
Introduction 
 

In December of 1979, TSR Inc. released Module B2 “The Keep On The Borderlands”, written 
by E. Gary Gygax to share with more people than ever before the game that Gary had invented 

along with his friends, and to teach those people how to play it. Right now, the spirit of 

Dungeons & Dragons 5th Edition is exactly in keeping with the “Keep On The Borderlands” 
module. D&D 5E is opening up for more people than ever before the game that Gary made up 

and played for years with his friends in the early 1970s. As for teaching them how to play it, I 

still believe that B2 remains one of the best, if not the best introductory/tutorial adventures 
available, even today, 40 years after it was written (although admittedly, there are several areas 

where it could benefit from some moderation that have been pointed out over the years).  

 

So, I decided to convert “The Keep On The Borderlands” to Dungeons & Dragons 5th Edition, 

so it could be shared with a new generation. (Oh, for the record, “The Keep On The 

Borderlands” was before my time. WAY before my time. I was negative 7 years old in 1979. 
When I first cracked open a Monster Manual in high school, it was 2003. 3.5 was “the D&D” 

for my generation, but I’ve always had a strong, sentimental affection for the older Modules. 
While I’ve often enjoyed laughing at memes involving the art, which has really not aged well in 

some cases, the craftsmanship of 70s and especially 80s era Dungeons & Dragons 
adventures was extraordinary. Hats off in particular to the underrated dungeon designers of 
the original Dragonlance campaign. 

 

Anyway, I should get this out of the way early. This isn’t just keep on the Borderlands. Readers 
who are both astute and up to date on their D&D will have recognized the reference in the 

title of the document. The Real Dragon Heist, get it, like the Real Ghostbusters? This 

campaign is an affectionate parody/alternate interpretation of Waterdeep: Dragonheist. This is 
Greyhawk: The Real Dragon Heist. But it also contains the entirety of the Keep on the 

Borderlands updated to 5E, and an adaptation of sorts/continuation of sorts of the Dungeons 

& Dragons 3.5 campaign Expedition To The Ruins Of Castle Greyhawk, by Jason Buhlman, 
James Jacobs, and Erik Mona. And there are also other inspirations, inside and outside D&D, 

and my own completely original contributions. But the “Keep On The Borderlands” does lie 

within, whole and intact, altered only a little from the original 1979 module. 
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Sir Alan Nesbee 
Medium humanoid (human), Lawful neutral 

 

Armor Class 17 (19 w/ shield)  

Hit Points 44 (5d10 + 20) 

Speed 30 ft. 

 

STR 

16 (+3) 

DEX 

10 (+0) 

CON 

14 (+2) 

INT 

13 (+1) 

WIS 

14 (+2) 

CHA 

11 (-`) 

 

Saving Throws Constitution +5, Strength +6 

Skills Animal Handling +3, Athletics +6, Insight +5, Intimidation +3 

Senses passive perception 15 

Languages Common, Orcish 

 

Maneuvers. Alan knows the maneuvers Commander’s Strike, Disarming Attack, and Parry. The Save DC for his maneuvers is 14. 

ACTIONS________________________________________________ 

Multiattack. Sir Alan makes two melee attacks with his longsword. 

Longsword (One Handed). Melee weapon attack: +6 to hit, reach 5 ft., one target. Hit: 7 (1d8 + 3) slashing damage. 

Longsword (Two Handed). Melee weapon attack: +6 to hit, reach 5 ft., one target. Hit: 8 (1d10 + 3) slashing damage. 

Heavy Crossbow. Ranged weapon attack: +3 to hit, range 100/400 ft., one target. Hit: 5 (1d10) piercing damage. 

Second Wind. On Sir Alan’s turn, as a bonus action, he regains 1d10 + 5 hp. After using this ability, Sir Alan must take a short or 

long rest before he can use this ability again. 

Action Surge. On his turn, Alan can take one additional action on top of his regular action and a possible bonus action. After using 

this feature, Alan must finish a short or long rest before using it again. 

 

REACTIONS____________________________________________ 

Protection. When a creature Alan can see attacks a target other than him that is within 5 feet of him, he can use his reaction to 

impose disadvantage on the attack roll, as long as he is wearing a shield. 

Parry. When damaged by another creature’s melee attack, Alan can use his reaction and expend one superiority die to reduce the 

damage by 1d8. 

 



Veldrin 
Medium humanoid (elf), Chaotic good 

 

Armor Class 17 (elven chain) 

Hit Points 53 (8d10 + 8) 

Speed 30 ft. 

