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			Obvious Mimic Solo Adventure Rules

		




	
Dear Player,

You are about to play The Wolves of Langston: 2nd Edition. Though you’re about to embark on a solo adventure, you’re joining many thousands of players on this journey. 

The Wolves of Langston: 2nd Edition is a solo adventure designed to play alone as your own 5th Edition character. It is an interactive story where you as the player make the choices that take your character through challenges with real consequences to the story. 

The most recent edition includes the same core story with bug fixes, a lot more art, and a deeper connection to the world that has grown up around our ongoing series of solo adventures. 

In 2022, this solo adventure was originally crowdfunded on Kickstarter with over 1400% of its funding goal from almost 3500 backers from around the world. It was our first solo adventure with the intention to give players a chance to either enjoy it as a stand-alone solo adventure or as a supplement to regular group play. 

Daniel Howard was the game designer and lead writer for The Wolves of Langston. Besides being a co-founder of Obvious Mimic, Daniel is also a forever DM and author who has been publishing fiction and non-fiction for over 30 years. 

Kai Wloka was the game producer and editor for The Wolves of Langston. As co-founder of Obvious Mimic, Kai brought his love of all things gaming to guide the story and build a fun experience for our solo players. 

We thank you for joining us for the love of play.








	
We understand that digital piracy is a reality of the time and inevitable. Therefore, we are releasing this solo adventure without DRM knowing full well it’s going to travel.

We just want to remind all players that we do this for a living and this adventure and others like it supports a whole team of writers, artists, editors, and more. So if you truly can’t afford it, then we genuinely hope that you enjoy the experience.

But if you can, we’d appreciate your support on our website (obviousmimic.com) or via our Patreon page (patreon.com/obviousmimic). Thank you and enjoy!






		
		


			Introduction

			The solo adventure you are about to enjoy is an interactive narrative where you get to be the hero of the story. Through your character’s abilities and your choices as the player, you can make progress through the various challenges set before you.

			This version is based on the rules of Dungeons & Dragons: 5th Edition  (either the 2014 or 2024 ruleset). If you’re already familiar with the basic mechanics of this game system, most of the rules here in the following sections will be a review (though you may want to check out the What’s Different? section before moving on).

			If you’re not familiar with the rules of Dungeons & Dragons: 5th Edition, then we suggest you review them here: dndbeyond.com/sources/basic-rules

			

		

The Goal

			Though the exact goal of each Obvious Mimic solo adventure will vary based on the story, your goal as the player will always be to reach the end of the adventure in one piece.

		

		
			Know that there will be obstacles and hazards in your path that will challenge (or even kill) your character. 

			You will have to use your character’s abilities - and your own wits - to overcome them and reach the story’s end.

			

		

What You’ll Need


					[image: ]

			To play this solo adventure, you’ll need the following:

			
					A Tier 1 5e character (of level 1 to 4)

					A set of dice

					This book


			

			Optional Encounter Materials

			This solo adventure is designed to work on its own, but we understand advanced players may want to run encounters more like a traditional tabletop experience. So we also provide self-DM materials as an optional PDF. Again, this is not necessary to enjoy the solo adventure but it is an option for players to also enjoy.

			You can get the self-DM content for free here: 
obviousmimic.com/pages/self-dm-packs


	This solo adventure will work with the pencil-and-paper version and physical dice if that’s how you roll (pun intended). Or you could use a digital solution like D&D Beyond where you can create your character, roll your dice, and look up rules all on your device (phone, tablet, or computer). 




			

		

About You

			You are the hero of this solo adventure. But who are you? We honestly don’t know.

			That’s because Obvious Mimic solo adventures are written for you to play whatever character you want. There are no restrictions. That means you could play a new character just getting started, or you could use this adventure as a DM-approved downtime activity between sessions.

			The story has been crafted in such a way that any character can succeed. Of course, some adventures will be easier or harder based on your character, but your choices as the player will help guide your character through their challenges.

