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IntrODUCTION
Hello and welcome to Cardography™! We believe this is the perfect companion for 
your favorite roleplaying game. Cardography is meant to be utilized to enhance your 
gameplay, and to enrich the players’ experience. If at any point you feel like something 
within the story should change to make your friends have a more enjoyable time, by all 
means do it! 

There are quite a few ways that you can use Cardography in game play. They are 
bulleted out below, but we wanted to go into a bit more detail here to get your  
ideas going. 

Growing up we all loved gigantic dungeon maps that allowed campaigns to last  
for months on end! Those were a huge inspiration for creating the dungeon within  
this deck. 

There are quite a few ways that you can use Cardography in game play. First and 
foremost you can run an entire campaign using the cards in the layout that they were 
originally created. See the map in its full glory on page 83. We also loved the idea of 
being able to play quick pick up dungeon crawls. Imagine you and a couple of friends 
waiting for the doors to a convention hall to open up, and you want to kill some 
time playing your favorite RPG. All you have to do is simply arrange a few of your 
Cardography dungeon cards, and see where the adventure takes you!

Throughout these pages are everything you need to take your characters on exciting 
quests, over and over again! The way you choose to lay out the dungeon will create a 
new adventure each time that will be exciting for both you, as a Game Master, and the 
friends you play with.

PREPARING THE ADVENTURE

Key To Page Layout

ALTERNATIVE SCENARIOS 

Mad King’s Labyrinth: Separate out Rooms 35 and 37 then shuffle all the cards 
and traverse a randomized dungeon.

Beastly Brawl: Select the cards with Rooms 5, 8, 16, 26, 40, 43, 46, and 54.  
Shuffle them, dealing them out at random. 

Quick Crawl: Select 13 random cards and shuffle them, dealing them out  
at random.

Forever Campaign: Mix and match this deck with cards from other  
Cardography decks.

WAYS TO PLAY

The module and cards of the Badland Catacombs can be played many ways:

As a complete structured campaign (using the map in its original layout) 

As serialized adventures (using the cards in the numbered order)

As a random adventure (selecting any number of cards to create  
your own map)

We suggest playing Atmar’s Cardography™ Survive the Badlands in its entirety. 
Then try one of our alternate scenarios below, or make your own variation.

Game Master’s Guide 
to the BADLANDS

Sample text.                              Sample text.                                 Sample text.

Items to read aloud                       Roll required                           GM information
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ADJUSTING THE ADVENTURE

Survive the Badlands is designed for adventure groups level 10-12 with a party of 
four to six heroes. Each adventuring group is different, so if you feels the encounters 
of Survive the Badlands are too challenging or not challenging enough they may 
elect to adjust them accordingly. Adding one additional creature per character 
is an easy on-the-fly adjustment. Other adjustments or suggestions for specific 
encounters within the module accompany some scenes.

RANDOM ENCOUNTERS

While resting or remaining in the same room for an extended period in 
the Catacombs, it is possible for wandering creatures to come upon the 
characters. The number provided is adjustable depending on the power level 
of the party. For every hour an adventuring group remains in the same room, 
roll a d20 with the result of a 1-14 incurring no encounter. On a result of  
15-20, roll a d6 and apply the following:

d6 result    Random Encounter 

1. Arcane gears grind and creak as the Catacombs shift and change their  
 alignment. Turn this card 90 degrees clockwise until new corridors are  
 formed, if possible.

2. A silent scream wracks your brain as the skittering sound of 6 Solleel’s   
 Salazarites echoes down the corridor. The shadowy bulk of their queen  
 leads the charge.

3. A gladiatorial troupe of Greyskrull champions strut into this room looking  
 for a fight. There are 4 Greyskrull Warriors and 4 Greyskrull Urn Slingers.   
 They are being led by 2 Greyskrull Maggus.

 4. A pack of 8-10 ravenous Hundenfiend charge snarling down the hallway  
 toward you.

5. A pack of 10-12 vicious Erdverken stalk down the corridor, pursuing you  
 as a potential meal.

6. The Verkenskrull, a massive, abominable Greyskrull Erdverken hybrid   
 bellows loudly as it lumbers into the chamber. Reroll if the Verkenskrull  
 has already been slain.

THE SETTING
This adventure is written to be set in the world of Revilo but can easily be injected 
into any campaign setting of your choice. 

The Catacombs are a remnant of an ancient time. The labyrinthine corridors and passageways 
were originally constructed by a civilization long gone and since forgotten. Kaldor, ruler of the 
Greyskrulls, lost several scouts to the treacherous enchantments that seemed to be protecting 
black, fetid pools of Curor. Not to be discouraged, Kaldor sent his best shamans to investigate 
the ancient passageways and research this fantastic maze of death. The king of the Greyskrulls 
committed his resources to converting the Catacombs into an execution chamber, removing 
the roof to allow onlookers to view their captors from seats carved into the vast cavern this 
maze is centered in. This allows room for throngs of Greyskrulls to look down upon the con-
demned as they perish within the walls of the newly reconstructed death arena.

The player characters find themselves on the wrong end of this execution game. They have 
been captured by the Greyskrulls and cast into the tortuous Catacombs by King Kaldor who 
viciously mocks and berates the party. Will the heroes navigate and overcome the deathtrap 
engineered by the insane Greyskrull ruler?
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Current Issues & 
Adventure Hooks
Horvath’s Ambassador has come for a meeting with the Greyskrull ruler, the 
self-coronated King Kaldor. This meeting signals a collaborative attempt of both 
Outlander and Greyskrull to sway the balance of power in the land.

Settlements near the Catacombs have sent correspondence reporting a mysterious 
illness spreading through the region. Many brave souls have ventured into the 
Badlands searching for the fabled cure from the heart blood of the Catacombs. It 
is said this magic has the power to heal all wounds and cure all disease. None who 
have come in search of the heart blood have returned, nor has any evidence of 
a cure ever been verified. With the sickness beginning to spread, an anonymous, 
wealthy benefactor has placed an open bounty on any usable sample that leads to  
a cure.  

Slay the beast (Room 43): The Verkenskrull lurks in the Catacombs and a trophy 
from such a kill would surely garner fame and riches from all corners of Revilo.

A shipment of Livna gas from the Malin Livna Cartel in the Wajue Mines is scheduled 
to arrive at King Kaldor’s gate sometime this week. It is known that Kaldor has asked 
his shamans to develop another death trap for the Catacombs utilizing this potent 
and rather expensive gas.

Denizens of the BADLANDS
About Greyskrulls  
The first Greyskrulls were renegade Reapers of the Brood Tribe of the Icy Divide. 
They formed a secret, separate sect that worshiped a dark, shadowy deity known 
as Ghyrma. This was in direct conflict with the stringent beliefs of the majority 
of Reapers, who worshiped Creedona the Creator. When The Brood learned of 
their deceit, the Greyskrulls were forever banished from the Icy Divide, across the 
World of Revilo to suffer in the Badlands. Over time they evolved to better suit 
their habitat, turning their devotion to the god Solleel. Solleel’s fierce desire for 
destruction has spurred Kaldor, king of the Greyskrulls, to create this ultimate shrine 
of devastation in her honor. The development of the Catacombs re-enforced the 
adoration of the Greyskrull’s king as bloodshed and destruction are ingrained in 
their culture. 
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You wake up in a dimly lit room that smells of rot. You realize 
your discomfort has come from laying atop a pile of bones. You 
begin to hear the cacophony of a distant, cheering crowd. As 
you come out of the fog of sleep you now realize your hands are 
bound, but you seem to still have all your equipment. Material-
izing in front of you is an illusionary projection of a very large 
Greyskrull surrounded by arena seating. Most filling the seats are 

other Greyskrulls with the exception of a well dressed human seated beside 
him. The large Greyskrull’s commanding voice booms over the roar of the 
crowd, which somehow seems much closer: 

“Condemned! Death to you will come from the shadows of Catacombs! In my 
twisted passageways all manner of doom lurks. It is with great dishonor that 
you die for my amusement! Bwahhahahaha!”

This is King Kaldor, see page XXX.

A character who succeeds on a DC 12 Wisdom (Perception) check will notice 
there are remains of a species matching each member of the party. These 
piles appear to be free of any armor or weapons.

 
At The Players’ Request: A character who succeeds on a DC 12 Strength 
check successfully breaks their bindings. Removing the bindings requires no 
check if a blade is used to cut them.

 
At The Players’ Request: A character who succeeds on a DC 17 Wisdom 
(Medicine) check realizes the skeletal remains have been stripped, bleached 
and dumped here not long before the characters were. A dark and dense orb 
of glass approximately the size of a peach pit is buried in the pile of bones.

The small object is the Orb of Treachery, see page XXX.
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The walls that surround you form a narrow corridor winding 
through the catacombs. Two hallways diverge into drastically 
different spaces. One hallway is well lit by torches, the other is 
darkened, with rubble strewn along the visible length of the path 
toward an apparent dead end cast in shadow.
 

If the party members elect to travel through the darkened portion of the 
tunnel toward the dead end, a character who succeeds on a DC 16 Wisdom 
(Perception) check notices the hideaway of Mixter Gravelbed within a 
collapsed section of catacomb earth.

Mixter is a small and slightly bent Sorcia with only one working eye. The other is foggy, 
white, and unblinking. He appears emaciated and ragged, looking as if he has survived 
weeks in the Catacombs on the scarcest of food and water. 

He will explain that he has taken to scavenging the fallen victims of the Catacombs for their 
provisions when he can get away with it.

As you traverse the wildly curving corridor, you come across a 
large, turtle-like creature whose hide is colored a sickly yellow. It 
seems overjoyed as she begins to strike up a conversation with 
you and your party.

See Chelonid’s Losing Time.

GM note: Conversation topics can vary based on adventuring party dynamics and specific 
character or story arcs. The Chelonid talks at great length about the weather and the time 
of day as it passes, and how she remembers life up above. Long-lived species like the Che-
lonid posses a substantial quantity of information about Revilo and the various creatures 
that call it home. This Chelonid begins her stream of anecdotes by disclosing the nature of 
her capture and relocation by King Kaldor’s soldiers, many decades ago.

“I was brought then to this maze of passages in the Badlands, where I have 
resided for some time. I have been waiting to talk to someone about my child-
hood home, up on the surface where I was raised from just a tiny hatchling...”

She speaks at a painfully slow tempo, pausing often to take great gasps of air. She’ll answer 
questions the best she can from her own perspective, albeit in a painfully slow, long-winded, 
and wordy manner.
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You enter a narrow passage with high walls that extend into 
the shadows above. Peering down the corridor you see the 
snaking hallway cuts sharply around the corners. The path 
forward is illuminated by the gloomy light of flickering torches 
affixed to the walls. 

At each bend in this room are large vats of oil, loosely fastened to the 
ceiling. A character who succeeds at a DC 15 Wisdom (Perception) check 
will notice a tripwire in middle of each bend that will tip the oil vat over, 
spilling its contents, and covering 80 square feet of the immediate hallway, 
as well as any creatures within 10 feet of the vat when it spills with the 
viscous, flammable fluid.

Creatures in the oil must succeed on a DC 16 Dexterity saving throw for 
every 10 feet of movement or be knocked prone and become covered in 
oil. Creatures covered in oil make this save with disadvantage. Any creature 
that is knocked prone triggers the next stage of this trap, as a single 
spark is struck off and all of the oil-covered hallway bursts into flame. 
Any character in the hallway must make a DC 17 Dexterity saving throw 
or take 14 (4d6) fire damage, or half as much damage on a successful 
one. Creatures covered in oil ignite if they fail the save, taking 7 (2d6) fire 
damage at the start of their turn. Ignited creatures can use an action to 
douse the flame.

As you traverse the wildly curving corridor, you come across a 
large, turtle-like creature whose hide is colored a sickly yellow. 
It seems overjoyed as she begins to strike up a conversation 
with you and your party.

I If the characters enter without moving stealthily, combat begins imme-
diately as 10-15 Hundenfiend will pour hungrily from their burrows.
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You enter a long L-shaped hallway covered in metal plates. Your 
footfalls echo off the walls as you traverse the length. At the bend 
in the corridor there is a large lever on the ground and a small, 
brass column spanning from floor to ceiling.
 
If the lever is pulled, rotate this card 90 degrees counterclockwise and 
replace with card 6B: 
 

As gears groan, grind, and creak from beyond the walls the sickening feel of 
your innards being swung about befalls you as you peer down the same corri-
dor you’ve been standing in, only the room it leads to seems to have changed. 

As you enter, the room opens up reflecting light from torches lin-
ing the walls as it sparkles across massive piles of gold, jewels, and 
other fineries piled in the center of the room. Looking about, it is 
apparent that the floors, walls, and ceiling of the room are layered 
with metallic scrap. Each shingle is cobbled together from metal 
plates and pieces leafed upon another in a continuous layer. At the 
very peak of the mound of treasures an intricate spire peaks out.

