
D&D Christmas Campaign 

 

Opening Scene 

You are all sat in front of the fire in “The Drunk Duck”, nursing [chosen warm beverages], 

when a young half-elf enters. The wind howls through the open door, making the candles 

lighting the inn flicker. The few patrons, also huddling near the firepit, grumble at the 

newcomer to close the door. The half-elf approaches you. “Are you [group name]? My name 

is Reynfaelor Haelwraek, and I have been sent here to find you. Please, my master, The True 

Lord of The North, is in dire need of your help. His workshop has been attacked, and he needs 

your help to defend it.” If asked, master is revealed as Santa. 

Santa’s Workshop 

When you reach the workshop, you don’t see anything out of the ordinary. When you walk 

through the door, you are greeted by a large, jolly man in a red suit, walking down the steps 

from his ‘definitely not a throne’ (unless already revealed that TLoTN = Santa). “Ho Ho Ho. 

Why ‘ello there. What can I do for you?” (Half-elf) “These are the adventurers that you sent 

me out to go get, master.” (Santa) “What are you on about? Can’t you see that everything is 

fine? I don’t even know what you’re on about.” 

Everyone makes DC 20 Perception/Investigation roll. Successful rolls will reveal that the 

‘Santa’ doesn’t fit the outfit he’s wearing, that all the workers are all reaching for something 

sort of hidden under the tables, giggling to each other. Rolls over 25 will reveal the outline of 

a door for a hidden room, where a muffled voice can be heard. 

If the party asks about what the problem is that they had been told about, ‘Santa’ will try to 

convince the party that everything is fine. If he is confronted by a party member about if he 

is really Santa, he will try to convince again. DC 15 Insight roll. If successful, he will rip off 

outfit, to reveal Ogre. Roll combat initiative, as Ogre and Goblins x4 will attack. If 

unsuccessful, Santa (with AC 20 and 59 HP) and Goblins x4 will attack. The tables that the 

Goblins are hiding behind give half cover. 

Hidden Room 

If the hidden room is discovered in the perception roll by any player, they can alert its 

presence to the other players. They may attempt to open it with a thief’s toolkit + DC 15 DEX 

roll. This will release the real Santa. If this is done before or during combat, he will join your 

side (if fake Santa is still present, he will be revealed as an ogre). 

If the party defeats the enemies without discovering the hidden room, roll for a DC 15 

Investigation check. Again, a thief’s toolkit + DC 15 DEX roll is required to unlock the hidden 

room, releasing Santa. 

End 



Santa thanks the party for freeing him (improv) and offers each party member a non-magical 

item. 

Creature List 

Santa Claus 

 

Goblin 



 

Ogre 

 

 

Rewards 

Rescue Santa = 50 xp per player 

Defeat Santa = 5900 xp 

Defeat Ogre = 450 xp 

Defeat Goblin = 50 xp 

 

Gives 1 non-magic item to each player. 
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