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Overview:  An old woman approaches the adventuring party and asks for their help.  She tells them 
that her son, Godfrey, has been missing for several years and she needs their help finding him. She 
gives the adventurers her clues; a dagger made from an unknown, large serrated tooth and a map 
with Godfrey scribbled along the top.   

The map easily leads the party to a hidden granite cave.  Exploring the cave is uneventful and 
unrewarding – until they reach the end and find a hole in the floor of the cave.  Peering through the 
hole the party sees a cave of red-orange stone and a throwing hammer resting on a stone pedestal.  
Intrigued, they pass through the hole and quickly realize that they are in a different realm full of large 
and unknown beasts.  Crude drawings on the wall of the cave hint at a possible reward located 
somewhere in this land.  The party’s adventure will pit them against exotic creatures and other 
hazards as they search for Godfrey.     

A 15-page adventure with a run time 4 to 6-hours for a party of four to six characters of 
level 6th – 10th. 

This adventure includes two new exotic creatures and three new magical 
weapons. 

by Jeff C. Stevens 
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Tagu’ (Ta-goo) is the shortest member of the cavemen 
and could almost pass as a dwarf.  He has matted 
brown hair that grows past his shoulders, a full brown 
beard, and is wearing brown bear hide armor that 
covers his upper torso and stops just above his knees.  
He is very inquisitive and wears a joyful, childlike smile. 
He takes correction and admonishment very strongly 
and will often drop his head in shame, which happens 
often due to his clumsy nature.   

Tagu’ may find one adventurer that he becomes 
attached to, mimicking its actions and staying close to 
its side.  Have fun with Tagu’!  He is a light hearted, fun 
bundle of joy that brings smiles to all! 

Tagu’ is very clumsy and will drop the egg that he is 
carrying when the cavemen begin to interact with the 
adventuring party. 

Suddenly, a group of six humanoids wearing various 

types of hide armor and carrying primitive spears 

bound from the forest.  They are running and looking 

over their shoulders as if being pursued.  Turning their 

attention to the trail, they see you and stop dead in 

their tracks.  The large humanoid leading the party 

holds his arms out, as if to hold the rest of his party 

back.  The humanoids stare at you with wide eyes and 

open mouths. 

The largest humanoid takes a step forward.  He’s big, 

muscled, has a brown mane of hair, and wears only a 

loin cloth.  He holds his spear upright but not 

threateningly, and peers directly at ________. 

He points a finger at ______ and says “God’f”. 

Take a moment to roll play and then read the 
following.  

The other humanoids keep their distance and watch 

anxiously as they shift their weight from one foot to 

the other.  One, the smallest of the group who could 

almost pass as a dwarf, carries a large, white egg with 

green/blue spots that is nearly as big as him.  He begins 

walking toward the leader but his foot catches on 

something in the trail and he fumbles, dropping the 

egg.  The other humanoids yell “Tagu’’” as they watch 

the egg hit the ground, crack, and begin to seep.  The 

dwarf humanoid looks up at you sheepishly and with a 

look that you associate with ‘uh-oh’. 

A few seconds later, the T-Rex (CR 8, MM, p 80) will 
appear.  The party must either fight or flee.   

For a 6th level party, you may consider reducing the 
starting HP of the T-Rex to 100 and the attack bonus to 
+8.  Doing so will reduce the XP earned to 2,900.

A loud huffing sound, like something blowing or 

sucking in air, comes from the forest.  The humanoid 

closest to the forest looks at you with wide-eyes and a 

look of fear on his face.  He slowly turns his attention 

to the forest, raising his spear as his torso turns.  

Without warning, a giant maw with huge teeth strikes 

down from the tree line, gnashes down on the 

humanoid, and raises him off the ground.  His screams 

are cut short by a loud crunch as a mouth full of large 

teeth cuts his body in half.  You watch as the lower 

torso drops to the ground and lands at the edge of the 

trail.  