At The Players’ Request: A successful DC 15 Intelligence (Investigation) 
check reveals a luxurious, bright orange and yellow feather poking out from 
among the riches.

The large plume is the Feather of the Ancients.  
 
When the piles of riches are disturbed a high-pitched, whirring sound begins followed by a 
loud pop as the adventurers feel electricity pulse through their bodies. The winds through 
this section of Catacombs whip at a furious pace. Then the intricate metal spire at the back 
of the room starts ionizing the air. It releases energy in electric pulses that hit the surround-
ing walls in powerful blasts.  

Each creature touching the floors or walls of this room must succeed on a DC 
15 Dexterity saving throw or take 5 (1d8) lightning damage, or half as much 
damage on a successful one. Creatures wearing metal armor make this save 
with disadvantage.

After a loud pop, the powerful whirring begins again. The trap is recharging to 
deliver another 5 (1d8) lightning damage, which it will continue to do every two 
rounds. The charge conducts into any adjacent room with metallic surfaces. 
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As you enter into this room, the door slams shut behind you. 
Three doors along one of the walls begin to open, revealing 3 
Greyskrull Warriors behind each. They emerge snarling with 
toothy malice. These large, hide-clad warriors hammer their 
long swords rhythmically onto their shields looking like they are 
ready to attack. Each cluster is lead by a larger Greyskrull Magus 
armed with a cruelly crooked axe. Their bulk alone is imposing.  

This forking hallway prominently features a glowing blue circle 
8 feet in diameter, etched into the ground. 

 

At the Players’ Request: A successful DC 20 Intelligence 
(Arcana) check reveals the glowing circle to be a one-way, 
short range teleportation pad.

Any creature Large or smaller that steps into this circle is immediately teleported to Room 
43, the lair of the dreaded Verkenskrull.

This corridor is dark, but at the far end you can see a faint  
light glimmering.
 

If If the room is illuminated, smears of blood, etched symbols, and random 
scribblings covering the walls are clearly visible. Creatures with darkvi-
sion will noticed these even in darkness. Some appear to be the last wish-
es or warnings of delirious, doomed prisoners, and a few sloppy arrows 
indicate directions the party should travel, but none are in agreement.

 

At the Players’ Request: Characters who can see the markings on the walls 
and succeed on a DC 15 Intelligence (Investigation) check decode the frantic 
writing smeared across the walls. They are able to read what looks like a 
love note and last regrets. Toward the middle of the writings is a reference 
to three geometric gems: an orb, a pyramid, and a cube, as well as secret 
puzzles. These writings are quickly interrupted by the bloody smear of a 
handprint swiping towards the floor. The skeletal remains of some poor 
humanoid creature lies partially crushed before them.
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The passage ahead is jagged and bent. No clear line of sight can 
be made through this narrowing crack in the Catacomb rocks. 
Walking upright through this section of tunnel will prove difficult 
for Medium or bigger creatures, as the ceiling is only 5 feet high. 
The slightly warm and moist air carries the acrid smell of diges-
tive juices across your olfactories. 
 

This hallway is but a narrow fracture in the rocks that forms this corridor. The floor is of 
earth and stone, but it is covered in a sticky, paper-thin layer of tar that scrapes off easily 
onto shoes and surfaces that disturb it.  

The pungent smell of tar imposes a disadvantage on Stealth checks made to avoid 
detection until it is successfully removed. 

There is a pair of identical well-crafted columns in this room. They are in 
stark contrast with the room’s natural aesthetic, as they do not resemble 
the surrounding rock of the Catacombs. 

A character that succeeds on a DC 16 Wisdom (Perception) 
check realizes that the tops of the columns do not appear to 

reach the height of the walls. They catch a glimpse of what seems to be a 
faint, silver glimmer emanating from atop one of the columns.

Climbing the columns requires a successful DC 20 Strength (Athletics) check. 

The faint silver glimmer comes from The Clarity Bell, a beautifully made silver bell with a 
brass clapper and a wooden handle. 
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As you enter this square room you see a cube-shaped blue 
gem that measures about six inches in length. It gleams on the 
ground in the center of the room.

If the gem is approached or disturbed in any way: 

A trio of covered cages begins to fall from above, one covering the gem and 
the other two on each side. You watch as they begin to move, slowly at first. 
As the cages pick up speed, they begin to dance around one another, trading 
positions over and over again, faster and faster until they are but a blur. After a 
moment they slow to a stop. 

.

A character that succeeds on a DC 23 Wisdom (Perception) check is able 
to follow the correct cage’s path, which upon being touched slowly lifts 
revealing the gem, allowing it to be taken. If a creature touches an incorrect 
cage, they receive 13 (3d8) lightning damage as an electric shock pulses 
through their body. After a cage has been chosen, correctly or incorrectly, all 
of the cages ascend back into the shadows above.

This cube belongs on a statue in Rooms 35-37.

An uneasy silence hangs in the air of this hallway. You see that 
it branches three ways, including the way you came..

At the Players’ Request: A character who succeeds on a DC 
10 Intelligence (Investigation) check while examining the 
corridor’s structure notices the stone that forms the long wall 
directly across from the perpendicular hallway is fractured 
and damaged.

Digging tools may be utilized in the central area to tunnel with ease into Room 13. 
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The raspy breathing and choked laughter of King Kaldor echoes 
through the open hall as three gates spring open loudly on one 
side of the chamber. On the opposite wall a large gate begins to 
slowly crank open, one slow clink of chain link at a time. The light 
from wall-mounted burning torches flickers around the room, 
flashing orange and intermittently casting moving shadows on 
the wall.    

The slow opening door takes 1 minute to raise completely. There are no traps or dangers aside 

from the fear and suspicions in the minds of the adventurers. King Kaldor’s voice booms from 

one of the empty chambers, hurling insults and nonsensical jokes at the party’s expense.

Upon investigation, the chamber is empty. Kaldor laughs maniacally.

This long room is lined with four gates which begin to open. From 
their shadows emerge a total; of 3 Greyskrulls wielding their tra-
ditional sword and shield, while a smaller Greyskrull Urnslinger 
stands with a stick adorned in sealed clay urns.  

On the Greyskrull’s turn: 

The Grekskrull Urnslinger commands his troops to attack, and lobs a clay jar at 
you, which shatters at your feet. A viscous, sluglike globule coalesces from the 
shards and joins in on the attack.

The Greyskrull throwing the ooze-filled pots has a total of 10 urns. His compatriots are 2 
Greyskrull Maggus and 2 Greyskrull Warriors. If this encounter ends before the Greyskrull 
Urnslinger throws all of the pots, the sealed oozes can be carefully taken to a powerful 
alchemist and refined into a cure-all remedy to the plague ravaging the surrounding settle-
ments.
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The floor to this room is uneven and rocky. As soon as you en-
ter you feel your organs realign as the force of gravity reverses 
and all your unstowed gear falls toward the 30 foot metal-grate 
ceiling. 

All characters that breach the threshold of this room must 
make a DC 18 Dexterity saving throw to grab hold of the 

irregular, rocky ground and prevent themselves from falling upward, taking 10 
(3d6) bludgeoning damage from impacting the 30-foot ceiling on a failed save.

  
For all intents and purposes, this is an upside-down pit that is 30 feet deep. The enchant-
ment takes up the entire room, but not the narrow corridors on each end. The walls of this 
room are smooth stone.

A small voice whispers “is it gone?” You see an emaciated, 
shaking creature peek out from behind a body-sized cavity 
within the wall where some loose rubble has been her hiding 
place for quite some time. 

 This is Axley Ttarps of the Floating Forest. She was dispatched by her 
order to collect and categorize the nature of the ancient builders of 
Revilo. She was intercepted by King Kaldor and tossed into the Cata-
combs. Axley badly wants her journal returned to her but she prioritizes 
her own wellbeing. 

It is at you discretion exactly how much guidance Axley can give, and to what extent her 
knowledge of the Catacombs reaches, with and without her notebook. Regardless, she has 
been in these tunnels for quite some time and has accrued knowledge that will undoubtedly 
aid the party in some way.

As you enter this room, the door slams shut and locks behind 
you. You hear a high-pitched whirring sound. It is at this point 
you realize there is a set of three horizontal, circular saw blades 
careening toward you at considerable speed. The saw blades 
are on a track that spans the length of this narrow room. 
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The spinning saw blades in this room are operated by a system of non-magical pulleys, 
belts, and ropes that wrap around large rotating cogs exposed on the walls, and can be 
rendered useless if any one part of the mechanism is damaged or jammed.

To avoid the spinning blades, a creature must succeed on a series of three 
DC 15 Dexterity saving throws, taking 28 (8d6) slashing damage on a failed 
save and avoiding damage altogether on a successful one. 

The narrow corridor opens to a large room where there stands 
a great, faceless humanoid carved of stone. It holds a gorgeous 
metallic blade as if at attention. Upon its pedestal reads:
“Fight me for my blade or speak the magic word and I shall be-
queath it.”
 

The “magic word” can be anything relevant to the prior campaign, or it could be “please,” at 

your discretion. If the blade is touched without speaking the “magic word,” the Ancient  

Chisled Sentinel springs to life and attacks the party, focusing its attacks primarily against  

the individual that touched its sword.

The Ancient Chisled Sentinel wields Glimmercleave.

The first thing you notice about this room is that it features 
three identical chests. In fact, that is the only thing of note about 
this room other than the drab interior of the Catacombs and an 
occasional scattering of bones. 

When a chest is opened, roll a d3 to determine the results.

1 = Auto-encounter (roll on the Random Encounter table)

2 = A plume of poisonous gas* erupts from the chest

3 = A cache of 1d4 +1 lesser healing potions.  
 

Once one chest is opened the other two dissolve in thin air.

*Each character within 15 feet of the chest must make a DC 17 Constitution 
saving throw. On a failed save, it takes 14 (4d6) poison damage and is 
poisoned for the next hour. On a successful save, it takes half damage and is 
not poisoned.
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In center of this room there are four stones marked with runes 
laid forth before an altar. At each corner of the room are four 
smaller altars, one bearing a brightly burning torch, one a basin 
of water, one with piles of intricately stacked, mossy rocks, and 
one bearing a patch of tall grass, swaying as if outdoors on a 
windy day.

At The Player’s Request: A character that succeeds on a DC 14 Intelligence 
(Arcana) check deciphers each of the runes to be representative of one of  
the four elements: fire, water, earth, and wind.  

At The Player’s Request: A character that succeeds on a DC 16 Intelligence 
(Religion) check will realize the stones bear finely chiseled religious texts, 
each to a different deity: The Embreson: God of flame, Anaxgosal: Master 
of wetlands and the watery depths, Virdith: Lord of the earth and all that is 
green, and finally Coursuvine: Embodiment of all four of the Revilian Winds. 

Placing each stone at the altar that corresponds with its elemental rune will cause a bright 
red, spherical gemstone to emerge from the center altar and roll into the dirt. This piece be-
longs on a statue in Rooms 35-37.

You see a glowing orb floating at the end of the otherwise dark 
hallway. It seems to silently beckon to you.

If the orb is followed, it will remain just out of reach, dodging 
deftly from any abilities that might make its capture plausible. 
Once a character reaches the second bend of the hallway they 

find themselves standing in a viscous, black fluid approximately 2 feet deep. 
When a character is sufficiently stuck into the fluid, it begins to retract, 
restraining the character. A creature can free itself with a successful DC 15 
Strength (Athletics) or Dexterity (Acrobatics) check. For each turn a creature 
is restrained by this living trap they must take 7 (2d6) slashing damage and 
7 (2d6) acid damage per round until the creature is pulled free or completely 
digested.
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As you enter this dimly lit room you notice the ground is  
covered in thick webbing. Toward the center of the room, a 
perfectly round funneling pit descends below your line of  
sight into blackness. 

 
If the webbing is disturbed in any significant way, a swarm of 3  
Solleel’s Salazarites emerge from the pit. They may be led by 1  

Solleel’s Salazarite Queen at your discretion. These Salazarites are of an unhealthy brown 
pallid. Dripping black ichor seeps off of them, as though they are sweating out the ooze. 

This small room has three arm-sized holes about three feet off 
the ground. 

In the event a creature inserts an appendage into any of the holes, they 
will feel a mechanical latch fasten their appendage painfully into place. 
This is also true for the second hole. The devices do not freely release 
any appendages unless the lever concealed within the third hole is ac-
tivated, at which point both latches disengage, allowing any who were 
trapped by the mechanisms to go free unscathed.

There are two large statues in this room. They are both human-
oid, but with very unusual features. Where their faces should be 
are prismatic, triangular openings emanating light, one yellow 
and one blue.