 

STR 

15 (+2) 

DEX 

16 (+3) 

CON 

12 (+1) 

INT 

16 (+3) 

WIS 

13 (+1) 

CHA 

13 (+1`) 

 

Saving Throws Constitution +4, Strength +5 

Skills Animal Handling +4, Arcana +6, Perception +4, Stealth +7 

Senses passive perception 14 

Languages Elven, Common, Celestial, Draconic 

 

Weapon Bond. Veldrin cannot be disarmed of his rapier “Jejune” unless he is incapacitated. Additionally, if the sword is on the same 

plane of existence as Veldrin, he can teleport it to his hand as a bonus action. 

War Magic. When Veldrin uses his action to cast a cantrip, he can make one weapon attack as a bonus action. 

Spellcasting. Veldrin’s spellcasting ability is Intelligence (Spell save DC 14; +6 to hit with spell attacks). He has the following spells 

prepared: 

Cantrips (at will): fire bolt (2d10), ray of frost (2d8) 

1st level (4 slots): burning hands, expeditious retreat, shield, witch bolt 

2nd level (2 slots): arcane lock, shatter 
 

ACTIONS________________________________________________ 

Multiattack. Veldrin makes two melee attacks with Jejune, his +1 rapier or two attacks with his longbow. His rapier attacks use the 

duelist fighting style, and the extra damage is already factored in. 

Rapier. Melee weapon attack: +7 to hit, reach 5 ft., one target. Hit: 10 (1d8 + 6) piercing damage. 

Longbow. Ranged weapon attack: +6 to hit, range 150/600 ft., one target. Hit: 7 (1d8 + 3) piercing damage. 

Second Wind. On Veldrin’s turn, as a bonus action, he can regain 1d10 + 8 hp. After using this ability, Veldrin must take a short or 

long rest before he can use this ability again. 

Action Surge. On his turn, Veldrin can take one additional action on top of his regular action and a possible bonus action. After 

using this feature, Veldrin must finish a short or long rest before using it again. 

 

REACTIONS____________________________________________ 

Shield. When hit by an attack or magic missile, Veldrin can use his reaction to cast shield, gaining a +5 bonus to AC and immunity to 

magic missile until the start of his next turn. 

 



Dame Avren Crestwood 
Medium humanoid (Aasimar), Lawful good 

 

Armor Class 21 (+2 plate, Defense style) 

Hit Points 53 (8d10 + 8) 

Speed 30 ft. 

 

STR 

18 (+4) 

DEX 

10 (+0) 

CON 

14 (+2) 

INT 

8 (-1) 

WIS 

14 (+2) 

CHA 

18 (+4`) 

 

Saving Throws Charisma +8, Constitution +6, Strength +8, Wisdom +6 

Skills Animal Handling +8, Athletics +8, History +3, Religion +3 

Senses passive perception 16 

Languages Common 

 

Fighting Style: Great Weapon Fighting. Avren can reroll 1s and 2s that come up on damage rolls for her +1 greatsword once. 

Divine Sense (5/Day): Avren can use an action to become aware of the location and type of celestials, fiends, and undead within 60 

feet of her that are not behind total cover until the end of her next turn. 

Divine Smite: When Avren hits a creature with a melee weapon attack, she can expend a spell slot to deal radiant damage to the 

target in addition to the spell’s damage. 

Divine Health. Avren is immune to disease.  

Lay On Hands. Avren can restore up to 40 hp per day by touching wounded creatures: 5 hit points from the healing pool can be 

used to cure a disease or neutralize a poison. 

Channel Divinity: aSacred Weapon. As an action, Avren can imbue one weapon that she is holding with positive energy using her 

Channel Divinity. That weapon receives a +4 bonus to attack rolls, emits bright light in a 20-foot radius and dim light 20 feet beyond 

that. If the weapon is not magical, it becomes magical for the duration. 

Channel Divinity: Turn The Unholy. Save DC 16.  

Spellcasting. Avren can cast spells as a 5th level Paladin. Avren’s spellcasting ability is Charisma (Spell save DC 16; +8 to hit with spell 

attacks). She has the following spells prepared: 

1st level (4 slots): compelled duel, cure wounds, heroism, protection from evil 

2nd level (2 slots): thunderous smite 
 

ACTIONS________________________________________________ 

Multiattack. Avren makes two melee attacks with her +1 greatsword 

Greatsword. Melee weapon attack: +8 to hit, reach 5 ft., one target. Hit: 10 (2d6 + 4) slashing damage. 

Second Wind. On Avren’s turn, as a bonus action, she can regain 1d10 + 5 hp. After using this ability, Avren must take a short or 

long rest before she can use this ability again. 

Action Surge. On her turn, Veldrin can take one additional action on top of her regular action and a possible bonus action. After 

using this feature, Alan must finish a short or long rest before using it again. 

 

REACTIONS____________________________________________ 

Protection. When a creature Avren can see attacks a target other than her that is within 5 feet of her, she can use her reaction to 

impose disadvantage on the attack roll, as long as she is wearing a shield (which she won’t be). 





 


