


THE BELL THAT COULDN'T RING

Player Handbook


A Mystery Adventure for New Heroes



Welcome, Adventurer!

This handbook contains everything you need to know about
the town of Millhaven, its current crisis, and how to
create a character for this adventure.


Read sections 1-3 before your first session.
The rest is reference material for during play.
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1. Adventure Overview

What Kind of Adventure Is This?
The Bell That Couldn't Ring is a mystery adventure with elements of investigation, exploration, and combat. You'll need to uncover what caused the town's crisis, track down key NPCs, explore dangerous locations, and decide how to resolve the central conflict.

This adventure emphasizes player choice. There are multiple ways to solve the mystery, and your decisions will shape the outcome. Combat is present but optional in many situations - clever thinking and roleplay can avoid violence.

Expected Length
This adventure is designed for 2-4 sessions of 3-4 hours each, depending on how thoroughly you investigate and which paths you choose.

Recommended Party Size
3-5 players, character level 2-3

The Setup
You've arrived in the town of Millhaven during a time of crisis. The sacred bell in the town's tower hasn't rung in three months, and strange corruption is spreading from the nearby forest. Crops are failing, animals are becoming aggressive, and people are frightened.

The town mayor is hiring adventurers to investigate the bell tower and discover what's wrong. The reward is substantial, but previous groups have failed or disappeared. Your characters have come to Millhaven seeking opportunity, answers, or simply a chance to help.

	For New Players

Don't worry if you're new to D&D! This adventure is designed to teach you the game while you play.

Your GM will explain rules as they come up. Focus on describing what your character wants to do, and the GM will help you translate that into dice rolls and game mechanics.

Ask questions anytime. There are no stupid questions in D&D.




2. Character Creation Guide

Character Level and Stats
Create a level 2 or 3 character using standard D&D 5th Edition rules. If you're new to D&D, your GM can help you build a character or provide pre-generated options.

Ability Scores: 
Use Standard Array (15, 14, 13, 12, 10, 8) or Point Buy. If your GM allows, you can roll 4d6 drop lowest.

Starting Equipment: 
Take your class's starting equipment or roll for gold and purchase equipment. You begin with one healing potion (2d4+2 HP restored).

Recommended Classes for This Adventure
All classes work well in this adventure, but some have particularly useful abilities:

	Class
	Why It's Good Here

	Cleric
	Healing keeps the party alive. Knowledge and Insight skills help with investigation. Divine magic is effective against corruption.

	Ranger
	Excellent for forest exploration. Survival and Nature skills shine. Good at tracking people and creatures. Combat-capable.

	Rogue
	Investigation and Perception are crucial. Can pick locks and disable traps. Sneaky approach solves problems creatively.

	Wizard
	Arcana helps identify magical corruption. Utility spells solve problems. Ritual casting is useful for investigation.

	Paladin
	Great party face with Persuasion. Divine Sense detects corruption. Tough enough to survive combat. Limited healing.

	Druid
	Speak with Animals provides information. Nature expertise is valuable. Wild Shape offers versatility. Healing magic available.



Note: Fighters, Barbarians, Bards, Warlocks, Monks, and Sorcerers are all viable and fun! This list just highlights classes with skills that particularly match the adventure's themes.


Important Skills for This Adventure
While any character can succeed, these skills will come up frequently:

Investigation: Searching for clues, examining evidence, piecing together information
Perception: Noticing details, spotting hidden things, avoiding ambushes
Persuasion: Getting information from NPCs, negotiating, making friends
Nature: Understanding the forest, identifying corruption, tracking
Arcana: Identifying magical effects, understanding curses, analyzing corruption
Religion: Knowledge of covenants, divine magic, sacred traditions
Survival: Navigating the forest, finding food and water, tracking creatures

Try to have at least one party member proficient in Investigation, Persuasion, and either Nature or Arcana.


Background Ideas
Your background explains why your character is in Millhaven. Here are some ideas:

You're a traveling adventurer who heard about the crisis and came to help (or for the reward)
You have family or friends in Millhaven and came when you heard about the trouble
You're a scholar investigating the ancient covenant between town and forest
You were passing through when the crisis began and decided to stay
You're a bounty hunter tracking someone who fled to this region
You were hired by someone outside Millhaven to investigate
You grew up in the area and returned to find your home in danger

	Character Motivations

Give your character a reason to care about solving this crisis beyond just gold.