At The Player’s Request: A character that succeeds on a DC 
15 Intelligence (Investigation) check notes that the circular 
grooves around the statues indicate they rotate on their base.

At The Player’s Request: A character that succeeds on a DC 25 Strength 
(Athletics) check can rotate one of the statues on its base. If the beams are 
crossed, a green gem shaped like a pyramid, appears from the meeting of 
the two light sources and falls lightly to the ground. This piece belongs on a 
statue in Rooms 35-37.

Upon entering the space you see a large closed door on the op-
posite wall. The door has an ornate twelve-pointed star engraved 
into its center. There is a large metallic brazier in the middle of 
the room containing wood, charcoal, and ashes. An ornate rim 
partially covering the burnt interior is decorated with cut-out 
triangular symbols. The brazier sits on four iron legs that fit into a 
worn ring on the floor around it.

. 

When lit, the light shining from within will be much like a spotlight. Lighting the brazier 

casts the shape of a twelve-pointed star upon whatever the brazier is aimed at. The bra-

zier’s projection on the matching shape on the door unlocks it. A creature who touches the 

brazier while it is lit takes 4 (1d8) fire damage. Turning the brazier one notch on the ring 

takes 1 round. The brazier must be rotated three times to shine upon the door.

At The Players’ Request: A character that succeeds on a DC 15 Intelligence 
(Investigation) check will recognize a similar star cut out of the side of the 
brazier. The character will also realize the brazier can be rotated so it can be 
aimed in different directions in the room.

This corridor opens up into a small octagonal room that is evidently a 
dead end. In the middle of the small room there is a faintly glowing yel-
low circle etched upon the ground. 

At The Players’ Request: A character that succeeds on a DC 20 
Intelligence (Arcana) check knows the glowing circle to be a 
one-way, short range teleportation pad.

Any Large sized or smaller creature that enters the circle is immediately teleported to 
Room 5, the Hundenfiend Den.
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9 The sharp bend in the corridor is illuminated by torchlight, and 
you see a shelf inset within the walls bearing a large tome, dry 
and dusty with age. The binding and cover appear loose but the 
pages of the book seem very well-preserved.

If the Tome of Entrapment is opened, a large magical bubble emerges as if 
being blown from the very pages of the ancient tome. 

Whoever opens the book must succeed on a DC 20 Dexterity saving throw 
or become entrapped in a resilient sphere. This sphere is identical in every 
way to the spell of the same name, except it lasts for 1 hour. The tome is 
then rendered inert until the dawn of the next day, at which time it will cast 
the spell again. If a spellcaster is aware of how this item behaves, they may 
aim the Tome of Entrapment at a large or smaller creature and cast resilient 
sphere, using their own spell save DC without expending a spell slot, and the 
effect lasts 1 minute. The Tome of Entrapment then goes inert and cannot be 
used until the dawn of the next day.

There is most of a humanoid skeleton suspended by a sharpened 
hook fastened to the wall of this corridor. All armor and clothing 
is gone with the exception of a rusty, winged helmet atop the 
skeleton’s head.

At The Player’s Request: A character who succeeds on a DC 
15 Intelligence (Investigation) check while examining this hall 
notices a hidden alcove just off this crooked hallway, behind 
the skeleton. 

The winged helm is the Crown of the Battlemaster. You gain a +1 bonus to 
AC while you wear this ancient winged helm. Twice per day you may roll 1d6 
and add the result to an attack or damage roll. You must choose to use this 
feature before you know whether your attack hits or not, and may only use 
this feature once per round on your turn.
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The corridor begins to narrow as you enter this section of the 
Catacombs. The walls around you are laid mortar and stone. The 
narrow hallway is lined with lit torches casting flickering light 
onto the low ceiling. Hanging along the walls are ornamental ar-
maments and rusty suits of armor. Piles of bones and disarticulat-
ed remains are scattered along the floor. 
. 

 
A character who succeeds on a DC 13 Wisdom (Perception) check notices 
one of the rusty suits of armor has its poleaxe elevated in a hostile manner, 
as well as an obvious tripwire placed across the hall.

If the trap is triggered the poleaxe swings to the floor, quickly slashing through the air. It 
clanks to the floor and the suit of armor crumples around a small pedestal. 

When triggered, any character in a 10foot line from the armor must make a 
DC 18 Dexterity saving throw or take 22 (4d10) slashing damage, or half as 
much damage on a successful save.

As you enter the chamber a giant statue of a bizarre looking 
humanoid comes into focus in the dim light. The creature is ugly 
by any measure of beauty in Revilo and the odd offset placement 
of the one central eye creates the unsettling effect of it following 
you around the room. As you approach, a loud piercing ring hits your 
ears. It amplifies and warps into an unheard voice that booms in all 
your minds:

“Seek not the death that is the lifeforce. Look for the cold hand of fate to truly 
find warmth. Only through patient manipulation can death be made life.”

At The Player’s Request: A character that succeeds on a DC 20 Intelligence 
(Religion) check realizes the disembodied voice is referring directly to 
Solleel’s Ichor and how it may be rendered into a miracle cure if handled 
correctly.  

If Mixter Gravelbed is accompanying the party he will urge you to leave the space. He is 
clearly discomforted by the bizarre statue.
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This space has obviously been abandoned for some time. A tiny 
bedroll is neatly rolled up but insects have begun to consume the 
tattered and decaying fabric.
 

This abandoned campsite, safely tucked away, may provide a temporary 

respite from the onslaught of these Catacombs.  

If the adventurers attempt to unroll or handle the bedding, it will rip open and a tin cup will 

clatter loudly to the floor. Roll on the Random Encounter table to determine what heard 

the commotion.

If the adventurers have met Mixter Gravelbed he will force this encounter as he loudly ex-

claims, “How exciting to have a bedroll!”

This open room is rather bare, save for the black ooze seeping 
from the cracks along the far wall. The veins of blackness tumble 
and turn on the floor menacingly

Any creature that moves within 5 feet of the viscous sludge risks becoming 

deeply mired as toxins begin to burn their flesh and consciousness alike. 

Once touched the mire produces 1d4 Ichor Leeches per round until left 

alone. If a character touches it with bare flesh they must roll on the Ravaging 

Madness table (see Solleel’s Ichor) and suffer the effect for one round until 

they are removed from the sludge.
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As you breach the threshold to this 
massive cathedral, the wretched 
stench of hundreds of years of rot 
hits your nostrils. Before you lies 
the legendary Fetid Pools, known to 
house the slumbering consciousness 
and ill will of Solleel, the Ravager. 
There is a land bridge spanning the 

center of the pool, as well as three large statues distributed across the vast 
chamber.

As you draw near, the pools begin bubbling violently. Several dozen dark  
amorphous blobs slosh out and begin squirming in your direction. A gut 
wrenching odor and sickening sucking sound signals the appearance of 2  
grey, amorphous blobs. 

These are Solleel’s Ichor. They will attack the party immediately.

  

*Rooms 35, 36, and 37 are always flipped simultaneously, and behave as one room. Whenever 
one of these rooms is encountered, the other two must go into place to complete the Fetid 
Pools.

 

Spread evenly along the back wall of this massive atrium are three  winged humanoid stat-
ues. Each of the statues features a uniquely shaped, gem-encrusted hole in their base. One is 
green and triangular (Room 28), one blue and cubical (Room 13), and one is red and circular 
(Room 22). If the statues are engaged by filling the gem slots with the properly shaped gems 
from within the Catacombs, the following occurs:

 

 Green Triangle — All Solleel’s Ichor lose their Regeneration ability for the remainder of  
 this encounter.  

 

 Blue Cube — All Solleel’s Ichor lose their Budding ability for the remainder of this  
 encounter. Any Ichor Leeches created prior to this remain until destroyed.

 

 Red Circle — All Solleel’s Ichor lose their Ravaging Madness ability for the remainder   
 of this encounter. Any effects of Ravaging Madness end now.
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8 This open room is rather bare, except for the black ooze  
seeping from the cracks of the far wall. The veins of blackness 
tumble and turn on the floor menacingly.

Any creature that moves within 5 feet of the viscous sludge 
risks becoming deeply mired as toxins begin to burn their flesh 
and consciousness alike. Once touched the mire produces 1d4 

Ichor Leeches per round until left alone. If a character touches it with bare 
flesh they must roll on the Ravaging Madness table (see Solleel’s Ichor) and 
suffer the effect for one round until they are removed from the sludge.

The corridor you are traveling down splits into three hallways 

each heading in its own direction. A signpost in the center of 
the hallway indicates four directional bearings marked with 
small, arrow-shaped signs. The arrows seem to be slightly 
off-kilter, not quite pointing down any of the  hallways.

The arrow signs read:

LOST — DOOMED — SAFE — SCARRED

If tampered with at all, it is revealed that the signpost spins freely. It is apparent that the di-
rectional facing of each of the arrows is not a reliable frame of reference. Whoever put it here 
was probably intent on inflicting further confusion and paranoia on King Kaldor’s victims.

As you enter the room, a door slams shut as six additional 
doors lining the hallway spring open. Eight half-starved yet 
vicious Erdverken leap forth, salivating and snarling as they 
attack. 

This dimly lit circular room contains an inner wall that forms it 
into a ring shaped corridor.
 

At The Player’s Request: A character that succeeds on a DC 17 
Intelligence (Investigation) check while examining the inner wall 
finds a hidden passageway. The Dexterity check to unlock the 
door using thieves’ tools is DC 20.

This dusty room appears to have been forgotten for ages. 
Cobwebs accent the dust covered room. The skeletal remains of a 
creature recline comfortably sprawled across multiple piles  
of straw. Behind the skeleton is a large battered chest.  

At The Player’s Request: A character that succeeds on a DC 14 
Intelligence (Investigation) check notices a path of disturbed 
dust leading to an ancient and battered chest in between the 
piles of straw.

When touched, the heavily rotted chest crumbles into a pile of dry rotted 
leather bands and rusty hinges and latches. Among the debris are 2 (1d4) 
greater healing potions.
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3 The light is dim and it is very quiet in this large room. An echo-
ing crunch breaks the silence from the clatter of bones under-
foot as you make your way into the area. The faint smell of sour 
decay reaches your nostrils as you see the huge mouth of an 
evil-looking cave looming before you. 
 

At The Players’ Request: A character that succeeds on a DC 13 Wisdom 
(Medicine) check recognizes most of the bones are humanoid in origin.

Within the mouth of the cave is Coursuvine’s Longbow, an elegant weapon carved from 
the bones of an ancient, long-extinct beast. The champion who wielded it previously met 
their grisly end in this chamber, their prized longbow unceremoniously discarded among the 
Verkenskrull’s refuse.

If the characters spend too much time or make too much noise in this room, you may roll 
for an encounter. All positive results cause the Verkenskrull itself to emerge from its den, or 
perhaps from one of the side corridors. If the Verkenskrull has already been defeated, roll 
normally on the encounter table, rerolling any Verkenskrull results. 

If Mixter Gravelbed is following or accompanying the party his experiments with the echoing 
acoustics of the darkened, cavernous chamber draw the attention of the Verkenskrull.   

 

Sound echoes in this dimly lit and dust covered room. The air is 
stale, as it hasn’t been disturbed for some time. There are stone 
pews broken and crumbling about the room. An ornate pulpit 
stands up front in a position of authority, as if addressing the 
long deserted room. 

At the Player’s Request: A character who searches the pulpit 
and succeeds on a  DC 13 Intelligence (Investigation) check 
discovers an elaborate pictogram engraved in a recess of the 
ancient podium. 

The engraving depicts what looks to be a map of a large room. There are three black pools 
spanning the room, as well as a trio of winged, humanoid statues spread along the northern 
wall. The statues are depicted identically, except for the different colored shapes below each. 
From left to right: a green triangle, a blue cube, and a red circle.

You walk upon a vast gap with a seemingly bottomless chasm. 
It looks impossibly deep. 
 

The bottom of the chasm lies 400 feet down, a potentially fatal fall. The 
gap is 30 feet wide at its narrowest point. At the bottom are the skeletal 
remains of a dozen humanoid forms. 

 

As you enter the chamber you are immediately aware of the 
four mechanical guardians that stand frozen, positioned at the 
ready in each of the room’s corners. The craftsmanship of each 
guardian is impeccable, but the greenish patina on the copper 
hints at its age. The southern door is locked with a peculiar and 
unfamiliar mechanism that has a large port for some kind of key.
 

At the Player’s Request: A character who succeeds on a DC 15 Wisdom 
(Perception) check notices a large wind-up key in each of the backs of the 
ancient clockwork guardians.

