dungeons and dragons dungeon module t1
the village of hommlet

Dungeons and Dragons Dungeon Module T1: The Village of Hommlet is a seminal adventure
that has captivated players since its initial release in the 1970s. Designed by Gary Gygax and
published as part of the "T" series of modules, this adventure provides a rich setting filled with
intrigue, danger, and opportunities for exploration. As players guide their characters through the
quaint village of Hommlet, they encounter a variety of challenges, engage with memorable NPCs,
and uncover a sinister threat lurking in the surrounding wilderness. This article delves into the many
facets of this beloved module, offering insights into its design, themes, and how to effectively run it
for modern players.

Overview of T1: The Village of Hommlet

T1: The Village of Hommlet is designed for characters of levels 1-3, making it an ideal starting point
for new players and a nostalgic return for veterans. The module is renowned for its open-ended
exploration and the freedom it offers players to interact with the environment and its inhabitants.

The Setting

The village of Hommlet serves as the primary backdrop for the adventure. Located in a rural area, it
is characterized by:

e A rustic environment with farms and forests
e A variety of NPCs, each with their own stories and motivations

e Localized lore that enriches the player's experience

As players explore Hommlet, they will learn about the town’s troubled past, which includes a history
of evil cults and the ruins of a once-great temple. This historical context adds depth to the player's
journey, as they uncover the mystery behind the village's current state.

Key NPCs in Hommlet

The module features several memorable NPCs that enrich the narrative and provide hooks for
various quests. Some key characters include:

e Burne: A wizard who provides guidance and support to the players.



¢ Elmo: A local militia leader who can assist the players in their endeavors.
e The Innkeeper: A source of rumors and local gossip, helping players gather information.

e Olgon: A mysterious figure who may draw players into the larger conflict.

These NPCs are not just passive elements; they actively engage with the players, offering quests,
insights, and sometimes, challenges. The interactions with these characters can shape the course of
the adventure, making player choices and character development a central theme.

The Adventure Structure

T1: The Village of Hommlet is designed with a flexible structure that allows for a variety of gameplay
styles. The module provides numerous hooks and plot threads, encouraging players to explore
different paths.

Main Quests

The adventure revolves around several main quests, which can include:
1. Investigating the Moathouse: Players may choose to explore the ruins of an old moathouse
that is rumored to be a base for evil cultists.

2. Dealing with Bandit Threats: Local farmers report bandit raids, prompting players to take
action to protect the village.

3. Uncovering Cult Activities: As players delve deeper, they may discover a cult operating
within the village and surrounding areas, leading to a climactic showdown.

These quests can be approached in different orders, allowing players to dictate the pace and
direction of the adventure.

Encounters and Challenges

The encounters in T1 are varied, ranging from combat with monstrous creatures to social
interactions with potential allies or enemies. Some notable encounters include:

e Combat with goblins and other creatures in the wilderness.

¢ Negotiating with NPCs for information or assistance.



e Exploring the moathouse and dealing with traps and puzzles.

These encounters are designed to test the players' problem-solving skills, teamwork, and creativity,
making for a well-rounded gaming experience.

Running the Module

For Dungeon Masters (DMs) looking to run T1: The Village of Hommlet, preparation is key. Here are
some tips to enhance the experience:

Familiarize Yourself with the Material

Before running the game, DMs should take the time to read through the module thoroughly.
Understanding the key plots, NPCs, and locations will help in guiding the players effectively.

Encourage Player Interaction

The module thrives on player agency. DMs should encourage players to engage with NPCs, explore
the environment, and make choices that impact the story. This can lead to unexpected and
memorable moments.

Adapt to Your Players

Every gaming group is different, so DMs should be prepared to adapt the module to fit their players'
preferences. Whether they lean more toward combat, exploration, or role-play, being flexible can
enhance the overall experience.

Use Props and Visual Aids

Consider using maps, handouts, or even miniatures to bring the world of Hommlet to life. Visual aids
can help players immerse themselves in the adventure and make encounters more engaging.

The Legacy of T1: The Village of Hommlet

T1: The Village of Hommlet has left a lasting impact on the Dungeons and Dragons community. Its
influence can be seen in many subsequent modules and campaigns, setting the standard for open-
world design and character interaction.



Modern Adaptations

Many DMs have taken inspiration from T1, adapting its themes and elements into their own
campaigns. This module serves as a foundation for many homebrew adventures, showcasing its
versatility and enduring appeal.

A Resource for New DMs

For new DMs, T1 is an excellent starting point. Its straightforward structure and rich lore make it
accessible while still offering depth for experienced players. Running this module can serve as a
valuable learning experience, helping DMs grasp the fundamentals of storytelling and gameplay
management.

Conclusion

In conclusion, Dungeons and Dragons Dungeon Module T1: The Village of Hommlet remains
a timeless classic that continues to resonate with players and Dungeon Masters alike. Its engaging
setting, diverse NPCs, and flexible adventure structure make it an ideal choice for both new and
seasoned players. Whether you are exploring the moathouse, defending the village, or uncovering
the cult's sinister plans, the adventures waiting in Hommlet promise to deliver excitement and
unforgettable memories for all who embark on this journey.

Frequently Asked Questions

What is the primary setting of the T1 module 'The Village of
Hommlet'?

The primary setting is the village of Hommlet, a small rural community located near the ruins of an
ancient temple, which serves as a focal point for adventurers and a source of adventure.

What is the main plot hook for players in 'The Village of
Hommlet'?

The main plot hook involves the characters investigating strange occurrences and evil forces
emanating from the nearby Temple of Elemental Evil, which has begun to attract sinister attention.

How does 'The Village of Hommlet' support character
development?

The module provides rich NPC interactions, opportunities for side quests, and a variety of factions
within the village, allowing players to develop their characters through relationships and moral
choices.



What are some notable NPCs that players can interact with in
Hommlet?

Notable NPCs include the village leader, the merchant, and various local residents, each with their
own backgrounds, quests, and insights into the happenings around the village.

What challenges do players face in 'The Village of Hommlet'?

Players face various challenges, including solving mysteries, dealing with local threats, exploring the
surrounding wilderness, and ultimately confronting the evil forces in the Temple of Elemental Evil.

How can 'The Village of Hommlet' be used in a larger
Dungeons & Dragons campaign?

It can serve as an introductory module that leads into the broader storyline of the Temple of
Elemental Evil, allowing for seamless integration with other adventures and campaign arcs focused
on elemental themes.
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