The leader, small Tagu, and the remaining humanoids 

quickly reposition themselves so that they are behind 

you.  They lift their spears and begin taunting the beast 

with grunts, groans and other sounds that you do not 

comprehend. 
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The other cavemen will not understand if the party 
members give Mook or Meena attention, but they will 
not interfere.  Although at first hesitant, the cavemen 
will even let Mook or Meena leave with the 
adventuring party when they leave this realm. 

The Banan (Optional) 
Once night has fallen and the fire pit is burning high, 
Guk will call out BANAN!  Most of the other cavemen 
will begin chanting BANAN while two others stand 
from where they were sitting and walk into Guk’s cave.  
They will then return with a roughly cut clear gemstone 
that rests in a nest of thorns that is attached to a 
polished wooden staff.  This is a large diamond that fell 
from the sky one day and landed in the camp.  The 
volcano had a mild eruption and caused this stone to 
be hurled a great distance.  The stone is the size of a 
cantaloupe and has a value of 5,000 GP. 

Guk stands up, lifts his hand to the air, and yells out, 

“Banan!”  Two of the clansmen stand and walk towards 

Guk’s cave while the rest of the tribe softly chant 

‘banan’. 

 You watch as the two humanoids return from Guk’s 

cave.  They are carrying a large, polished staff.  The top 

of the staff holds a large stone nestled in a bed of 

thorns. 

 The two humanoids approach the fire pit, as they do, 

the chant of ‘banan’ grows louder.  They place the staff 

in a hole next to the fire and it stands upright.  The 

flames of the fire catch the stone and hundreds of 

prisms fill the air around you.  The crowd claps and 

grunts as they watch the lights dance around the camp. 

Should anyone attempt to steal the stone, the 
cavemen will become very upset.  If caught, the thief 
will be given only a few seconds to make a case for 
himself.  A successful DC 12 Charisma (Persuasion) will 
clear the thief from the act if he returns the stone.  
Give advantage to the roll if the thief comes up with an 
extraordinary excuse and/or uses hand gestures.  A 
failure results in the thief being exiled from the camp.   

Optional:  You may forgo the above Persuasion check 
and simply have the thief ‘tied’ to Tagu for the time 
that he/she remains in the village.  A sort-of house 
arrest.  The distance between Tagu’ and the thief is 5 

ft.  The rope is fashioned from a particularly strong vine 
that, when braided, creates a nearly unbreakable rope.  
The rope has an AC of 13 and 45 hit points.  

It appears that you are no-longer trusted.  Guk and 

several of the other humanoids, including Tagu’, gather 

around you.  They take a rope made from braided vines 

and wrap it around your torso.  The other end of the 

rope is tied around Tagu’s waist. 

Tagu’ looks at you and smiles.  

The Nom-noms 
Shortly after the banan is displayed, several of the 
female cavemen will rise and go to the small food 
storage cave.  They will bring out several baskets of a 
purple berry and begin passing these out to the 
cavemen and adventuring party.  If anyone asks what 
these berries are, the cavemen will reply “nom-noms”. 

The berries have an intoxicating and slightly 
hallucinogenic effect that causes the lights of the 
Banan to appear even more spectacular.  Any creature 
who eats a Nom-nom must succeed on a DC15 
Constitution save or become intoxicated for two hours 
(disadvantage on attack rolls and ability checks).  A 
failure also results in the character craving the nom-
noms. 

Godfrey 
Godfrey, although his time in this land was short, 
befriended the cavemen.  If asked about Godfrey, a 
caveman might: 

• Suddenly become sad, slump its shoulders and
reply with “God’f”.

• Point toward the tall cliffs to the east.

• Put a hand on the character’s shoulder and
reply “God’f”.

• Softly speak “Tu’gok’ with wide-eyes and a bit
of fear in its voice.

