17: Night Hag Gallery

» Dungeons & Lairs #18: Darkmantle Space Freighter
» Dungeons & Lairs #19: Griffon Nest

» Dungeons & Lairs #20: Lich Tower

» Dungeons & Lairs #21: Werewolf Village

» Dungeons & Lairs #22: Haunted Castle

» Dungeons & Lairs #23: Ethereal Plane

» Dungeons & Lairs #24: Flesh Golem Laboratory
» Dungeons & Lairs #25: Pazuzu's Aerie

» Dungeons & Lairs #26: Vampire Church

» Dungeons & Lairs #27: White Dragon Cavern

» Dungeons & Lairs #28: Ninja Clan Hold

» Dungeons & Lairs #29: Minotaur Maze

» Dungeons & Lairs #30: Owlbear Wood

» Dungeons & Lairs #31: Mimic Museum

» Dungeons & Lairs #32: Oni Palace

» Dungeons & Lairs #33: Rust Monster Mine

» Dungeons & Lairs #34: Revenant Ghost Ship

» Dungeons & Lairs #35: Sphinx Pyramid

» Dungeons & Lairs #36: Shadow Hotel

» Dungeons & Lairs #37: Salamander Forge

» Dungeons & Lairs #38: Treant Grove

» Dark Domains |: Lost Reliquary
» Dark Domains IlI: The Haunted Mine
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dated 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 Con-
tent 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 termi-
nation 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.

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, 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. | Troll Bridge. Copyright 2022, Hamrick Brands,

LLC. Authors: Dave Hamrick, Alexander LeFort. | Cartography Copyright Tom

Cartos, used with permission. | Some artwork Copyright Paper Forge, used

with permission. All rights reserved. | Some images used under license from

Shutterstock.
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