These ancient contraptions are a remnant left by a civilization lost to time. They still valiant-
ly guard their door as they have done for untold millennia. If the door to the south of this 
room or any of the guardians are tampered with, they will spring to life to defend the door 
and brethren, just as they were enchanted to do.

Each of these constructs is identical except for the unique, keylike object rotating in each 
of their backs. 

At The Player’s Request: A character who succeeds on a DC 15 Intelligence 
check recognizes that each key fits one-quarter of the lock. If they keys are 
combined the lock disengages, allowing the dust-covered stone door to 
grind open. 
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The far end of this room features a gigantic pair of  
monstrous-looking heads. Black, fetid ooze spills from each, 
creating streams that span nearly the entire the length of the 
room, eventually seeping down through the floor.

If a creature gets within 5 feet of either of the slimy, black streams their 
mind is accosted with the ravaging screams of Solleel, the sleeping 
deity whose essence is trapped in these Catacombs. 

 

A character that enters within 5 feet of these streams of fetid, black evil 
must succeed on a DC 18 Wisdom saving throw or be under the effect of a 
dominate person spell, with a duration of 1hour. Solleel, while known for her 
bloodthirst, is a clever deity. The charmed effect might not be obvious to any 
of the party at first, including the dominated character. You may take control 
of the dominated character at any point during the spell’s duration, and the 
dominated character may attempt to succeed the saving throw at the end of 
each of their turns, ending the effect on a success.

At the Player’s Request: A character who succeeds on a DC 18 Wisdom 
(Insight) check will notice something is amiss. For every two rounds of Ichor 
Liquor a creature consumes they must make a DC 10 Constitution saving 
throw or fall unconscious for the next thirty seconds and are considered 
“drunk” (poisoned) for the next hour. The DC increases by 5 for each 
subsequent drink of Ichor Liquor until the character refrains from consuming 
more, rehydrates by drinking water, and completes a short rest.

As you peer into this room you see spiked walls lining the walls. 
Upon entering the doors slam shut both in front of and behind 
you. The spiked walls grind and click mechanically as they 
begin closing in.

 A character who succeeds on a DC 25 Strength check can stop 
the crushing walls for 1 round. Lodging something sufficiently 
stout between the walls can stop the movement. Other creative 
but plausible solutions will succeed at disarming the trap your 
discretion. The walls move in at a rate of 5 feet per round.
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9 Worn cots and equipment are scattered around what appears 
to be an encampment. Some gear and longboxes are laid about 
in an untidy fashion. There is a foul-smelling stew bubbling over 
an open flame. 

At The Player’s Request: A character who succeeds on a DC 17 
Intelligence (Investigation) check uncovers a small strongbox 

cast to the side among the gear strewn about the camp. It does not appear 
to be of Greyskrull make. It is locked, but a character that succeeds on a DC 
18 Dexterity (thieves’ tools) check can unlock it. Within is a well worn but 
unspoiled journal. “Axley” is embossed in scratched foil across the cover. 

This is the field notebook of Axley Ttarps. The notebook is written in typical Ttarps shorthand 
and impossible to decipher without its original author present, even by magical means.

This room seems completely out of place in this otherwise 
rugged, unforgiving Catacombs. Fine tapestries hang from the 
walls, and luxurious pillows cover the floor from wall to wall. 
The air is lightly scented with expensive-smelling oils and  
perfumes.

Any character who stops to rest, or even momentarily enjoy the comfort of 

this room must succeed on a DC 17 Wisdom saving throw or be unable to 
resist the lavish comfort before them and fall asleep in a matter of seconds. 

Those that become victim to the magically comfortable room of luxury will easily fall prey to 
the family of five Ruchong that inhabit this chamber, beneath the layer of pillows. The magi-
cal sleep is instantly dispelled upon a character taking any damage.

The floor is dotted with poorly covered pitfalls. These traps 
seem like they would be quite deadly, if the shambles were 
properly maintained.

Unless an adventurer is overtly carless, the passage through this section 
of dungeon is unchallenging and relatively safe.

At the Players’ Request: If a character wishes to refurbish the traps, creating 
a treacherous battlefield or even a dangerous gauntlet for their foes, they 
may make a Wisdom (Survival) check. The result becomes the DC for an 
Intelligence (Investigation) check to uncover the traps.

This rectangular room seems to have an interior wall creating 
a corridor around it. There is a door on the interior southern 
wall. Hung upon the door is a worn and tarnished door knocker 
featuring an ornate, many-pointed star.

This “door knocker” is much more than it appears. If a creature reaches 
out to grab it, their hand is stopped by a wall of solid light that ripples 
and illuminates upon contact with the otherwise invisible surface. It may 

be removed by use of mage hand, unseen servant, or any other magical means of moving 
normal objects. Only then may the door be interacted with as normal.

The magic item cleverly disguised as a doorknocker is Scintilliam’s Ward, an ancient relic 
wielded by her champion eons ago during the Earth Shatter. The artifact itself acts as a 
handle, the shield comprised of light so pure it deflects all but the most devastating blows, 
aiding in protecting the user from unfriendly magical effects.
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3 The door to this room creaks open to reveal 6 Greyskrull  
Warriors cackling maniacally while torturing three victims. One 
victim, a blue Groblynn, grimaces bravely as 2 Greyskrulls hold 
her bootless feet to glowing hot irons. Another small human-
oid creature is strapped to a rack wailing in pain as he is “made 
taller” by the second pair of Greyskrulls cranking a mechanism. 
A third victim is shackled to the wall, being forced to watch the 
ghastly scene by the Greyskrull pair. 

Windsor Templesmith (Halfling), Kelair Secondchair (Groblynn), and Merle Horke 
(Groblynn) are being tortured by the sadistic Greyskrulls. Their armor, weapons, and other 
adventuring gear is piled unceremoniously in the corner. They have used all their available 
spell slots and abilities and are at 10 hit points each.

You see King Kaldor standing before you. He tosses a large 
cube with runes onto the floor in front of you that lights up 
slightly and cackles maniacally as your next foes enter the 
arena room from five doors that snap open.

Roll on the Random Encounter table, rerolling all results of 1.

Kaldor and the cube both disappear as the illusion fades.

As you enter this room you hear groans of pain, and a weak 
voice calling for help. You see an emaciated, ancient looking 
Driademus embedded into the north wall. Only her upper tor-
so and head are exposed. Encompassing her are evil looking, 
pulsating veins of jet black. They are attached to her body, and 
seem to be drawing essence from her.

Ooshrah Belrut appears to be in a dreamy, trance-like state with cloudy, unfocused eyes. She 
speaks in a shaky, weak voice that is barely a whisper. She says she has been held here far 
longer than she can recall. She speaks of herself in third person and in past tense, as if she 
is no longer living. She has been long incorporated into the consciousness of Solleel’s Curor 
that seeps throughout these caverns, and it is unclear if the characters are truly speaking to 
the old Driademus or if Solleel’s essence is merely puppeting the preserved corpse of the 
unfortunate creature.  “Ooshrah Belrut, a Driademus she was, yes… sought us out and found 
us here. Now she is us, poor dear.”

This corridor stops at a dead end after a couple of turns.
 

At the Player’s Request: A character who succeeds on a DC 15 
Wisdom (Perception) check while searching the area finds a 
square hatch set in the floor near the center of the space. 

The hatch is carved from wood plank, but is without a handle. The surface of the hatch fits 
with no space to spare, squarely placed inside a floor depression.

Once opened, a well with the surface of water 15 feet down is revealed. At the bottom of 
the well, 15 feet below the surface of the water, is a treasure chest filled with silver, gold, 
and platinum coins worth 2500 gp in outlander currency.  

 

 

The hallway you enter is narrow and straight with a sharp bend 
near what seems to be the midpoint. A lever on the wall is the 
sole ornament on an otherwise non decorated wall.

Pulling the lever causes the room to rotate 90 degrees coun-
terclockwise as you hear the gears groan, grind, and creak 
from beyond the walls. 

Turn the card 90 degrees counterclockwise to represent this shifting of the room.

 

 

The steep walls of the Catacombs climb skyward and create 
high vaulted ceilings. In the center of this room is a grand table 
covered in the finest delicacies and treats of Revilo, presented 
on solid silver platters with matching table settings of  
tarnished silver.  
.  

Once a creature consumes any food or drink from the table, they are 
magically compelled to sit and continue to consume the spread of food and 
drink until it is all gone. For one creature, completing this task would take 
8 hours. At the end of the first hour, the character must succeed on a DC 5 
Constitution saving throw or gain one level of exhaustion and must continue 
eating. For each additional hour, the DC increases by 5. For each additional 
creature that eats at this table, the time to consume all the food on the table 
is reduced by half, to a minimum of fifteen minutes.
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9 As you enter the room you hear the cackle and low rumbling 
laugh of King Kaldor much closer than before. Across the room 
Kaldor and 7 Greyskrull minions prepare to launch an assault. A 
magic barrier of translucent purple appears, rising up from the 
floor down the middle of the room, bisecting the space. 

5 Greyskrull Magi and 2 Greyskrull Urn Slingers join their king in battle 
against the party. 

All creatures can freely walk through the barrier. However, only Kaldor and his minions’ 
ranged attacks may pass through it, while the party’s ranged attacks vanish when they im-
pact the barrier.

At any point where Kaldor feels as though his group is outmatched, he will have a rope 
dropped down to pull him up to safety. 

slightly from the ones used by the modern miners. 

As you enter this room you suddenly find yourself surrounded 
by tall mantis-like creatures, and your companions are nowhere 
to be seen.
 

The party faces three Copiferra in this room. Their primary battle tactic 
is to make everyone in the party feel as if they are alone and outnum-
bered. They create a strong illusion that makes anyone a creature gazes 
upon look like another Copiferra. They use their opponents’ confused 
state to eviscerate them with their sweeping, mantis-like claws before 
confounding them with more illusions.

Entering into this room you see six metal plate doors that look heavy 
and solid, much like the rest of the Catacombs passages. Three line each 
side of the corridor. 

As with most doors in the Catacombs, these doors are locked, requiring a 
successful  DC 20 Dexterity check using thieves’ tools. Unlike most of the 
rooms with multiple rooms in these tunnels, they remain closed once the 
party enters the room. Behind each door is either a boon or a curse:

R
O

O
M

 6
1                             

d6 Roll Description

1 The creature that opens this door must succeed on a DC 18 Constitution saving 
throw or become petrified.

2 The creature that opens this door must succeed on a DC 18 Intelligence saving 
throw or suffer from the effects of a feeblemind spell.

3 The creature that opens this door must succeed on a DC 18 Wisdom saving 
throw or forget the events of the last 24 hours, as if under a modify memory 
spell.

4 The door opens to reveal finery and riches equal to 150 gp.

5 The door opens to reveal a random uncommon magic item.

6 The door opens to reveal a random rare magic item.
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NPCs Ellingvan Volyak

Ellingvan is clean with a tidy gown fit for 
one of high society. She walks with an 
air of self righteousness and considers 
her time far more important than any 
of the surrounding rabble, Kaldor 
included. She expects to be addressed, 
greeted, and entertained formally as 
an ambassador of the noble lord she 
represents. She is perturbed at the lack 
of decorum exhibited by the Greyskrulls 
she has been sent to meet. 
High Concept: Horvath’s Ambassador 
Trouble: Taxation of locals for Horvath is 
getting out of hand

Ellingvan Volyak, Human
Medium humanoid, lawful evil
Armor Class 13 (leather)

Hit Points 54 (12d6 +12)

Speed 30 ft. 

Saving Throws WIS +6, CHA +6 

Skills Deception +5, History +6, Insight +3,  
Investigation +6, Persuasion +5

Damage Resistances Fire

Senses Darkvision 60 ft. passive Perception 13

Languages Common, Revilian

Challenge 3 (700 XP)

Actions
Dagger. Melee or Ranged Weapon Attack:  
+4 to hit, reach 5 ft., one target. Hit: 4 (1d4 +2) 
piercing damage.

STR
10 (+0)

DEX
14 (+2)

CON
13 (+1)

INT
12 (+1)

WIS
18 (+4)

CHA
18 (+4)

NPCs Axley Ttarps

Axley Ttarps is jittery and nervous, even for a Ttarps. She is an amateur 
anthropologist intent on discovering more about the ancient culture that once 
inhabited these Catacombs. She has been in these tunnels for many weeks, avoiding 
both death traps and Greyskrull Warriors alike. Axley has found many examples of 
ancient architecture, even having a chance to sketch a few. However, she is missing 
her field journal, and is beside herself with worry as to where it may have fallen.