• 

Tu’gok is the large dinosaur that resides in the area of 
the nom-noms.  He is the creature that killed Godfrey. 

The Next Morning 
The adventuring party will be served a warm mush like 
cereal.  It could taste better, but it is edible.   
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Any creature that ate the T-Rex liver and failed their 
Constitution saving throw will begin to feel the effects 
of the poisoning. 

While eating, the adventurers will see Guk, Tagu, and 
four other cavemen grab large purse-like bags with 
shoulder straps.  The bottoms of the bags have large 
purple stains.  Guk will approach the party and say 
“nom-noms”, pause for a moment, and then say 
“God’f” and give a twitch of his head toward the east.  

This group plans to gather more nom-noms this 
morning.  Godfrey’s body just happens to be in the 
same area as the nom-noms.  Guk will continue to 
repeat the above and make gestures to coerce the 
party to come with his group.  If they do, each of the 
party members will be given a sack with a purple stain.   
Any character who failed the save when they ate the 
nom-noms will be compelled to join the expedition. 

Two cavewomen come up to you carrying several 

bowls.  They hand you a bowl and make an eating 

gesture with their hands.  You find the mush-like cereal 

to be bland, with a strange gritty, chunky, sticky 

consistency that makes it difficult to swallow.  But, in 

the end, you find that it does satisfy your hunger. 

 As you eat, you see Guk, Tagu’, Ook, and three other 

cavemen grab purple stained bags from the entrance 

of the small cave.  Guk looks around, sees you, and 

begins walking toward you.  Tagu’, having been 

struggling to adjust his bag’s shoulder strap so that it 

doesn’t drag the ground, looks up and sees Guk 

walking to you.  Tagu’ runs from the cave, jumping over 

this and that until he is by Guk’s side. 

 Guk stops in front of you, points to the east, shakes 

his purple stained bag and says, “Nom-noms!”  He 

pauses for a moment, again points to the east and 

says, “God’f”. 

Section G 

Travel time to the edge of the forest is approximately 
three hours.   

The Cave of the Gata 

As you travel through the forest, headed to the nom-

noms and Godfrey, you hear several unfamiliar sounds. 

Distant thudding, bizarre screeches, vicious roars, and 

the sound of breaking branches keeps everyone on 

high alert.  The cavemen traveling with you stop often 

and peer into the forest as they watch for danger. 

Roughly an hour into the journey, you notice a large 

cave opening some 50-feet off to the right of the trail.  

The trail leads away from the opening, yet it looks like 

it once passed the cave.   

This is the cave of the Gata, where Ook found the 
triceratops shield.  If asked about the cave, the 
cavemen will shake their heads in disagreement and 
softly say ‘gata’ with fear in their voice. 

Should the adventurers decide to investigate the cave, 
the cavemen will not enter.  They will wait for the party 
outside. 

As the party nears the cave entrance, read or 
summarize the below: 

As you approach the entrance, you sense sadness 

emanating from the cave.  Strange sounds, perhaps 

whispered chanting, echo softly from the interior and a 

foul stench ebbs toward you. 

The cave ceilings are 15-feet tall.  No light source exists 
in the cave.  The interior is very cold, much colder than 
the party would expect it to be.  A narrow, 3-feet deep 
stream flows through the middle of the cave but does 
not impede the party’s movement.   

The first section of the cave is 2-feet wide and may be 
a tight squeeze for some adventurers.  Treat this 
section as difficult terrain. 

A & B: A Swarm of Bats (CR ¼, MM, p 337) inhabits 

both Section A & B (2 swarms total).  They will become 
disturbed and attack when the party enters either 
section.  If the party disturbs the bats in Section A, the 
swarm from Section B attacks as well, and vice versa. 
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Returning the hammer to Noma is not sufficient to 
satisfy Noma’s request.  She has no knowledge of the 
hammer.  A successful DC 12 Intelligence (Insight) 
check will let a character know that what they have is 
not enough. 