Maybe you hate seeing innocent people suffer. Maybe you're fascinated by ancient magic. Maybe you want to prove yourself as a hero. Maybe you have a personal connection to forests or nature spirits.

Strong motivations make for better roleplay and more memorable characters.




3. The Town of Millhaven

Overview
Millhaven is a modest farming community of about 400 souls, nestled at the edge of the Thornwood Forest. Founded over three centuries ago, the town has always maintained a peaceful relationship with the forest thanks to an ancient covenant with a guardian spirit.

The town is built around a central square dominated by the Bell Tower, a stone structure that predates most of the other buildings. The tower's great bell has marked important events for generations - harvests, weddings, funerals, and most importantly, the renewal of the covenant each autumn.

The People
Millhaven's residents are primarily human farmers, with a handful of dwarven craftspeople, halfling merchants, and the occasional elf or half-elf passing through. They're hardworking, superstitious folk who respect tradition and the old ways.

Right now, fear has the town in its grip. Many are preparing to evacuate. Others argue for staying and fighting. Tensions run high, and strangers are viewed with a mixture of hope and suspicion.

The Covenant
According to town legend and Elder Miriam's teachings, the town's founders made a covenant with the forest's guardian spirit centuries ago. In exchange for protection from forest dangers and bountiful harvests, the town promised to:

Ring the great bell at dawn during each autumn equinox
Never cut timber from the Heart of the forest (the deep woods)
Show respect to forest creatures and maintain the sacred grove

For generations, the covenant held. But three months ago, the bell failed to ring, and everything went wrong.

Current Atmosphere
When you arrive, Millhaven is a town on edge:

Guards patrol nervously, jumping at shadows
Merchants are selling off goods in preparation for evacuation
Families argue about whether to stay or flee
The tavern is packed each night with people seeking comfort in company
No one travels alone after dark
Children are kept indoors

Despite the fear, people are cautiously hopeful when they learn you're adventurers hired to help. Some may offer small gifts or blessings. Others remain skeptical - previous adventurers failed, after all.


4. The Crisis: What Everyone Knows

This information is common knowledge in Millhaven. Anyone you ask on the street could tell you these facts:

The Bell Stopped Ringing
Three months ago, during the autumn equinox, the bell was supposed to ring at dawn to renew the covenant. It didn't. Thomas Greyhand, the bell-ringer, was nowhere to be found that morning. His apprentice Sarah tried to ring the bell herself, but it wouldn't chime. She ran from the tower, terrified, and hasn't been back since.

The Corruption Spreads
Within days of the missed ringing, farmers noticed their crops withering. Animals became agitated and aggressive. Dark patches appeared on the forest's edge - areas where plants turned black and died, where shadows seemed too deep.

The corruption has been spreading steadily toward town at roughly 100 yards per week. At this rate, it will reach the town walls within three weeks.

Creatures Attack
Wolves that were once shy now attack travelers. Spiders have grown to enormous size. Some creatures seem twisted by shadow - their eyes glow with sickly green light, and their bites cause festering wounds.

Six town guards have died or gone missing investigating the forest. One survivor returned babbling about 'shadows with teeth' and hasn't been right in the head since.

Thomas Disappeared
The bell-ringer Thomas Greyhand vanished two weeks ago. Some say he fled in shame. Others whisper darker theories - that he was taken by the forest, or that he caused this deliberately. No one knows where he went.

Previous Adventurers Failed
The mayor has hired three groups of adventurers so far:

The first group entered the forest and never returned
The second group saw something in the deep woods and fled town entirely
The third adventurer, a wizard, went into the bell tower alone and was never seen again

The Mayor's Offer
Mayor Aldric Thorne is offering 200 gold pieces to anyone who can solve the crisis and stop the corruption. That's everything the town treasury can spare. You can keep anything you find in the bell tower or forest.

He's also authorized you to requisition supplies from town merchants at cost and promises free lodging at the Wandering Moon Inn.


5. Rumors and Whispers

These are things you might hear in the tavern, from gossiping townsfolk, or by asking around. Some are true, some are false, some are partially true. Part of your job is figuring out which is which.