Axley hails from the Floating Forest, home to the “grandest library in all of Revilo.” 
As a child, she spent all her time in the archives reading, as is the Ttarps tradition. 
Her favorite subject matter by far is the stories of civilizations of old, whose entire 
cultures have been lost to time. Not long ago, she heard of a plague of strange 
ailments spreading throughout some of the 
more rural regions of Revilo. Having read 
of the legendary Fetid Pools, she took it 
upon herself to brave the mad King Kaldor’s 
labyrinth and obtain some samples of the 
curor for research. 
High Concept: I know this place
Trouble: I Must get my notebook taken  
by the Greyskrulls.

Axley Ttarps, Ttarps
Small humanoid, lawful good
Armor Class 11

Hit Points 54 (12d6 +12)

Speed 25 ft., burrow 25 ft. 

Saving Throws INT +7, WIS +6

Skills Arcana +7, History +7, Religion +7, Stealth +3

Senses Darkvision 60 ft. passive Perception 13

Languages Common, Revilian

Challenge 3 (300 XP)

Ttarps’ Vast Knowledge. Axely may cast  
comprehend languages at will as an action  
without the use of a spell slot.

Actions
Dagger. Melee Weapon Attack: +3 to hit, range  
5 ft., one target. Hit: 3(1d4+1) piercing damage.

STR
8 (-1)

DEX
12 (+1)

CON
12 (+1)

INT
20 (+5)

WIS
18 (+4)

CHA
12 (+1)
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NPCs Kelair Secondchair

Kelair is a young blue-hued Groblynn 
from the Icy Divide. Her bloodied, 
tattered clothes are colored in purples 
and silvers. Kelair grew up in the Icy 
Divide as part of the Halvor Groblynn 
clan. She always had a knack for 
entertaining her extended family and 
was quite good at earning money 
during the annual Great Bazaar.

Not long ago, a mysterious illness 
began turning her family and friends 
into fiendish monsters. She fled the 
Icy Divide for her own safety and to 
search for a way to cure them. A dusty 
old tome she managed to unearth 
in the Floating Forest’s Library led 
her and her newfound friends to the 
Catacombs and into King Kaldor’s 
clutches.

Kelair has learned much about the 
nature of Solleel, the dark entity that 
dwells here in the Catacombs. She 
speaks of the Ichor Leeches as if they 
are the key to the cure, although her 
alchemical knowledge isn’t extensive 
enough to conduct the procedure 
herself.

Kelair Secondchair, Groblynn
Small humanoid, chaotic good
Armor Class 14 (leather armor)

Hit Points 55 (10d8 +10)

Speed 25 ft. 

Saving Throws DEX +6, CHA +8 

Skills Arcana +5, History +5, Investigation +5,  
Persuasion +8, Performance +8

Tool Proficiencies Cook’s Utensils, Drums, Lute, Shawm

Senses Dpassive Perception 11

Languages Common, Revilian

Challenge 6 (2,300 XP)

Bardic Inspiration (5/Day). Kelair can inspire others 
through stirring words or music. To do so, she uses a Bo-
nus Action on her turn to choose one creature other than 
herself within 60 feet of her who can hear her. That crea-
ture gains one Bardic Inspiration die, a d10.

Once within the next 10 minutes, the creature can roll the 
die and add the number rolled to one ability check, Attack 
roll, or saving throw it makes. The creature can wait until 
after it rolls the d20 before deciding to use the Bardic In-
spiration die, but must decide before the GM says whether 
the roll succeeds or fails. Once the Bardic Inspiration die is 
rolled, it is lost. A creature can have only one Bardic Inspi-
ration die at a time.

College of Gourmet. The art of inspiring one’s comrades 
goes well beyond singing songs and telling tales. Over the 
course of her adventures Kelair has learned to create 3 
scrumptious dishes she can prepare over a short of long 
rest that bolster and empower her companions:

Hearty Omelette: A creature that imbibes this delicious 
masterpiece of eggs and cheese gains temporary hit 
points equal to twice their character level and advantage 
on Constitution Saving Throws for the next 8 hours. This 
dish takes one minute to consume. 

Unsusceptible Salad: A creature that imbibes this perfect-
ly-seasoned mixture of greens and vegetables gains resis-
tance to one damage type of Kelair’s choice for the next 8 
hours. This dish takes one minute to consume. 

Speedy Pop-ups (2/dish): A creature that imbibes one of 
these bite-sized tarts spends 0 movement to stand up 
from being prone and doubles their speed until the end of 
their next turn. This dish takes one bonus action to con-
sume.

STR
8 (-1)

DEX
16 (+3)

CON
12 (+1)

INT
14 (+2)

WIS
13 (+1)

CHA
20 (+5)

Kelair may prepare any 1 of these meals 
for up to 10 creatures over the course 
of a short rest, or 2 over the course of 
a long rest. A creature may only benefit 
from one scrumptious dish at a time, a 
second dish will replace the effects of 
the original. The dishes lose their magical 
properties after 24 hours of their cre-
ation, and don’t taste nearly as good.

Spellcasting. Kelair is a 10th level spell-
caster. Her spellcasting ability is Charis-
ma (spell save DC 18, +8 to hit with spell 
attacks.) Kelair has the following bard 
spells prepared:

Cantrips (at will): dancing lights, mes-
sage, mending, vicious mockery

1st Level (4 Slots): bane, cure wounds, 
hideous laughter, identify

2nd Level (3 Slots): enhance ability, hold 
person, lesser restoration

3rd Level (3 Slots): dispel magic, major 
image, sending

4th Level (3 Slots): confusion, dimension 
door, hallucinatory terrain

5th Level (2 Slots): greater restoration, 
hold monster 

Actions
Shortbow. Ranged Weapon Attack: +4 to 
hit, range 80/320, one target. Hit: 5 (1d6 
+2) piercing damage.

Shortsword. Melee Weapon Attack: +4 to 
hit, reach 5 ft., one target. Hit: 5 (1d6 +2) 
piercing damage.
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NPCs King Kaldor

Kaldor is the largest Greyskrull ever seen, towering no less than a foot over the 
heads of his underlings. He wears the most flashy adornments of his kinsmen, 
trophies taken from his many victories. His demented authority is unquestioned and 
any who challenge him from within the tribe are dealt with immediately and with 
brutal mercilessness.

Kaldor uses the bloodsport that takes place in his Catacombs as a way to quell his 
bloodthirsty Greyskrull horde until he is ready to invade the Revilian mainland in 
force. He has led his tribe to believe the denizens of Solleel’s Fetid Pools are under 
his control. 

Kaldor desires complete dominion over the lands of Revilo and has been building 
and training his army of Greyskrulls in the Badlands. He anticipates a provisional 
alliance with Baron Murk von Horvath, which may grant him the power he needs to 
accomplish his goal.

High Concept: Self Proclaimed King of Greyskrulls
Trouble: Outlanders promise to return the vitality of the Greyskrulls in Revilo

STR
18 (+4)

DEX
14 (+2)

CON
18 (+4)

INT
10 (+0)

WIS
12 (+1)

CHA
22 (+6)

King Kaldor, Greyskrull
Medium monstrosity, chaotic evil
Armor Class 20 (plate armor, shield)

Hit Points 167 (20d8 +77)

Speed 30 ft. 

Saving Throws STR +9, DEX +7, CON +9

Skills Acrobatics +7, Athletics +9, Deception +11

Resistances Bludgeoning, Piercing, and Slashing 
from non-magical weapons

Senses Darkvision 60 ft. passive Perception 11

Languages Common, Revilian

Challenge 10 (5,900 XP)

On the Edge. Greyskrulls tend toward violence and 
usually strike first when they feel tensions mount. 
King Kaldor gains a +10 to his Dexterity (Initiative) 
checks. 
 
King of the Cutthroats. Greyskrulls attack with 
hate-fueled ferocity. Once per turn King Kaldor 
may choose to reroll the damage dice of one at-
tack, but must keep the second result. 

Spellcasting. King Kaldor is a 15th-level spell-
caster. His spellcasting ability is Charisma (spell 
save DC 18, +9 to hit with spell attacks). King 
Kaldor has the following bard spells prepared:

Cantrips (at will): dancing lights, message, mi-
nor illusion, vicious mockery

1st Level (4 Slots): charm person, cure wounds, 
hideous laughter, silent image

2nd Level (3 Slots): enthrall, hold person, magic 
mouth

3rd Level (3 Slots): bestow curse, major image, 
sending

4th Level (3 Slots): confusion, dimension door, 
hallucinatory terrain

5th Level (1 Slot): dominate person

6th Level (1 Slot): programmed illusion

7th Level (1 Slot): project image

8th Level (1 Slot): feeblemind

Actions
Multiattack. King Kaldor makes two melee 
attacks, one with the Scepter of Creedona and 
one with his battle axe. 

Scepter of Creedona. Melee Weapon Attack: 
+10 to hit, reach 5 ft., one creature. Hit: 10(1d6 + 

7) bludgeoning damage and 9(2d8) necrotic damage. (See 
Scepter of Creedona for more information)

Battleaxe. Melee Weapon Attack: +10 to hit, reach 5 ft., one 
creature. Hit: 16 (2d8 + 7) slashing damage, or 18 (2d10 +7) 
if used with both hands.

Legendary Actions
King Kaldor can take 3 legend-
ary actions, choosing from the 
options below. Only one legend-
ary action option can be used at 
a time. King Kaldor regains spent 
legendary actions at the start of 
his turn.

Distracting Windbag. When a 
creature King Kaldor can see 
within 60 feet makes an attack, 
ability check, or a damage roll, 
he may use a legendary action to 
force them to roll  1d6 and sub-
tract it from the result of the roll.

Royal Inspiration. At the end 
of another creature’s turn, King 
Kaldor may choose one creature 
other than himself within 60 
feet. That creature gains a Bardic 
Inspiration die, a d10. King Kaldor 
has unlimited Bardic Inspiration.
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NPCs Merle Horke

Merle is a green Groblynn from Murk’s Hollow and longtime best friend of the 
outlander Windsor Templesmith. He has a large scar that comes down at a slight 
angle between his shifty eyes and continues all the way down to his beak. He is 
dressed in plain but bloodied traveler’s clothes. Discarded at his feet is a slightly 
bent Murk’s Hollow brooch identifying him as a representative of the Baron.
  
Prior to this adventure, Merle had been slowly working off a large debt to Baron 
Murk von Horvath. Mostly odd jobs, these could be anything from running errands 
and stealing things, to “disappearing” people. Merle’s not afraid to get his hands 
dirty, especially if it means wiping out his debt. 

Merle had to sneak out of Murk’s Hollow under cover of night, as Horvath did not 
like to see debtors leave the town limits without his permission. He just had to get 
out of town for a while, and besides, Kelair offered to pay a large sum for his help.

STR
20 (+5)

DEX
14 (+2)

CON
18 (+4)

INT
8 (-2)

WIS
13 (+1)

CHA
16 (+3)

Merle Horke, Groblynn
Small humanoid, chaotic neutral
Armor Class 20 (plate armor, shield)     Hit Points 95 (10d10 +40)     Speed 25 ft. 

Saving Throws STR +8, CON +7

Skills Athletics +8, Deception +6, Intimidation +6

Senses passive Perception 11

Languages Common, Revilian

Challenge 6 (2,300 XP)

Action Surge. Merle has a sudden burst of energy, enabling him to take one additional action on top 
of his normal action and possible bonus action on his turn. Once he uses this feature, he must take a 
short or long rest before he can do so again. 

Second Wind. On his turn, Merle can use a bonus action to regain hit points equal to 1d10 + 10. Once 
he uses this feature, Merle must finish a short or long rest before he can use it again. 

Stances. Merle is a trained soldier-turned-mercenary, he may use a bonus action to enter various 
stances that provide both benefits and detriments in melee combat. Merle may drop all stances with 
a free action on his turn. While using a ranged weapon, Merle cannot be in a stance.

High Guard. On his turn, Merle can use a bonus action to regain hit points equal to 1d10 +10. Once he 
uses this feature, Merle must finish a short or long rest before he can use it again. 

Middle Guard. Merle may use a bonus action to hold his blade outward at an angle, pointing menac-
ingly at his foe. While in this stance Merle may use his reaction to parry an oncoming attack from the 
front by rolling his weapon’s damage die, adding the result to his Armor Class until the end of that 
creature’s turn. While in this stance, Merle’s first attack each turn is taken at disadvantage.

Tall Guard. Merle may use a bonus action to draw his blade arm 
back behind him, poised to deliver a wide sweeping, unexpected 
blow. While in this stance, Merle’s Longsword gains the “reach” 
quality. Any creature he attacks that is 10 feet away he does so 
with advantage, with a 19 or 20 counting as critical hits. While in 
this stance, all melee attacks against Merle are taken with advan-
tage if the creature is within 5 feet of him

Actions
Multiattack. Merle makes two attacks, either with his shortbow or 
his longsword.

Shortbow. Ranged Weapon Attack: +5 to hit, range 80/320,  
one target. Hit: 5 (1d6 +2) piercing damage.