The initial quest was to return Godfrey to his mother.  
The party may take all the remains of Godfrey if they 
wish.  Noma will recognize his plate armor.  Godfrey 
also wears a silver bracelet (10 gp value) on his left rest 
that is inscribed with “Proud to be your mother”.  
Returning to Noma with the plate mail and/or bracelet 
will satisfy the quest.   

Leaving the area of the Nom-noms 
The party must cross the grasslands again and possibly 
encounter the Peeka.  Roll a d20, on a roll of 15 or 
higher, 1d4+1 Peeka attack the party when they are 
halfway through the grasslands. 

Section J – the Volcano (Optional) 

A large gorge, 100 wide and 80 feet deep, blocks 
progress to the volcano.   

If the party ventures to Section K, roll once on the 
random encounters table during the journey.   

If they explore the area by the gorge, they will find: 

1d10 small uncut diamonds (25 GP value) 
1d10 medium uncut diamonds (50 gp value) 
1d10 medium fire agate (25 gp value) 
1d10 large fire agate (50 gp value) 
1d10x5 small gold nuggets (2 GP value) 

Section K – Grasslands (Optional) 

A large river, 100 feet wide by 200 feet deep, blocks 
progress past this area.  If the party ventures into the 
river, or attempts to cross the river. 

1) They are attacked by three Swarms of
Quippers (CR2 MM page 338)

2) They are attacked by three Plesiosaurus (CR 2
MM page 80)

Roll on the random encounters table if the party 
explores the grasslands of Section K, one roll for every 
two hours that they spend in this area.  If the party 
camps in this area, roll percentile dice.  A roll of 75 or 
higher results in a random encounter during the night. 

Conclusion 

The party will be invited to stay at the caveman village, 
but are free to leave if they wish.  When they leave, the 
cavemen will give each party member a gift of either a 
hide (either brown bear or saber toothed tiger), a 
tooth dagger, or several of the pretty stones (3 uncut 
diamonds, 2 fire agate) that have a 25 gold piece value 
each.  The diamonds will be worth 75 gold each if the 
party has them professionally cut. 
You may add random encounters to the journey back 
to the portal.  Also, the party may choose to use the 
other path (Section B or C) when they reach the fork in 
the road.  

The End 

Thank you for purchasing my adventure!  Please take 
a moment to leave a rating and review on the DM’s 
Guild.  Your feedback really helps with my success.  

If you like, you may email me at 
jcorvinstevens@yahoo.com if you have any questions 
about the module. Follow me on Twitter 
@jcorvinstevens. 

Thanks again! 
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Random Encounters Tables 

Random Plains/Grasslands Encounters (d10): 

1) 2 Saber Toothed Tigers (CR 2 MM Page 336)
2) 1d4+1 Saber Toothed Tigers (CR2 MM page 336)
3) 1 Triceratops (CR58 MM Page 80)
4) 1 Giant Poisonous Snake (CR ¼ MM Page 327)
5) 2 Mammoth (CR 6 MM Page 332)
6) 1d4+1 Giant Vultures (CR 1 MM Page 329)
7) 1d4+1 Pteranodons (CR ¼ MM Page 80)
8) 1d3 Giant Scorpions (CR 3 MM Page 700)
9) Quicksand (DMG Page 110) roughly 10x10 square usually 10 feet deep.  When a creature enters the area, it sinks

1D4+1 feet into the quicksand and becomes restrained.  At the start of each of the creature’s turns, it sinks
another 1D4 feet.  As long as the creature isn’t completely submerged in quicksand, it can escape by using its
action and succeeding on a Strength check.  The DC is 10 plus the number of feet the creature has sunk into the
quicksand.  A creature that is completely submerged in quicksand can’t breathe (see suffocation rules in the
PHB).

A creature can pull another creature within its reach out of a quicksand pit by using its action and succeeding on
a Strength check.  The DC is 5 plus the number of feet the target creature has sunk into the quicksand.

