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Lost Ark: The Midnight Circus is a TTRPG adventure 

created by Noah Downs for Amazon Games, based on 

the video game Lost Ark created by Smilegate RPG and 

published by Amazon Games.  

The party has been tasked with defeating Kakul-

Saydon, the maniacal Demon Legion Commander who 

relies on a menagerie of clownish minions and evil 

tricks to confound his foes. Queen Ealyn is calling on 

the heroes of Arkesia to rally with her against Kakul-

Saydon. 

This adventure can be run using the three core 

rulebooks for Fifth Edition Dungeons & Dragons, 

which are available online through Wizards of the 

Coast. Both the full campaign and one-page dungeon 

are optimized for four players, and are designed for 

four characters with an average party level of 1 to 3. 

However, these are scalable depending on party level. 

Suggested classes can be found in the Suggested Class 

Appendix. 

While this TTRPG adventure is themed after Kakul-

Saydonõs Midnight Circus and the Kakul-Saydon 

Legion Raid within Lost Ark, please note that the 

following module content should not be considered a 

part of Lost Arkõs official lore or story. 
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Lost Ark: The Midnight Circus uses certain Open Game Content (specifically the following: game guidelines found 

within the Dungeons & Dragons core rulebooks and specific creature stat blocks) from Dungeons & Dragonsõ System 

Reference Document 5.1 that is made available under the Open Gaming License, Version 1.0a, which can be found 

here: https://dnd.wizards.com/resources/systems-reference-document. System Reference Document 5.1 Copyright 

2016, Wizards of the Coast, Inc.; Authors Mike Mearls, Jeremy Crawford, Chris Perkins, Rodney Thompson, Peter 

Lee, James Wyatt, Robert J.m Schwalb, Bruce R. Cordell, Chris Sims, and Steve Townshend, based on original 

material by E. Gary Gygax and Dave Arneson. 

The following items are designated as Product Identity in accordance with Section 1(e) of the Open Gaming License, 

Version 1.0a: any and all characters, enemies, classes, artwork, storylines, lore, settings, places, quests, raids, 

trademarks, logos, and other materials related to Lost Ark. This Product Identity remains subject to the usage 

restrictions set out in the Amazon Games Content Usage Policy available at www.amazon.com/help/ags/ugc.  

https://dnd.wizards.com/resources/systems-reference-document
http://www.amazon.com/help/ags/ugc
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After an audience with Matriarch of Punika, Nia, and 

the Queen of Vern, Queen Ealyn, the characters have 

learned that the Demon Legion Commander Kakul-

Saydon has returned, and his Mayhem Legion is once 

again posing a threat to Arkesia. Nia and Ealyn have 

requested the partyõs help, and have sent the party to 

Neriaõs Tavern to meet with Sidereal Shandi. It is here 

that we find the party discussing Kakul-Saydonõs return 

with Shandi through his avatar, an illusory bird. 

 

 

 

Neriaõs Tavern is your standard tavern, replete with odd 

food, strong drink, and eclectic company. The party is 

seated at a table with Shandiõs Illusory Bird, and a large 

storybook lies before them, unopened on the table. 

There are other adventurers in the tavern, some of 

which may have heard tell of Kakul-Saydon and 

defeated adventurers who have gone before. 

 

Shandi will advise the players of the following: 

òKakul-Saydon, he must be plotting something. He is 

an extremely deceptive demon ð he acts weak, hiding 

his powers, and shows his true force only in critical 

moments.ó   

òThe storybook on the table contains a portal to Kakul-

Saydonõs location, but we donõt know what kind of 

sinister plot heõs come up with. Whatever it is, the party 

must be prepared to face the Mayhem Legionõs forces.ó 

Other adventurers in the tavern may have stories that 

offer insight into Kakul-Saydonõs plot, hinting at 

clownish designs and rumors of a dark circus. With 

enough investigation, the characters may even learn of 

one of Kakul-Saydonõs special abilities (see Kakul-

Saydonõs stat block in the Enemy Appendix) from other 

adventurers or Shandi. When the characters are 

prepared, Shandi opens the storybook and the party is 

transported to Kakul-Saydonõs Midnight Circus. 

 

 

Kakul-Saydonõs Midnight Circus Carnival is dark and 

beguiling, full of ostentatious attractions designed to 

lure, trap, and inflict suffering upon any who dare 

attempt to pass through to face Kakul-Saydon. 
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Surrounding the red-striped big top tent in the center of 

the carnival are carnival sideshows and features, 

operated by minions in Kakul-Saydonõs employ. These 

minions have been selected for their skill at enticing 

adventurers with the attractive delights of the carnival, 

only to soften them up for eventual defeat by their 

master Kakul-Saydon. Many who enter the gates of the 

carnival do not even gain entrance to the big top, 

disappearing to their deathsé or to be converted to 

servitude by the seduction of the carnival. 

 

 

 

Except where otherwise stated, all areas of the Carnival 

have the same following features: 

 

Darkened Sky ð A blanket of starless darkness stretches 

from horizon to horizon where clouds and blue sky 

would normally rest. This gives the eternal impression 

of night and necessitates illumination from many 

sources, both mechanical and magical. Long, flickering 

shadows keep the characters company as they traverse 

the Carnival. 

Weathered Fairgrounds ð The Carnivalõs grounds are 

well-traversed by minions, denizens, and adventurers 

alike. Grass grows in spurts, but the impacted brown 

earth is covered by dry, thinly-spread straw. This makes 

stealth difficult, and tracking fairly simple. 

Room to Work ð The various attractions around the 

big top tent are not closely packed together ð there is 

ample space between them to move around. 