Longsword. Melee Weapon Attack: +8 to hit, reach 5 ft., one  
target. Hit: 9 (1d8 +5) piercing damage, or 10 (1d10+ 5)  
piercing damage if used with two hands.
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NPCs Mixter Gravelbed

Mixter is a small and slightly bent Sorcia with only one eye that is foggy white. If 
undiscovered by the party he will stealthily pursue them and influence events in the 
Catacombs. He is under the employ of King Kaldor specifically to create drama and 
tension, adding to the theatrical value of the show. Mixter is not allowed to attack 
the party directly except in self defense, but he has caused the demise of many a 
gullible prisoner by giving them advice that leads to their inevitable doom.
High Concept: The producer of the event for the Greyskrull
Trouble: Misleads the group, causes tension and drama 

STR
8 (-1)

DEX
17 (+3)

CON
12 (+1)

INT
18 (+4)

WIS
14 (+2)

CHA
16 (+3)

Mixter Gravelbed, Sorcia
Small humanoid, chaotic neutral
Armor Class 13

Hit Points 22 (5d6 +5)

Speed 25 ft., burrow 25ft.

Saving Throws DEX +5, INT +6 

Skills Arcana +6, Deception +5, History +6

Senses Darkvision 60 ft. passive Perception 13

Languages Common, Revilian

Challenge 1/2 (100 XP)

The Right Tool For the Job (3/Day). Sorcias are 
known for their ingenuity in the arts of tinkering 
and gadget-making. It is rare to encounter one 
without at least some small gizmo at hand. As a 
reaction Mixter uses a gadget it has hidden on 
his person to give himself advantage on an ability 
check, attack or saving throw.

Play Dead. When threatened, Sorcias are known 
to suddenly go limp, dropping prone to the floor 
and discouraging their attackers by seemingly not 
being a threat. When a Sorcia takes damage it 
can use its reaction to Play Dead. A creature who 
succeeds on a DC 14 Intelligence (Investigation) 
check sees through the Mixter’s ruse. The DC for 
this investigation check may go up depending on 
the damage Mixter has sustained, at the GM’s dis-
cretion. Mixter can use half its movement to get 
up during his turn.

Actions
Dagger. Melee or Ranged Weapon Attack: +5 
to hit, reach 5 ft., one target. Hit: 6 (5d4 +3) 
piercing damage.

NPCs Windsor Templesmith

This very short and hairy-footed outlander is strapped to a fully extended stretching 
rack when first encountered. Windsor hails from a town called Warfold, on a 
distant continent far across the sea, where he was often found in taverns regaling 
the drunken crowds with his hymns of simple living. Slow to temper and quick 
with a smile this charming short fellow is not however without his secrets. He is 
accompanying his travel companion Kelair to help find a cure for her Groblynn clan.

Windsor Templesmith, Halfling
Small humanoid, chaotic neutral
Armor Class 16 (studded leather)

Hit Points 55 (10d8 +10)      Speed 25 ft.

Saving Throws WIS +7, CHA +5

Skills Deception +5, Insight +7, Persuasion +5

Senses passive Perception 17

Languages Common, Halfling, Revilian

Challenge 6 (2,300 XP)

Deceiver’s Blessing. Windsor can use his action to 
touch a willing creature other than himself to give 
it advantage on Charisma (Deception) checks. This 
blessing lasts for 1 hour or until he uses this feature 
again. 

Treacherous Whispers (5/day). As an action, Wind-
sor can whisper words of treachery into the mind of 
a creature he can see within 30 feet that can under-
stand him. The creature must pass a DC 17 Wisdom 
saving throw or become charmed for one minute 
or until Windsor loses concentration, as if he were 
concentrating on a spell. Windsor may direct the 
actions of the charmed creature, but must target the 
creature’s former allies with its offensive abilities.  In 
addition, Windsor may cast his own spells through 
the creature as if he were in the creature’s space, 
but is limited to what he can see. Windsor cannot 
force the creature to perform an action that would 
bring harm upon itself. If a creature has no allies 
within sight to attack, this ability fails automatically. 

Spellcasting. Windsor Templesmith is a 10th level 
spellcaster. his spellcasting ability is Wisdom (spell 
save DC 17, +7 to hit with spell attacks). Windsor has 
the following cleric spells prepared:

Cantrips (at will): guidance, light, sacred flame

1st Level (4 Slots): bane, cure wounds, guiding bolt

2nd Level (3 Slots): blindness/deafness, enhance 
ability, hold person

STR
9 (-1)

DEX
18 (+4)

CON
13 (+1)

INT
10 (+0)

WIS
18 (+4)

CHA
14 (+2)

3rd Level (3 Slots): bestow curse, remove curse, 
sending

4th Level (3 Slots): banishment, freedom of  
movement, stone shape

5th Level (2 Slots): insect plague, mass cure 
wounds

Actions
Shortsword. Melee Weapon Attack: +7 to hit, range 
5, one target. Hit: 7 (1d6 +4) piercing damage.
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Magic Items

Clarity Bell   
Wondrous item, rare

This beautifully made engraved silver bell has a unique brass clap-
per and polished wooden handle. When you ring the bell it ema-
nates a strangely pleasant sound that has a distinct quality about it. 
Once per day you may use an action to speak the command word 
and ring the bell. All charmed creatures within 60 feet that can 
hear are no longer charmed.

Corsuvine’s Longbow 
Weapon (longbow), legendary (requires attunement)

This ornate bone longbow’s upper and lower limbs are covered in 
vibrant purple feathers, and the grip is wrapped in fine leather. You 
get a +3 to attack and damage rolls with this magic weapon. 

Corsuvine’s Fury. Once per round on your turn you may force a 
Medium or smaller creature you hit with an attack to make a DC 15 
Strength saving throw, pushing the target 10 feet away from you on 
a failed save, and having no effect on a successful one. 

Blessed Flight. If you hold this bow to your back and speak the 
command word, a pair of vibrant purple bird’s wing will sprout from 
your back, granting you a fly speed equal to your walking speed for 
1 minute. The longbow is absorbed into the wings and may not be 
used while for the duration. Once this property is used, it can’t be 
used again until the next dawn.

Crown of the Battlemaster 
Armor (helmet), very rare (requires attunement)

You gain a +1 bonus to AC while you wear this ancient 
winged helm. Twice per day you may roll 1d6 and add the 
result to an attack or damage roll. You must choose to use 
this feature before you know whether your attack hits or 
not, and may only use this feature no more than once per 
round on your turn. 

Feather of the Ancients 
Wonderous item, rare (requires attunement)

This luscious, red and orange plume is easily a foot in length and 
crackles like flame. Confidence surges through you as you hold 
the feather in your hand. While attuned to the Feather of the 
Ancients you may add your proficiency bonus twice rather than 
once to a skill check for a skill you are proficient in. Once used 
the feather becomes inert and the color drains to a drab brown 
until dawn of the next day, and you may not use it again until a 
full 7 days and nights have passed.

Glimmercleave 
Weapon (greatsword), legendary (requires attunement)

Glimmercleave is a beautiful greatsword, a full six feet from 
pommel to blade tip, that shines with a golden sheen of oth-
erworldly luster. You get +3 to attack and damage rolls with 
this magic weapon. Whenever you hit with an attack using 
Glimmercleave, you may choose to deal an additional 3d6 
damage type of your choosing to the target. Glimmercleave 
also allows you to cast greater restoration once without 
spending a spell slot. You can’t use this property again until 
you finish a long rest.

Orb of Treachery  
Wonderous item, uncommon (requires attunement)

This apple-sized glass orb has a grey cloudy liquid perpetu-
ally spinning and roiling within. While attuned to the orb you 
see the cloud as bright white, unless an untruth is being ut-
tered in your presence, then you see the cloud as pitch black. 

Cursed. This item is cursed, and attuning to the item extends 
the curse to you. While cursed by this item, it will attempt 
to sow seeds of distrust against one member of your party 
as chosen by the GM. You are not aware that you are cursed, 
and the orb will give many incorrect indications of truth and 
falsehoods throughout the course of its use. Once per week, 
you must succeed on a DC 13 Wisdom saving throw or be 
overcome with the need to confront the distrusted party 
member, calling them out regarding their “treachery.” 
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Scepter of Creedona 
Weapon (mace), legendary (requires attunement)

You gain a +3 to attack and damage rolls with this magic 
weapon. When wielding the Scepter of Creedona your 
melee attacks deal an additional 2d8 necrotic damage 
if your alignment is evil, or radiant damage if your align-
ment is good. If you are of neutral alignment you gain no 
benefit from this feature. The Scepter of Creedona has a 
spell save DC of 16. This magic item has four charges and 
regains 1d4 charges daily at dawn.

Eldritch Blast. As an action you may cast eldritch blast at 
will.

Scorching Ray. As an action you may spend one charge 
and cast scorching ray. You may cast it at a higher spell 
slot by spending one additional charge per additional slot.

Sunburst. As an action you may spend three charges and 
cast sunburst. 

Finger of Death. As an action you may spend four 
charges and cast finger of death.

Scintilliam’s Ward 
Armor (shield), very rare (requires attunement)

This magic shield, upon discovery, appears to be 
an ornate brass fixture depicting a twelve-point-
ed star with a central orb featuring a solemn, hu-
manoid face. The entire piece is nine inches long 
and features a handle on the back, allowing a 
firm grip.The shield appears to be only when the 
center fixture is struck, at which point a perfectly 
round shield of hardened radiant energy man-
ifests. While attuned to and holding this shield 
you have a +2 bonus to AC and resistance to one 
damage type of your choosing. You must make 
this choice at the dawn of each day. 

Tome of Entrapment 
Wonderous item, very rare (requires attunement)

Whoever opens the book must succeed on a DC 20 Dex-
terity saving throw or become entrapped in a resilient 
sphere. This sphere is identical in every way to the spell of 
the same name, except that it lasts for 1 hour. The tome is 
then rendered inert until the dawn of the next day, at which 
time it will cast the spell again. If a spellcaster is aware 
of how this item behaves, they may aim the Tome of En-
trapment at a large or smaller creature and cast resilient 
sphere, using their own spell save DC without expending a 
spell slot, and the effect now lasts only 1 minute, as listed 
in the spell. The Tome of Entrapment then goes inert and 
cannot be used until the dawn of the next day.

 

Watchful Eye 
Wondrous item, very rare (requires attunement)

This metallic locket features an animated eye. Enchant-
ed with divination magic, this relic of Revilo grants you a 
glimpse of your near future. While attuned to this item after 
finishing a long rest, roll 1d20 and record the result. You can 
replace any attack roll, ability check, or saving throw made 
by you or a creature you can see with the recorded result. 
You must choose to do this before the roll you are replacing 
occurs. If you take a long rest without using your predeter-
mined die result, it is lost and replaced at the end of your 
long rest. While all Watchful Eyes provide the benefit of 
glimpses into the future, while holding this Reaper eye you 
gain a +1 bonus to the saving throw DCs of your spells.
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Ancient Chiseled Sentinel 
Physical Characteristics

This Ancient Chiseled Sentinel is a great, 
faceless humanoid carved of stone. It holds a 
gorgeous metallic blade as if at attention.  

Ancient Chiseled Sentinel 
Large construct, neutral
Armor Class 18 (Natural Armor)

Hit Points 133 (14d10 +56)

Speed 30 ft.

Saving Throws STR +10, CON +8

Skills Athletics +10 

Senses Blindsight 60 ft.

Damage Immunities lightning, poison; blud-
geoning, piercing, and slashing from nonmagi-
cal attacks   

Condition Immunities blinded, charmed, deaf-
ened, exhaustion, frightened

Languages Ancient Malin

Challenge 10 (5,900 XP)

Immutable Form. The Ancient Chiseled Senti-
nel is immune to any spell or effect that would 
alter its form.

Magic Resistance. The Ancient Chiseled Sen-
tinel has advantage on saving throws against 
spells and other magical effects.

Magic Weapons. The Ancient Chiseled Senti-
nel’s weapon attacks are magical.

STR
22 (+6)

DEX
6 (-2)

CON
18 (+4)

INT
4 (-3)

WIS
6 (-2)

CHA
1 (-5)

Actions
Multiattack. The Ancient Chiseled Sentinel 
makes three melee attacks with Glimmercleave.

Glimmercleave. Melee Weapon Attack: +13 to 
hit, reach 10 ft., one creature. Hit: 26 (5d6 + 9)  
slashing damage.

Ancient Clockwork Guardian
Physical Characteristics

These ancient contraptions are a remnant left by a civilization lost to time. They still valiantly guard 
doors as they have done for untold millennia.

Ancient Clockwork Guardian 
Medium construct, neutral
Armor Class 14 (Natural Armor)

Hit Points 104 (11d10 +44)

Speed 30 ft.