10) 1d3+1 Ankylosaurus (CR 3 MM Page 79)

Random Forest Encounters (d10): 

1) 1D8+1 Flying Snakes (CR 1/8 MM Page 322)
2) 1 Giant Constrictor Snake (CR 2 MM Page 324)
3) 1d4+1 Axe Beaks (CR ¼ MM Page 317)
4) Tar Pit (as Quicksand, but beginning DC is 11.  In addition, the tar is sticky and flammable and clings to creatures.)
5) Razorvine (DMG page 110)
6) 1d4+1 Allosaurus (CR 2 MM page 79)
7) 1 Giant Poisonous Snake (CR ¼ MM Page 327)
8) 1 Triceratops (CR 5 MM page 80)
9) 2 Triceratops (CR 5 MM Page 80)
10) 1d3+1 Ankylosaurus (CR 3 MM Page 79)
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The story of Godfrey White (Optional for DM) 

Godfrey (thirty-five-year-old L/E human cleric) and his ally, Hamilton (C/N halfling thief) had recently looted a rival’s home 
and acquired several hundred pieces of gold and silver, and a mighty looking black hammer.   
     Godfrey was eager to discover the magical properties of this black hammer.  He had already attuned to it, but he 
wanted to test the hammer before he used it in battle.  So, he and Hamilton took to exploring the nearby wilderness to 
see if they could drum a test subject. 
  They came across an odd opening in the side of a cliff and thought that it might be a flying creature’s lair or, perhaps, a 
bandit’s hideout.  The men scaled the cliff to the opening and explored the cave.  What they found was extraordinary!  
     While they found no creatures in the cave, they did find a hole in the cave floor.  Just peering through the hole the two 
men could tell that it led to something new and wondrous.  The stone in the new cave was a completely different color 
than the cave that they were in! 
     The two men fastened ropes and slipped through the hole.  They found childlike drawings on the cave walls and an old 
fire pit.  Moving further into this land, they found foreign vegetation and heard wild and unfamiliar sounds.   
     They travelled a day, battled a few small wondrous creatures, and encountered the indigenous humanoids – the 
cavemen.  The cavemen, seeing Godfrey in his bright shiny plate mail armor, found him to be nearly godlike. 
     Although there was a definite language barrier, Godfrey and Hamilton were able to communicate with the cavemen 
using hand gestures and mime.  Through this, Hamilton and Godfrey were able to learn that the leader’s name was Guk 
and the smallest of the group, a mischievous and inquisitive dwarf-looking humanoid, was called Tagu’.  Being both 
roughly the same size, little Tagu’ became infatuated with Hamilton, following him closely and trying to imitate his 
actions.  They soon learned that Tagu’ was not only mischievous, he was also clumsy.  The small caveman tripped, fell, 
dropped, and slipped all of the time.   
     The cavemen appeared friendly, so Godfrey and Hamilton followed them to their village and shared food and drink. 
     Godfrey was treated exceptionally well by the cavemen.  He was given extra food and attention and a gift of a bear 
skin.  Hamilton became extremely jealous.  He slipped into one of the village huts, snatched a dagger made from a 
serrated tooth and several medium sized gemstones that he thought might be diamonds.  And then he left the village and 
stealthily made his way back to the portal under the cover of darkness. 