			The only real restriction we include is that our stories lean towards heroism. We don’t even run evil campaigns at our real-world tables. Your choices within the story will generally be of good and neutral alignments.

			The Wolves of Langston has been written for Tier 1 (levels 1 to 4) characters to play. This means that certain parts will be challenging for a level 1 character, but most will be very easy for a level 4 character.

			

		

How To Play

			As you read, you will have to follow the prompts to progress through the story toward your goal. The adventure is broken down into numbered sections that have been randomized within chapters. On your journey, you’ll face choices like this:


	You can take either the corridor on the left (go to 175) or the corridor on the right (go to 19). 




			To move forward, you would either flip to the section you’ve chosen (your only option if you’re reading the physical book) or click on the go to # link to jump straight to that section (available in the digital versions). 

			Rolling Dice in the Text

			Many sections don’t give you the choice but instead require you to roll some kind of check (usually a skill check). It might look something like this: 


	Roll a Strength (Athletics) check. If you get 10 or higher, go to 192. If you get less than 10, go to 33. 




		
			In this case, your choice is based on the results of a skill check. So in the example above, you would roll a 20-sided die (d20) and then add your Athletics skill bonus as it appears on your character sheet. If the result is 10 or more, you pass and go to section 192 to find out the results of your success. If you roll less than 10, you fail and go to section 33 to find out the results of the failure.

			Other situations may call on you to roll dice for random effects like saving throws against negative effects, being damaged by your environment, or randomizing certain events in the story. These will be prompted as needed.

			Advantage and Disadvantage

			Some effects apply Advantage or Disadvantage to your d20 dice rolls. In both, you roll the d20 two times.When you have Advantage, you choose the better result of the two. Conversely, Disadvantage forces you to choose the worse result of the two. 

			Combat Encounters

			Like any good adventure, you can expect to engage in combat with monsters and villains.

			[image: Image]

			When you start a combat encounter you follow these steps:

			
					Read the block because some creatures will take special actions before attacking.

					Roll Initiative for you and your opponent (d20 plus Initiative modifier) to determine turn order.Higher goes first.

					Choose an action: attack or use an ability (class ability, spell, etc.).

					If you’re attacking, roll attack rolls (d20 plus Attack Modifier) against AC. If the attack roll is equal to or higher than the defender’s AC, then the attacker hits.

					Roll damage rolled on the dice given by the attack plus any damage modifiers. A creature’s attack damage is equal to their Hit. If a creature has a Hit: 4 (1d6 + 1), that means it deals 4 damage to the player character whenever their attack successfully hits. Alternatively, you may want to roll one d6 and add 1 for their attack instead of the usual 4, as seen in the example inside the brackets. That way, enemy attacks may be slightly different each turn.

					Repeat until either you or your opponent are reduced to 0 HP and then go to the given section.

			

			

		




What’s Different?

			There are a number of things that are going to be a little different. This game is meant to capture the fun of a tabletop roleplaying game (TTRPG), but it is still its own medium. Here are a few things that work differently. 

			Movement

			If you’re working with some of our self-DM resources like maps, etc. then you can run combat encounters and explore environments like a traditional tabletop game.

			However, the game has been designed in such a way that movement is assumed throughout both the story and combat to simplify the game experience. 

		

		
			Inspiration

			Because there’s no DM to give personalized rewards for your actions, this adventure hands out Inspiration when you’re on the right track. (In Dungeons & Dragons: 5th Edition, Inspiration is a single-use point that allows you to apply advantage to one d20 roll. In the 2024 ruleset, Heroic Inspiration allows you to reroll any one die immediately after rolling it. Use whichever version you created your character in.)

			Optional Rule: Since you are playing alone without the benefit of a party to support you, you can help offset the challenge by saving multiple Inspiration. 

			Taking Actions outside the Story

			This solo adventure is a static work and it cannot truly replace the imaginative creativity of a group session run by a Game Master. So how do you resolve actions “off the page?”

			Some examples - like buffs or debuffs and healing - are easy to resolve. Apply the bonus or the effect to events in the story. For example, you could cast the cantrip Guidance before a skill check to increase your chance of passing that check. Or drink a healing potion whenever it makes sense to recover hit points.