Saving Throws STR +8, CON +7

Skills Athletics +8 

Senses Blindsight 60 ft.

Damage Immunities lightning, poison; bludgeoning, piercing, and slashing from nonmagical at-
tacks   

Condition Immunities blinded, charmed, deafened, exhaustion, frightened

Languages Ancient Malin

Challenge 6 (2,300 XP)

Immutable Form. The Ancient Clockwork Guardian is immune to any spell or effect that would alter 
its form.

Magic Resistance. The Ancient Clockwork Guardian has advantage on saving throws against spells 
and other magical effects.

Magic Weapons. The Ancient Clockwork Guardian’s weapon attacks are magical.

Actions
Multiattack. The Ancient Clockwork Guardian makes 2 slam attacks. 

Slam Melee Weapon Attack: +8 to hit, reach 5 ft., one creature. Hit: 16 (2d10 + 5)  bludgeoning 
damage.

STR
20 (+5)

DEX
6 (-2)

CON
18 (+4)

INT
4 (-3)

WIS
6 (-2)

CHA
1 (-5)
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Chelonid, Badlands 
Physical Characteristics

The Badlands Chelonid is a large, 
turtle-like creature whose hide is 
colored purple with sickly yellow 
highlights.

Chelonid, Badlands  
Medium monstrosity, chaotic neutral 
Armor Class 17 (Natural Armor)

Hit Points 67 (9d10 +18)

Speed 30 ft.

Saving Throws CON +4, WIS +5

Skills Deception +6, Insight +5, Persuasion +6 

Condition Immunities Charmed

Damage Immunities Psychic

Damage Vulnerabilities Cold

Senses passive Perception 13

Languages Common, Revilian

Challenge 3 (700 XP)

Losing Time. Creatures become so enthralled 
in conversation with the Chelonid that they lose 
track of time. While conversing with a Chelonid 
each creature that can hear and understand it 
must succeed on a DC 13 Wisdom saving throw 
or be charmed and enthralled for 1d4 days. An 
enthralled creature must continue their con-
versation with the Chelonid until that time has 

STR
16 (+3)

DEX
8 (-1)

CON
14 (+2)

INT
12 (+1)

WIS
16 (+3)

CHA
18 (+4) passed or they can no longer hear the Chelonid. 

If a creature’s saving throw is successful or the 
effect ends for it, the creature is immune to the 
chelonid’s Losing Time feature for the next 24 
hours.

Actions
Bite. Melee Weapon Attack: +5 to hit, one 
target. Hit: 10 (2d6 + 3) piercing damage and 3 
(1d6) psychic damage.

Reactions
Shell of the Chelonid. After taking damage the 
chelonid may use its reaction to retreat into its 
shell granting it +4 to its AC and resistance to 
non-magical bludgeoning, slashing, and pierc-
ing damage. While in its shell the Chelonid may 
not move or take actions other than emerging, 
which it may do as a bonus action on its turn, 
allowing it to move and attack as normal but 
also reducing its AC by 4.

Copiaferra
Medium humanoid, chaotic evil
Armor Class 16 (Natural Armor)

Hit Points 71 (11d8 +22) Speed 30 ft.

Saving Throws INT +6, WIS +5 

Skills Deception +8, Insight +5, Perception, +5, 
Persuasion +8, Stealth +6

Senses passive Perception 15  

Languages Common, Revilian

Challenge 7 (2,900 XP)

Improved False Appearance. While the Copi-
aferra remains motionless, it is indistinguishable 
from its surroundings. The Copiaferra may cast 
illusion spells without need of components.

Master of Illusion. Creatures attacked by the Co-
piaferra have a difficult time discerning illusion 
from reality, any Intelligence (Investigation) or 
Wisdom (Insight, Perception) rolls to discern the 
Copiferra’s illusions are made at disadvantage.

Spellcasting. The Copiaferra is a 9th-level spell-
caster. Its spellcasting ability is Charisma (spell 
save DC 16, +6 to hit with spell attacks).The Co-
piaferra has the following bard spells prepared:

Cantrips (at will): mage hand, message, minor 
illusion, prestidigitation 

1st Level (4 Slots): disguise self, silent image, 
sleep, thunder wave

2nd Level (3 Slots): blindness/deafness, detect 
thoughts, invisibility

3rd Level (3 Slots): fear, glyph of warding,  
hypnotic pattern

4th Level (3 Slots): compulsion, confusion, phan-
tasmal killer

5th Level (1 Slot): seeming

Actions
Multiattack. The Copiferra makes 2 claw 
attacks. 

Copiaferra
Copiaferra are highly intelligent, evil creatures with a slender form and a mantis-like visage. 
Standing between 6 and 7 feet in height, they are known and feared most for their potent, 
mind-bending enchantment and illusion magic. This Copiaferras’ primary battle tactic is to 
make everyone in the party feel as if they are alone and outnumbered. They create a strong 
illusion which makes anyone a creature gazes upon look like another Copiferra. They use their 
opponents’ confused state to eviscerate them with their sweeping, mantis-like claws before 
confounding them with more illusions and dominating their victims.

STR
14 (+2)

DEX
16 (+3)

CON
14 (+2)

INT
16 (+3)

WIS
14 (+2)

CHA
20 (+5)

Claw. Melee Weapon Attack: +7 to hit, reach 
5 ft., one creature. Hit: 16 (2d8 + 2) slashing 
damage.

Psychic Stun (Recharge 5-6). The Copiferra 
contorts its body as it emits a visible pulse of 
psychic energy. All creatures within a 20foot 
cone originating from the Copiferra must 
succeed ona DC 15 Intelligence saving throw 
or take 33 (8d6 +5) psychic damage and are 
stunned for one minute. A creature can re-
peat the saving throw at the end of  
each of its turns, ending the effect 
on a success.
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Greyskrull Magus
Greyskrull Magus
Medium monstrosity, chaotic evil
Armor Class 18 (Plate Armor)

Hit Points 112 (15d8 +45)   Speed 30 ft.

Saving Throws STR +7, DEX +7, CON +6

Skills Acrobatics +7, Athletics +7, Survival +4

Resistances bludgeoning, piercing, and slash-
ing from non-magical weapons

Senses Darkvision 60 ft., passive Perception 11  

Languages Common, Revilian

Challenge 8 (3,900 XP)

On the Edge. Greyskrulls tend toward violence 
and usually strike first when they feel tensions 
mount. The Greyskrull Magus gains an addition-
al 1d4 to its Initiative.

Really Cutthroat. The Greyskrull attacks with 
hate-fueled ferocity. Once per turn the Greys-
krull Magus may choose to reroll one damage 

die of its choice, but must keep the second 
result.

Spellcasting. The Greyskrull 
attacks with hate-fueled feroci-
ty. Once per turn the Greyskrull 
Magus may choose to reroll one 
damage die of its choice, but 
must keep the second result.

The Greyskrull Magus is a 10th- 
level spellcaster. Its spellcasting 
ability is Intelligence (spell save 
DC 14, +5 to hit with spell attacks). 

The Greyskrull Magus has the following 
wizard spells prepared:

Cantrips (at will): chill touch, minor illusion, 
shocking grasp

1st Level (4 Slots): burning hands, magic mis-
sile, shield, thunderwave

2nd Level (3 Slots): acid arrow, enlarge/reduce, 
shatter

Actions
Multiattack. The Greyskrull Magus makes two 
melee attacks with its battleaxes. It may then 
cast a cantrip or spell as a bonus action.

Battleaxe +1. Melee Weapon Attack: +8 to hit, 
reach 5 ft., one creature. Hit: 9 (1d8 + 5)   
slashing damage, or 10 (1d10 +5) if used  
with both hands.

STR
18 (+4)

DEX
18 (+4)

CON
16 (+3)

INT
14 (+2)

WIS
12 (+1)

CHA
9 (-1)

Erdverken
Physical Characteristics

An Erdverken’s front shoulders stand 
approximately three feet off the ground, 
with their haunches lower to the 
ground. Their hides have a leathery gray 
appearance that blends into the rocky 
terrain of the Badlands. All four of their 
paws are equipped with sharp, razor-like 
claws that make easy work of slashing 
through anything foolish enough to stand 
in their way.

Erdverken
Medium monstrosity, unaligned
Armor Class 14 (Natural Armor)

Hit Points 45 (6d8 +18)

Speed 30 ft., burrow 25 ft.

Saving Throws STR +6, DEX +3, CON +5

Skills Athletics +6, Perception +5, Survival +5 

Resistances Bludgeoning, Piercing, Slashing 
from non-magical weapons

Senses Darkvision 60 ft., passive Perception 15 

Languages –

Challenge 2 (450 XP)

Call of the Cackle (1/ Day). When threat-
ened, the Erdverken will emit a high-pitched 

STR
18 (+4)

DEX
12 (+1)

CON
16 (+3)

INT
16 (+3)

WIS
16 (+3)

CHA
10 (+0)

cackling that signals to nearby Erdverken that 
their immediate assistance is needed and 1d4 
Erdverken arrive in 1d4-1 turns, with a result 
of 0 meaning they arrive at the end of the 
erdverken’s turn. If there are no other Erdverken 
around, this ability has no effect.

Pack Tactics. The Erdverken has advantage on 
an attack roll against a creature if at least one 
of the erdverken’s allies is within 5 feet of the 
creature and the ally isn’t incapacitated.

Actions
Multiattack. The Erdverken makes three at-
tacks: one with its claws and two with its bite. 

Claws. Melee Weapon Attack: +6 to hit, reach 5 
ft. one target. Hit: 8 (1d8 +4) slashing damage.

Bite. Melee Weapon Attack: +6 to hit, reach 5 
ft., one target. Hit: 11 (2d6 +4) piercing damage.
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Greyskrull Warrior
Greyskrull Warrior
Medium monstrosity, chaotic evil
Armor Class 18 (Natural Armor, Shield)

Hit Points 112 (15d8 +45)   Speed 30 ft.

Saving Throws STR +7, DEX +7, CON +6

Skills Acrobatics +7, Athletics +7, Survival +4

Resistances bludgeoning, piercing, and slash-
ing from non-magical weapons

Senses Darkvision 60 ft., passive Perception 11  

Languages Common, Revilian

Challenge 4 (1,100 XP)

On the Edge. Greyskrulls tend toward violence 
and usually strike first when they feel tensions 
mount. The Greyskrull Warrior gains an addi-
tional 1d4 to its Initiative.

Cutthroat (1/day). The Greyskrull Warrior at-
tacks with hate-fueled ferocity. Once per day 
the Greyskrull may choose to reroll one dam-
age die of its choice, but must keep the second 
result.

Actions
Multiattack. The Greyskrull Warrior makes  
two melee attacks, one with a bite and one  
with a longsword.

Bite. Melee Weapon Attack: +6 to hit,  
reach 5 ft., one creature. Hit: 7 (1d6 + 4)  
piercing damage and 7 (2d6)  
poison damage.

Longsword. Melee Weapon Attack:  
+6 to hit, reach 5 ft., one creature.  
Hit: 8 (1d8 + 4) slashing damage,  
or 9 (1d10 +4) slashing damage if  
used with two hands.

STR
18 (+4)

DEX
18 (+4)

CON
16 (+3)

INT
14 (+2)

WIS
12 (+1)

CHA
9 (-1)

Greyskrull Urn Slinger

Greyskrull Urn Slinger
Medium monstrosity, chaotic evil
Armor Class 16 (Natural Armor)

Hit Points 65 (10d8 +20)

Speed 30 ft.

Saving Throws STR +7, DEX +7, CON +5

Skills Acrobatics +7, Athletics +7, Survival +4  

Resistances Bludgeoning, Piercing, Slashing 
from non-magical weapons

Senses Darkvision 60 ft., passive Perception 11 

Languages Common, Revilian

Challenge 5 (1,800 XP)

On the Edge. Greyskrulls tend toward violence 
and usually strike first when they feel tensions 
mount. The Greyskrull Urn Slinger gains an  
additional 1d4 to its Initiative.

Cutthroat (1/day). The Greyskrull attacks with 
hate-fueled ferocity. Once per day the  
Greyskrull Urn Slinger may choose to reroll  
one damage die of its choice, but must  
keep the second result.

Actions
Multiattack. The Greyskrull Urn Slinger  
makes two ranged attacks, throwing two  
leech urns, or two melee attacks, one  
with a bite and one with a longsword. 

Leech Urn. Ranged Weapon Attack: +7 to hit, 
reach 30 ft. one creature. Hit: 6 (1d4 +4) slash-
ing damage. Hit or miss, out of the broken 
pieces of each jar emerges a hungry Ichor Slug, 
who’s initiative immediately falls after the Urn 
Slinger.