	'Thomas stole something valuable from the bell tower before he fled. That's why he ran.'

	'The forest guardian has gone mad. It's hunting us now, punishing us for breaking the covenant.'

	'Sarah knows more than she's saying. She was in love with Thomas and helped him escape.'

	'The wizard who went into the tower left notes in his room at the inn. No one's looked at them yet.'

	'Elder Miriam knows the ritual to fix the covenant, but she's not telling anyone because she wants to teach us a lesson about respecting tradition.'

	'The Heart Oak in the deep forest is where the guardian spirit lives. If you can reach it, you can negotiate directly.'

	'My cousin saw Thomas at an inn two towns east, drunk and spending silver like water.'

	'The bell itself is cursed now. Anyone who tries to ring it goes mad or dies.'

	'There's an old hermit who lives in the forest. Some kind of elf or nature spirit. Maybe they know what's happening.'

	'The corruption can be stopped with silvered weapons and holy water. Stock up at the temple and blacksmith.'

	'The mayor knows more than he's telling. He's hiding the real reason the covenant broke.'

	'The shadow creatures are actually spirits of the forest seeking revenge for past wrongs.'




6. Key Locations

The Bell Tower
The oldest structure in Millhaven, built from dark gray stone that predates the town itself. The tower rises four stories above the town square, topped with a copper-roofed belfry that houses three great bronze bells.

The tower has been sealed by the town guard since Sarah's failed attempt to ring the bell. The mayor can provide you with a key and authorization to investigate.

What you can see from outside:
The main door is locked and chained
Windows on the upper floors are dark
The bells are visible in the belfry but haven't moved in months
Crows circle the tower constantly, which locals say is a bad omen

The Wandering Moon Inn
Bren Copperkettle's establishment is the heart of Millhaven's social life. A two-story timber building with a thatched roof, it offers clean rooms, decent food, and the best ale in the region.

The common room is always busy, making it an excellent place to gather information. Bren knows everyone and everything that happens in town.

Rates:
Room: 5 silver per night (free for you with the mayor's authorization)
Meal: 3 copper for breakfast, 5 copper for dinner
Ale: 2 copper per mug

Thornwood Forest
The vast forest that surrounds Millhaven on three sides. Before the crisis, it was a source of game, herbs, and timber. Now, it's dangerous.

Forest Zones:

The Edge (Safe-ish): First 500 yards from town. Some corruption visible, but mostly empty. Patrols occasionally venture here.

The Middle Wood (Dangerous): Between 500 yards and 2 miles. Corrupted creatures roam here. Difficult terrain, heavy underbrush.

The Deep Forest (Deadly): Beyond 2 miles. Ancient trees, thick canopy blocking sunlight. Contains the Heart Oak and the guardian's territory. No one's been this deep in months.

Other Town Locations

The Smithy: Garrick Ironheart's forge. Weapons, armor, and repairs available. Can silver weapons for a price.

The Herb Shop: Elara Greenleaf's shop. Healing potions, antitoxins, and herbal remedies. She also treats injuries.

The Temple: Small shrine to nature deities. Priestess Lily Ashborn offers blessings and basic healing magic.

Guard Barracks: Captain Roderick Vane commands from here. Can provide information about forest dangers and patrol routes.

Market Square: General goods, food, and adventuring supplies. Prices are standard PHB rates.

Elder Miriam's Cottage: On the edge of town, surrounded by a garden. The oldest resident lives here and knows the covenant's history.


7. Local Services and Merchants

What You Can Buy
Millhaven has access to most common adventuring gear from the Player's Handbook. Prices are standard unless noted otherwise.

	Service/Item
	Price
	Where

	Healing Potion
	50 gp
	Herb Shop

	Antitoxin
	50 gp
	Herb Shop

	Silver Weapon
	100 gp
	Smithy (8 hrs)

	Weapon/Armor Repair
	10-50 gp
	Smithy

	Healing (Cure Wounds)
	10 gp
	Temple/Herb Shop

	Lesser Restoration
	40 gp
	Temple

	Standard Adventuring Gear
	PHB Prices
	Market Square




Limited Stock Items
Due to the crisis, some items are in short supply:

Healing Potions: Only 6 available in town total
Silvered Weapons: Garrick can silver 3 weapons before needing to restock (takes a week)
Scrolls: No spell scrolls available (wizard took them all)
Magic Items: None for sale


8. The Surrounding Region

Geography
Millhaven sits in a river valley surrounded by Thornwood Forest to the north, east, and south. To the west, farmland stretches toward the nearest major settlement, the city of Westmarch, about four days' travel away.