			But what about open-ended spells like illusions or enchantments? How do these resolve in the story?

			And the answer is that it’s up to you. Based on the open-ended effect you’ve applied, you can determine for yourself how it affects the story and your options.

			So here are a few examples of what this could mean:

			
					Applying the Charmed effect might let you automatically pass all skill checks when interacting with another character. 

					Casting a distracting illusion on an opponent might mean they take no action for one turn. 

					A special movement action in combat - like flying or teleporting - gives you an extra turn. 

					Long-term effects (e.g. Barkskin lasting 1 hour)last as long as you think is reasonable given the events of the story. 

			


	Note that Short Rests, Long Rests, and gaining levels or XP are part of the story and not “off the page” actions.




			For more ideas or guidance, you can join Obvious Mimic’s Discord server here. 

			

		

After The Adventure

			Over the course of this adventure, your character will receive various rewards in terms of treasure, items, and experience. These rewards are designed in such a way that you can then take them on to another solo adventure or even join a tabletop session if your DM allows.

			Your character’s adventure doesn’t have to end here, but instead treat this solo adventure as just one part of your epic journey.

			Whichever direction you take when you’re done, your character can keep whatever levels and treasure you’ve found along the way. 

			For the Dungeon Masters

			We have created an info pack for DMs who haven’t read The Wolves of Langston to integrate its results into their campaign. You can find all this content here: obviousmimic.com/pages/solo-adventure-references-for-dms 

			This includes a summary of the events of the story, the rewards a player character might have received, and some ideas on how to use this story as part of your campaign with adventure hooks, lore, and recurring NPCs. The DM reference guide carries strong spoiler warnings. 


	For more on the rules, including updates to the rules, an FAQ, and a community to ask questions you can visit obviousmimic.com/pages/solo-adventure-rules or join our Discord server here.




	



		
			Chapter 1:
The Adventure Begins…

			After a long day on the road, you crest a hill and see the lights of a town. According to maps and helpful locals you’ve consulted, this must be Langston. Though the last blush of sunset still colors the sky to the west, lamplight is already visible at the gate and in the streets.

			In the dim twilight, you can clearly see that the dirt road you’ve been traveling transitions to cobblestones, and a simple stone wall rings the town. Even from this distance, you can see the timber-framed walls of the buildings in town are well-maintained with fresh whitewash that glows golden in the lamplight. It’s a beautiful little town, a prosperous trading hub nestled among the fertile farmland and old-growth forest you’ve spent the last few days traversing.

			The stars are just starting to emerge as the lone howl of a wolf splits the silence off somewhere in the woods. A chorus of responding howls take up the call, some uncomfortably close. And getting closer.

			You pick up your pace to put more distance between you and the wilderness in the hope of a soft bed, a hot meal, and some work for an enterprising adventurer. A town as prosperous as Langston looks like a place to do good, earn coin, and achieve glory. Maybe all three at once, so long as you aren’t eaten by wolves between here and there.

			
				[image: ]
			

			Roll a Wisdom (Perception) check. If you get 10 or higher, go to 23. If you get less than 10, go to 11.

		

	
		
			
1

			The cleric’s role as a spiritual leader clashes with the shy demeanor she displayed earlier, so you consider what may actually be motivating her.

			Roll a Wisdom (Insight) check. If you get 10 or higher, go to 45. If you get less than 10, go to 7.

		

	
		
			
2

			The man calms and walks away muttering about adventurers being up to no good. But he picks up a cup of wine from a tray and busies himself with drinking that instead of fighting you.

			Gain Inspiration.

			As your would-be attacker walks off, you see that the half-orc who was speaking to him is staring at you. She approaches you (go to 44).

		

	
		
			
3

			You follow at a safe distance, and the woman never looks around to check. She is clearly lost in thought, fidgeting and muttering to herself. Her expression alternates between angry and terrified.