Tents ð Each attraction has a tent behind or adjacent to 

it, where the minions keep supplies, provisions, or 

other demonic necessities within easy reach. These 

tents are made of sturdy dry canvas. 

Laughter on The Wind ð Occasional soft cackles can 

be heard as the adventurers move around the Carnival, 

emitted by the minion clowns employed by Kakul-

Saydon. Some of these cackles can be traced back to 

their source, while others seem to emanate from thin 

air.  
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Creatures identified in bold use the stat block 

described. Some specific stat blocks appear in the 

Enemy Appendix ð otherwise, use the stat block 

found in the Fifth Edition Dungeons & Dragons core 

rulebooks. If the players enter combat, minions in the 

vicinity will look on with interest but will not interfere.  

 

 

 

 

 

Area 1. The ticketing entrance to Kakul-Saydonõs 

Midnight Circus Carnival appears to be like any typical 

ticket stand ð except it is manned by a two-faced clown 

(Cult Fanatic stat block). This clown wears two masks, 

one each on opposite sides of her head, in the form of 

the classic comedy/tragedy personas. She rotates 

between them depending on her mood. The party must 

gain entry to the carnival here, as there is a magical 

barrier surrounding the remainder of the grounds. One 

solution is to convince the clown to allow entry. The 

clown will grant entry with a DC 15 Persuasion to the 

comedy mask or a DC 15 Intimidation to the tragedy 

mask. She will provide one ticket to each attraction 

within the carnival, but may venture forth from ticketing 

to offer additional tickets if any adventurer appears lost 

or disinterested. 

Area 2. The Hall of Mirrors is a large, wooden building 

with peeling and cracked paint. It can hold one 

adventurer at a time and is guarded by a solemn-looking 

clown (Cultist stat block). Upon entry, the entrance 

disappears behind the adventurer and they are 

presented with a number of reflections of their back. 

Stepping forward in any direction causes other 

reflections to fall away as the adventurer progresses 

down alternate subclass paths they could have taken. 

Some appearance on each path gives a clue as to how 

the fight against Kakul-Saydon would have gone, as if 

there are multiple alternate realities where the 

adventurer went through this same quest and either 

succeeded or failed. Upon leaving the Hall of Mirrors 

after following any path to completion (death or 

immortality, in the GMõs discretion), the adventurer is 

given the Clubs suit. 

Area 3. The Cup Game can service one adventurer at 

a time. Manned by a solitary clown, the Cup Game 

presents three cups on a table, one of which will hide 

the Diamonds suit (Cultist stat block). The player will 

be given the best of three cup shuffles to distinguish 

which cup hides the suit, based on a DC 18 Insight. 

Guessing correctly on any try grants the player the 

Diamonds Suit. Following the three tries, if the player 

failed on any try, the clown will magically collect one of 

the playerõs eyes as the clownõs prize, causing a -5 to all 

checks that rely on sight. Attempts to attack the clown 

following the loss of the eye will reveal they are 

incorporeal and immune to damage. If the player 

succeeded more than once in guessing the proper cup, 

they will be given a Marching Flag that can be used 

during the fight with Kakul-Saydon to give the party 

advantage for one full round by rallying them to attack 

with speed.    

Area 4. The Horse Race can service two players at 

a time and is operated by a massive, jovial clown 

(Clown Carny stat block).  The goal is simple ð use the 

water cannon to depress a metal plate, advancing a 

mechanical horse toward and across a finish line. The 

players will be opposed by four other clowns, using 

cannons of their own, as well as the game operator, who 

doesnõt play fair with any of the contestants. 

Successfully winning the mechanical horse race will 

grant the winning player the Spades suit. 

Area 5. The Hammer Game is a classic game of 

strength, operated by a muscular clown (Clown Carny 

stat block). The player must wield a carnival hammer, 
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slamming it into a plate which will cause a scale to 

temporarily rise. The higher the Strength roll, the better 

the player scores on the scale. The clown will challenge 

the player to three rounds, wherein the highest 

aggregate score wins. If the player wins, they will be 

granted the Hearts suit. 

Area 6. The Big Top Tent, where Kakul-Saydon awaits 

the players in ambush. The players cannot enter the Big 

Top Tent until they have collected all four suits, one by 

each player. Upon entry, the players see an enormous 

stage where Kakul-Saydon stands front and center to 

lead the Midnight Circus. With a grand gesture, he 

exclaims òThank you, thank so much, everyone! Thank 

you! Everyone, let me introduce you to the fools who 

appear like a comet!ó before attacking the party. He is 

assisted by four unicycling clown minions (Cultist stat 

block) and a Clown Cannoneer.  
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Random Encounters found in the table below can be used to intersperse any player activities at keyed locations. 

 

Roll 1d4 Encounter 

1 A unicycling halfling clown (Cultist stat block) speeds past the party while trying to steal one item 

they are carrying. The targeted character must make a DC 15 Dexterity saving throw, losing a 

random item on a failed save as the clown wheels away into Area 6. The clown will use the item 

against the party when they gain access to Area 6. 

2 A tearfully angry clown (Cultist stat block) approaches the party and gives them a Healing 

Potion, but does not tell them what it is before disappearing. This clown responds with angry 

hostility to any questions asked, indicating only that she is quitting the circus. Players can 

ascertain what it is with a successful DC 20 Medicine check. 

3 A dwarf runs screaming from Area 6, chased by a sea of rolling, cackling clown heads. If the 

party does not intervene, he will be tripped by the heads and rolled away on top of the heads. 

The clown heads do not attempt to carry away the characters. If the party saves the dwarf, he will 

reveal that he doesnõt know who he is or how he got there.  

4 The ticketing clown met in Area 1 approaches the party to ask if they are enjoying their visit. She 

may give them additional tickets depending on her mood and the conversation. 

 

 