The Silverbrook River runs along the town's western edge, providing fresh water and powering the old mill (currently abandoned).

Nearby Settlements

Crossroads (half-day east): Tiny farming hamlet. 50 people. Has a small inn called the Rusty Nail.

Oakshire (one day south): Logging town. 200 people. More focused on industry than agriculture.

Westmarch (four days west): Walled city. 5,000 people. Seat of regional government. Has guild halls, temples, markets.

Travel Times
From Millhaven town square to:

Forest edge: 10 minutes
Corruption boundary: 30 minutes
Middle forest: 2-3 hours
Deep forest/Heart Oak: 5-8 hours (if you know the way)

Climate and Season
It's late autumn when you arrive. Days are cool and short, nights are cold. The autumn equinox passed three months ago. Winter is coming in about six weeks.

Weather has been unnaturally gloomy since the crisis began - overcast skies, frequent mist, occasional cold rain. Locals say it's the forest mourning.


9. House Rules and Gameplay

Resting
Short Rests: 1 hour. You can spend Hit Dice to heal and regain some class abilities.

Long Rests: 8 hours in a safe location (town, inn, or secured camp). Regain all HP, half your Hit Dice, and all spell slots.

Resting in Dangerous Areas: Resting in the corrupted forest is risky. Your GM may require Survival checks to find safe camping spots and might interrupt long rests with encounters.

Investigation and Clues
This adventure rewards careful investigation. When examining locations, talking to NPCs, or searching for clues:

Describe what you're doing specifically, not just 'I search the room'
Ask NPCs direct questions - they have valuable information
Take notes - you'll be juggling multiple clues and leads
Share information with your party - working together reveals the full picture

Combat
Combat is dangerous. Enemies can kill you. Consider these options:

Stealth can avoid fights entirely
Negotiation works on intelligent creatures
Retreating is a valid tactic if overwhelmed
Environmental advantages matter - use cover, high ground, chokepoints

Death and Dying
If you reach 0 HP, you fall unconscious and begin making death saves. Fellow party members can stabilize you with a Medicine check or healing.

If your character dies, you can create a new character who arrives in town, or your GM might allow resurrection if appropriate resources are available.

Inspiration
Your GM may award Inspiration for excellent roleplay, clever solutions, or heroic actions. You can spend Inspiration to reroll any d20 roll. You can only have one Inspiration at a time.


10. Session Zero and Safety Tools

What to Expect
This adventure includes:

Mystery and investigation
Combat with monsters and corrupted creatures
Moral choices with meaningful consequences
Themes of broken promises, corruption, and redemption
Potential character death if you're reckless

Content Boundaries
Before starting, discuss with your GM and fellow players what topics or content you're not comfortable with. This might include:

Graphic violence or gore
Horror elements
Harm to animals
Other sensitive subjects

Your GM will adjust the adventure to respect everyone's boundaries. It's always okay to speak up if something makes you uncomfortable.

The X-Card
If at any point during play you're uncomfortable with the content being described, you can say 'X-Card' or make an X gesture. The GM will immediately change or fade to black on that scene, no questions asked and no explanation needed.

Player Expectations
To make this adventure fun for everyone:

Work together as a party - internal PvP conflicts derail the adventure
Give everyone spotlight time - don't dominate every scene
Build characters who want to be heroes and help people
Respect other players' ideas and contributions
Ask questions if you're confused about rules or story
Be present and engaged - put phones away during play

For New Players
If this is your first time playing D&D:

Don't worry about knowing all the rules - you'll learn as you play
Focus on describing what your character does, not which rules to use
Ask questions whenever you're unsure
Experienced players: please be patient and helpful with new players
The goal is to tell a fun story together, not to win






You're Ready to Begin!


Millhaven needs heroes.
The bell waits silently.
The forest watches.


Will you answer the call?




Good luck, adventurers.
May your dice roll true.