			You stay with her as she takes a few turns before coming to an inn whose sign identifies it as The Pickled Hen. You two are the only ones on the street, but she doesn’t seem bothered traveling the town at night.

			You can see now that the cleric is a pretty young woman, but her eyes are dark with exhaustion, and her mouth is lined with some taxing emotion. She pauses, takes a deep breath as if to steady herself then, as if setting a mask in place, smiles brightly and kindly.

			As she enters the tavern, you hear the sound of people speaking amongst themselves, though the tone is more subdued than is typical for a tavern’s common room.
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			Follow her into the inn (go to 34) or hang back to look in a window to see what's happening (go to 19).

		

	
		
			
4

			“Lucky for you I was here,” he says with a wide grin and a slap on the back hard enough to throw off your balance. He opens his mouth to speak again but nothing comes out until he unleashes a sneeze that makes his beard bristle. You wait for him to regain his composure.

			“You must be hungry then. Go straight down this road and you’ll reach the town of Langston. Find The Pickled Hen and if anyone asks, tell them Roi Sunderhammer sent you.”

			You thank the druid as the sound of the retreating wolves fades into the underbrush.

			“Think nothing of it. I’m on my way there myself. Funeral you see, doing my druidic duty to the circle of life and all that.” He guffaws as if he just told a joke. “But before I do that, I’m going to have a bit of a chat with these naughty pups. They should know better.”

			Before you have a chance to respond, the dwarf lopes off toward the woods with a surprisingly graceful gait given his stocky build.
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			Between the darkness and another night on the road or a hot meal and a soft mattress, it’s hardly even a decision to head toward the lights of Langston (go to 43).

		

	
		
			
5

			The mayor nods and gives you a flat stare.

			“I understand. However, I also hope you understand that this is not a time for strangers to be arriving in Langston. If you won’t help, the room was free for the night, but you must leave immediately.”

			You have one last chance to reconsider (go to 48). Otherwise, you may gather your things and you will be escorted out of town (go to 8).

		

	
		
			
6

			Mayor Anathram’s dog is incredibly impressive in its training. It takes up position next to the mayor in a state of relaxed vigilance, eyes on the crowd.

			Roll a Wisdom (Animal Handling) check. If you get 10 or higher, go to 22. If you get less than 10, go to 47.

		

	
		
			
7

			There is something about the cleric’s delivery of her service that makes it feel like she is holding back, but you can’t tell what is bothering you as she does seem to earnestly care about the community under her charge.

			The mayor strides up behind Solaine for her turn to speak, and the cleric notices her with a slight start before ceding her spot at the front of the room (go to 25).

		

	
		
			
8

			The mayor calls a militia member in from outside with a little bell. The volunteer peacekeeper keeps one hand on the short club hanging at her belt as she escorts you back to the inn if you need to gather your things. She then accompanies you to the edge of town and leaves you there without saying a word.

			Your adventure is over. Keep whatever rewards you’ve gained and move on.

			THE END

		

	
		
			
9

			As Tomlin spoke, several young and even a few middle-aged women smiled and whispered to one another. Though no one seems happy about the passing of this Maybelline, it seems that the attractive young women are less sad than others.

			It’s clear that Tomlin is known for more than tinctures and decoctions here in Langston.

			He steps aside to allow a red-bearded dwarf the floor to address the crowd (go to 13).

		

	
		
			
10

			The druid is behaving oddly, but that could just as easily be explained by the strain of the situation. He seems like a happy, well-adjusted person but is somehow a bit off balance.

			The next speaker in the ceremony is approaching. The young human woman in the vestments of a sun cleric who you recognize from earlier steps up to the crowd to speak (go to 14).

		

	
		
			
11

			You continue down the road, a growing sense of dread in the pit of your stomach. Looking around you, you see nothing in the trees or undergrowth on either side of the road.

			You stop walking, pausing to listen to the dark woods around you. Without the sound of your footsteps, you can now hear a low rumbling growl and excited panting coming from around you.

			All around you.