     That same night, while Hamilton was escaping, the cavemen introduced Godfrey to a wild berry.  An older humanoid 
woman handed him the berry.  Godfrey looked at the purple morsel and then back at the woman.  She lifted her hands to 
her mouth and made an eating motion and said, “Nom-noms.”  Godfrey popped the plumb berry into his mouth and 
chewed.  He found that, not only was it delicious, it also induced mild intoxicating and hallucinogenic effects.  He also 
found that he wanted more of these Nom-noms. 
     Then the cavemen produced what might have been their holy item; a large partially cut diamond.  The stone caught 
the light of the large fire and cast flecks of brilliant colors all about the village.  It was truly a marvelous spectacle 
amplified by the effects of the wild berry. 
     The next morning, after sleeping extremely well, Godfrey awoke and found himself alone in a hut.  He exited the hut 
and found the cavemen were already busy in the village.  He was given a bowl of a warm mush which he ate with a smile. 
He was extremely happy that he was being accepted by this community. 
     He’d seen Hamilton leave last night.  He knew the thief would be jealous of him and the extra attention he was 
receiving.  The two were allies, and not much else.  They had different views on how one should live their life, but they 
worked together.  That was all. 
     Just after breakfast, several cavemen wearing empty purple stained shoulder bags approached Godfrey. They offered a 
bag to Godfrey and uttered “nom-noms”.  Godfrey deduced the group was going to gather more berries and he was being 
invited.  He set down his bowl of mush cereal, took the proffered shoulder bag, and accepted the offer to join the 
cavemen with a smile. 
     Godfrey, although having slept very well that night, felt a little weak this morning.  But only slightly.  He didn’t think 
that it would be an issue.  Maybe he was having trouble adjusting to the hot and humid climate.  Unbeknownst to 
Godfrey, the black hammer that he had recently acquired was slowly draining him of his life and causing this exhaustion. 
     The party traveled through the forest.  At the edge of the forest, the cavemen grabbed a massive carapace of some 
kind and held it over their heads.  They invited Godfrey to join them under the shield.  Godfrey gave them an inquisitive 
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look.  The leader understood the look, pointed to the sky and said, “Peeka”.  Godfrey peeked out of the tree line and saw 
several flying creatures soaring above and along the nearby cliffs.  The next part of the journey would take the party 
across a large and open grassland and Godfrey deduced that this was protection from the flying creatures.   
    They made it across the grassland without incident, entered a large gap found in the side of the cliff, set down the 
carapace and rested.  Shortly after, the party ventured further and the gap opened to a lush green meadow circled by the 
tall granite cliffs.  To the left, Godfrey saw a grand waterfall feeding a river that cut through the area, and along the banks 
of the river, up near the waterfall, he could make out the plump purple nom-nom berries.   
     He began to walk toward the berries, but the leader of the cavemen grabbed Godfrey by the arm and stopped him.  
The leader looked at Godfrey and pointed to the trees on the other side of the river.  Godfrey looked in that direction and 
saw a large opening in the trees.  He looked back at the leader.  The leader continued looking at the trees and said, 
“Tu’Gok.” 
     The cavemen moved stealthily through the area and made their way to the berries.  They quickly filled their bags with 
the purple fruits, smiling as they did.   
     With their bags now full of the ripest berries, the group turned to head back to the entrance.  They had only taken a 
few steps when they heard a deep, guttural growl come from behind them.  They stopped, turned around, and saw the 
head of Tu’Gok resting on the near river bank, its body still laying hidden in the water. Godfrey was amazed at the 
enormous size of this creature’s head.   
     Without warning, the massive creature leapt from the river and landed just a few feet from the party.  Godfrey was 
amazed.  He had never before seen such a beast. Its body rested on two enormous hind legs.  Its forelimbs were small and 
nearly useless, but the threats seemed to lie in the creature’s enormous mouth and muscular tail. 
     Several of the cavemen threw their spears at the beast.  One spear found its mark and pierced the thick skin of the 
reptilian-like creature, but the weapon had little effect.  Tu’Gok began to move forward, its huge clawed feet leaving large 
impressions in the soft ground by the river.  The cavemen turned to run and Godfrey followed.  
     They ran as fast as they could, but the creature was gaining.  Godfrey turned his head and looked behind him and 
watched in horror as Tu’Gok dropped his head and engulfed one of the cavemen.  With his head turned, Godfrey didn’t 
see the stone that lay in his path. 




