			A large but scruffy wolf pads into the road in front of you, moonlight shining on its gray fur. Half a dozen more of the beasts step into view, sizing you up.

			You’re surrounded by a pack of hungry wolves. Your odds aren’t good, but at least you can go down fighting (go to 33).

		

	
		
			
12

			You’re positive that there are details you’re missing, so you turn your attention to what’s happening around you.

			Roll an Intelligence (Investigation) check. If you get 10 or higher, go to 9. If you get less than 10, go to 18.

		

	
		
			
13

			You immediately recognize the next speaker as Roi Sunderhammer, the dwarf you met on the road. He is dressed in hides and homespun cloth, while his hair and beard seem struggling to break free from the leather cords he’s used to style them. He’s clean now, but something in the dwarf’s demeanor suggests this is his version of dressing up.

			“Welcome, people of Langston,” he says with a warm smile that makes his eyes sparkle. “As sad as I am to see Maybelline return to the earth, I want to remind Langston to choose life. As you all know, I’m grateful my circle assigned me to your town.”

			There’s a murmur of assent in the crowd and a few raised glasses. “And you have all made it so easy for me. You’ve respected the forest and its inhabitants and in return I have been happy to act as both spiritual counsel and guiding hand for the forces of nature around us. I join you in grieving the loss of a wonderful member of this community, and I hope you will join me in welcoming her back into the cycle of life.”

			He mutters a spell as his hands begin to radiate a faint green glow, but he’s interrupted by a sneezing fit. His beard bursts from its cords and his hair thickens to stand on end. As he regains his composure, he smooths his head and face.

			“Excuse me,” he says with a deep growl in his voice. He clears his throat and completes his spell, causing a splash of extraordinarily bright wildflowers to bloom on the dais on which the casket rests.

			He nods in approval at his own work before turning to the crowd, raising a glass, and smiling broadly. “To life!”

			He downs his drink along with others in the crowd, but you’re more interested in the strange reaction the local druid had to the sneezing fit. You can try either an Arcana check (go to 38) or Perception check (go to 28) to better understand what you’ve seen.

		

	
		
			
14

			Though she has been meekly standing behind the speakers, the young sun cleric seems like a different person behind the podium. She speaks clearly and stands up straighter. She seems possessed of a confidence you didn’t get from the sweet, if a little scattered, young woman she was a moment before.

			“Most of you from town know me, but I see some unfamiliar faces,” she says. “I am Solaine, a member of the Radiant Order and custodian of Langston’s Eastern Temple. May the light guide you.”

			Several people reflexively respond with, “And you.”

			They then make a salutation of the right hand touching the heart and then moving in an arc overhead, reminding you of a sun rising and setting overhead. Given the cleric’s youth, it’s obvious her order has a long history in this town.

			“Though we are in the dark shadows cast by our loss,” she continues, “the sun will shine forever on Maybelline as her presence was a bright shining light to all of us. I did not know Maybelline well in life, but it is clear that she has touched the lives of everyone here in this room.”

			She looks directly at Tomlin and smiles kindly. “And my heart goes out to you especially, Tomlin. Know that my door is always open to you.”

			And then she leads the service in a hymn she introduces as coming from The Rathkananar Book of Funerary Rites. It seems that no one in the audience knows it, but she sings anyways in a high, sweet voice, and the crowd labors to keep up with her.

			“As we guard the light with you,

			And drive the shadows away,

			The radiant sword of your heart

			The evils of darkness slay.

			Though you’re gone from our sight,

			In our heart of hearts remain,

			Rest well in the light of the sun

			And the shield of our faith sustain.”
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			Though the cleric appears to be earnest and sincere, the difference between the woman you met outside and the one standing before you now is stark. You may opt to roll either a Religion check (go to 24) or an Insight check (go to 1) to explain what’s troubling you.

		

	
		
			
15

			He backs down, staring daggers at you but leaving you alone. A couple of wry laughs are audible from other attendees who saw the exchange, but the aggressively drunk man either doesn’t hear or doesn’t care.

			Gain Inspiration.

			As your attempted assailant retreats, the half-orc he was talking to turns toward you (go to 44).

		

	
		
			
16

			The Rathkananar Book of Funerary Rites is a standard text taught in many religions as a manual outlining the burial rituals and processes of the common people. However, it does not include any prayers or hymns.

			You don’t recognize the specific hymn Solaine uses, but it could come from the Radiant Order. This sun-worshipping sect is small and keeps its knowledge to itself.

			The mayor positions herself behind Solaine and waits for the cleric to notice her. After a moment, the cleric sees the mayor and cedes the floor to her (go to 25).

		

	
		
			
17

			The mayor made some glaring mistakes in her account of the battle she said she participated in.

			The Battle of Three Rivers was a coup by a neighboring kingdom, not barbarian hordes. And it was won by guerilla tactics from the local peasantry, who were the aggressors, not the victims.

			But it’s unclear if she’s lying or just wrong, so this probably isn’t the best conversation starter as the mayor approaches (go to 30).

		

	
		
			
18

			Though you can’t quite put your finger on what it is, Tomlin has an odd relationship with the town.

			Obviously, he is well-liked but there’s more to it than that.

			Before you can figure it out, a red-bearded dwarf takes over from the grieving fiancé (go to 13).

		

	
		
			
19

			Gain Inspiration.

			You find a window to peer inside the tavern and see a crowded room. People are speaking to one another, many with drinks in their hands, but the mood is somber.

			Standing taller than the rest of the crowd, a well-dressed half-orc woman moves through the gathered townsfolk. They step aside for her, but there is no fear in her presence. A huge dog walks at her heel, but the gathering also seems accustomed to the animal’s intimidating bulk. She is one of the few people there without a drink of some kind in her hand.

			The young cleric is also visible as she shyly skirts the edge of the crowd. The occasional citizen greets her with either a nod or genuflection of some kind, and she responds to each with a bright smile, though her face returns to a nervous frown whenever she thinks no one is looking.

			A handsome young man breaks away from the crowd near the window, his eyes misty with tears. He looks off into the middle distance without seeming to see anything until he is approached by a pair of young maidens whispering behind their hands. There is a short conversation, during which he offers them a sad smile, but takes a flower offered by one of the pair.

			“You’re going to give someone the wrong idea,” says a gruff voice behind you.

			Spinning to the source, you see the same red-bearded dwarf from the road. He’s grinning ear to ear as he is hastily combing stubby fingers through his hair.

			“Not the best time to be lurking outside a funeral.” The smile drops from his face and sadness enters his eyes. “Come on. Maybelline was the sweetest girl imaginable. All would be welcome.”

			He enters the tavern and beckons you inside. You follow him in (go to 34).

		

	
		
			
20

			You take an aggressive stance and scowl, telling the man that you’re not in the habit of starting fights at funerals. But you don’t mind finishing them.

			Roll a Charisma (Intimidation) check. If you get 10 or higher, go to 15. If you get less than 10, go to 36.

		

	
		
			
21

			You politely greet the mayor and the dog lays its massive head back down on its paws. It continues to watch you closely, however.

			“I am grateful for your service,” she says. You assume she is being genuine, but it’s impossible to tell for sure with her stony delivery.

			She outlines the problem she’s having: a gruesome murder about a week ago. The town militia is fine against bandits or sheep rustlers, but this requires someone different. The poor girl was mangled as if by a wild beast, but she was found within town. Besides, Roi keeps the woods free of monsters and supernatural hazards.

			“And anyways,” she explains, “you’re an outsider and therefore expendable. It’s the mayor’s role to protect the town, not every drifter that wanders in.”

			The town will pay 320 gold pieces to eliminate the threat. That fee is not negotiable, and Mayor Anathram gives you the impression it would be bad for your health to try.

			If you accept the job, go to 48. If you reject the job, go to 5.

		

	
		
			
22

			The mastiff currently on the mayor’s heels is immaculately trained as a military attack hound. In other words, the mayor’s dog is a trained killer.
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