Bite. Melee Weapon Attack: +7 to hit, reach  
5 ft., one creature. Hit: 7 (1d6 +4) piercing  
damage and 7 (2d6) poison damage.

Longsword. Melee Weapon Attack: +7 to hit, 
reach 5 ft., one creature. Hit: 8 (1d8 +4)  
slashing damage, or 9 (1d10 +4) slashing  
damage if used with two hands.

STR
18 (+4)

DEX
18 (+4)

CON
15 (+2)

INT
10 (+0)

WIS
12 (+1)

CHA
9 (-1)
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ICHOR LEECH
Ichor Leech
Small ooze, chaotic evil
Armor Class 12

Hit Points 1 (1d4 -1)   Speed 25 ft.

Saving Throws STR +4, CON +1

Skills Athletics +4

Senses Blindsight 20 ft.  

Damage Immunities acid, lightning, psychic, 
slashing  

Condition Immunities blinded, charmed, deaf-
ened, exhaustion, frightened, prone  

Languages —

Challenge  0 (0 XP)

Actions
Attach. Melee Weapon Attack: +4 to hit, reach 
5 ft. one target. Hit: 1 piercing damage and 
the Ichor Leech is grappled to the target. The 
target may use an action to remove the Ichor 
Leech, the Ichor Leech takes 1 damage  
when removed.

Feed. Melee Weapon Attack:  
must first be grappled to the target,  
automatically hits, reach 0 ft. one target.  
Hit: 7(2d6) psychic damage.

Reactions
Psychic Shriek. Whenever the Ichor  
Leech takes damage, it can use its  
reaction to let out a silent, psychic  
scream, racking the minds and  
dealing 7 (2d6) psychic damage to  
all creatures within 10 feet. Oozes  
are immune to this effect

STR
12 (+2)

DEX
14 (+2)

CON
8 (-1)

INT
1 (-5)

WIS
6 (-2)

CHA
1 (-5)

Hundenfiend

Hundenfiend
Medium monstrosity, any chaotic alignment
Armor Class 15 (Natural Armor)

Hit Points 65 (10d8 +20)

Speed 30 ft.

Saving Throws STR +6, DEX +6, CON +4

Skills Acrobatics +6, Athletics +6, Survival +3, 
Perception +3   

Resistances fire; bludgeoning, piercing, and 
slashing from non-magical weapons

Senses Darkvision 60 ft., passive Perception 13 

Languages —

Challenge 4 (1,100 XP)

Pack Tactics. The Hundenfiend has advantage 
on an attack roll against a creature if at least 
one of the Hundenfiend’s allies is within 5 feet 
of the creature and the ally isn’t incapacitated.

Actions
Multiattack. The Hundenfiend makes two melee 
attacks, both with its bite. It the Hundenfiend 
moved more than 10feet before attacking, it 
may make an additional horn attack. 

Bite. Melee Weapon Attack: +6 to hit, reach  
5 ft., one creature. Hit: 7 (1d6 + 4) piercing 
damage and 7 (2d6) fire damage.

Horn. Melee Weapon Attack: +6 to hit,  
reach 5 ft., one creature. Hit: 9 (1d10 +4)  
slashing damage.

Fire Breath (Recharge 5-6).  
The Hundenfiend exhales flame in a  
15 foot cone. Each creature in the area  
must succeed on a DC 16 Dexterity  
saving throw or take 24 (7d6) fire  
damage on a failed save, or half as  
much on a successful one.

STR
18 (+4)

DEX
18 (+4)

CON
15 (+2)

INT
5 (-3)

WIS
12 (+1)

CHA
9 (-1)
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Solleel’s 
Salazarite 
Solleel’s Salazarite 
Large monstrosity, chaotic evil
Armor Class 18 (Natural Armor)

Hit Points 142 (15d10 +60)   Speed 35 ft.

Saving Throws STR +8, DEX +6, CON +7

Skills Athletics +8, Perception +4

Condition Immunities charmed, prone  

Damage Resistances psychic 

Senses Darkvision 60 ft., tremorsense 30 ft., 
passive Perception 14  

Languages Telepathy 60 ft. (Only sensed by 
other Salazarites)

Challenge  8 (3,900 XP)

Advanced Cavern Leaper. Solleel’s Sala-
zarite Queen’s long jump is up to 50 feet 
and its high jump is up to 25 feet, with or 
without a running start. If Solleel’s Sala-
zarite has used its Advanced Cavern 
Leaper feature to travel at least 15 feet 
this turn and lands within 5feet of an 
enemy creature, the creature must  
succeed on a DC 17 Strength saving 
throw or be knocked prone. A  
creature may only be subject to 
this saving throw once per turn.

Actions
Multiattack. A Solleel’s Salazarite 
Queen makes three attacks, two 
with its pincers and one with  
its bite.

STR
20 (+5)

DEX
16 (+3)

CON
18 (+4)

INT
8 (-1)

WIS
12 (+1)

CHA
8 (-1)

Solleel’s Ichor
Solleel’s Ichor
Large ooze, chaotic evil
Armor Class 15      Hit Points 152 (16d10 +64)      Speed 25 ft.

Saving Throws STR +8, CON +8

Skills Acrobatics +8   

Senses Blindsight 60 ft.  

Damage Immunities acid, lightning, psychic, slashing  

Condition Immunities blinded, charmed, deafened, exhaustion, frightened, prone  

Languages —

Challenge 10 (5,900 XP)

Ravaging Madness. The first time each round a creature takes damage from a pseudopod attack from 
Solleel’s Ichor, they must succeed on a DC 15 Wisdom saving throw or roll a d6 and suffer that effect for 
the next minute. The target may repeat the saving throw at the end of its turn, ending the effect on a 
successful save.

Regeneration. Solleel’s Ichor regains 20 hit points at the start of its turn. If it takes cold or radiant  
damage, this trait doesn’t function at the start of its next turn. Solleel’s Ichor dies only if it starts its  
turn with 0 hit points and doesn’t regenerate.

Actions
Multiattack. Solleel’s Ichor makes two attacks with its pseudopod. 

Pseudopod. Melee Weapon Attack: +8 to hit, reach 10 ft. one target. Hit: 14 (3d6 +4) bludgeoning dam-
age and 7 (2d6) psychic damage.

Reactions
Budding. When Solleel’s Ichor takes more than 20 damage from a single attack that is not radiant dam-
age, it may use its reaction to create 2 (1d4) Ichor Leeches up to ten feet away. Their initiative order falls 
just after Solleel’s Ichor. 

Psychic Shriek. Once per turn when Solleel’s Ichor takes damage, it can use its reaction to let out a 
silent, psychic scream, racking the minds and dealing 7 (2d6) psychic damage to all creatures within 30 
feet. Oozes are immune to this effect.

STR
18 (+4)

DEX
6 (-2)

CON
18 (+4)

INT
10 (+0)

WIS
6 (-2)

CHA
1 (-5)

d6 Roll Description

1 Frightened

2 Stunned

3 Confused

4 Charmed

5 Blinded

6 Paralyzed

Bite. Melee Weapon Attack: +7 to hit, reach 10 
ft., one target. Hit: 8 (1d8 +4) piercing damage 
and 7 (2d6) psychic damage.

Pincers. Melee Weapon Attack: +7 to hit, reach 
5 ft., one target. Hit: 15 (2d10 +4) piercing 
damage). If the target is a Medium or smaller 
creature, it is grappled (escape DC 15). Until 
this grapple ends the target is restrained and 
the Solleel’s Salazarite Queen can only bite the 
grappled target.
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The Verkenskrull
The Verkenskrull
Large monstrosity, chaotic evil 
Armor Class 17 (Natural Armor)

Hit Points 207 (18d12 +90)      Speed 40 ft.

Saving Throws STR +10, CON +10

Skills Athletics +10, Survival +5

Senses Darkvision 60 ft. 

Damage Resistances bludgeoning, 
piercing, slashing  

Damage Immunities psychic  

Condition Immunities charmed 

Languages —

Challenge 13 (10,000 XP)

Solleel’s Champion. The  
Verkenskrull adds 1d6 to saving 
throws against spells and other 
magical effects.

Actions
Multiattack.  The Verken-
skrull makes three melee 
attacks, two with its mouths 
and one with its claws.

Mouths. Melee Weapon Attack: +10 to hit 
reach 10 ft., one creature. Hit: 19 (4d6 +5) 
piercing damage. If a Medium or smaller 
creature is damaged by both mouth at-
tacks on the same turn it is grappled and 
restrained by the Verkenskrull (escape 
DC 18). 

Claws. Melee Weapon Attack: +10 to hit 
reach 5 ft., one creature. Hit: 19 (4d6 +5) 
slashing damage.

Legendary Actions
Blessing of the Ravager. The Verkenskrull does 
not use its reaction upon making an opportuni-
ty attack. In addition, it may make an attack of 
opportunity even if the target has taken the Disen-
gage action before leaving its reach.

Ravager’s Torment. If the Verkenskrull has taken 
damage, it may use its reaction to begin to flail and 
thrash around wildly, granting it a multiattack action 
at the end of another creature’s turn. These attacks 
are rolled with advantage and have an additional 
five foot reach.

STR
20 (+5)

DEX
8 (-1)

CON
20 (+5)

INT
4 (-3)

WIS
10 (+0)

CHA
8 (-1)

Solleel’s 
Salazarite Queen 
Hundenfiend
Medium monstrosity, any chaotic alignment
Armor Class 15 (Natural Armor)

Hit Points 65 (10d8 +20)

Speed 30 ft.

Saving Throws STR +6, DEX +6, CON +4

Skills Acrobatics +6, Athletics +6, Survival +3, 
Perception +3   

Resistances fire; bludgeoning, piercing, and 
slashing from non-magical weapons

Senses Darkvision 60 ft., passive Perception 13 

Languages —

Challenge 4 (1,100 XP)

Pack Tactics. The Hundenfiend has advantage 
on an attack roll against a creature if at least 
one of the Hundenfiend’s allies is within 5 feet 
of the creature and the ally isn’t incapacitated.

Actions
Multiattack. The Hundenfiend makes two melee 
attacks, both with its bite. It the Hundenfiend 
moved more than 10feet before attacking, it 
may make an additional horn attack. 

Bite. Melee Weapon Attack: +6 to hit, reach  
5 ft., one creature. Hit: 7 (1d6 + 4) piercing 
damage and 7 (2d6) fire damage.

Horn. Melee Weapon Attack: +6 to hit,  
reach 5 ft., one creature. Hit: 9 (1d10 +4)  
slashing damage.

Fire Breath (Recharge 5-6).  
The Hundenfiend exhales flame in a  
15 foot cone. Each creature in the area  
must succeed on a DC 16 Dexterity  
saving throw or take 24 (7d6) fire  
damage on a failed save, or half as  
much on a successful one.

STR
18 (+4)

DEX
18 (+4)

CON
15 (+2)

INT
5 (-3)

WIS
12 (+1)

CHA
9 (-1)
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Cardography Layout

Original Layout
If you are going to play the campaign in its original format, this is the order the cards should 
be organized.

Cardography Layout

Random Adventure
Create your own map. Allow the cards to be arranged any way you see fit. Turn them, twist 
them, anything that helps make the dungeon your own!

Below is one example with endless possibilities! 
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Open Game License by the Contributor (g) ìUseî, ìUsedî or ìUsingî 

means to use, Distribute, copy, edit, format, modify, translate and 

otherwise create Derivative Material of Open Game Content. (h) 

ìYouî or ìYourî means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content 

that contains a notice indicating that the Open Game Content 

may only be Used under and in terms of this License. You must 

affix such a notice to any Open Game Content that you Use. No 

terms may be added to or subtracted from this License except 

as described by the License itself. No other terms or Conditions 

may be applied to any Open Game Content distributed using this 

License.

3.Offer and Acceptance: By Using the Open Game Content You 

indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use 

this License, the Contributors grant You a perpetual, worldwide, 

royalty-free, nonexclusive License with the exact terms of this 

License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contribut-

ing original material as Open Game Content, You represent that 

Your Contributions are Your original Creation and/or You have 

sufficient rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT 

NOTICE portion of this License to include the exact text of the 

COPYRIGHT NOTICE of any Open Game Content You are copying, 

modifying or distributing, and You must add the title, the copyright 

date, and the copyright holderís name to the COPYRIGHT NOTICE 

of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product 

Identity, including as an indication as to compatibility, except as 

expressly licensed in another, independent Agreement with the 

owner of each element of that Product Identity. You agree not to 

indicate compatibility or co-adaptability with any Trademark or 

Registered Trademark in conjunction with a work containing Open 

Game Content except as expressly licensed in another, indepen-

dent Agreement with the owner of such Trademark or Registered 

Trademark. The use of any Product Identity in Open Game Content 

does not constitute a challenge to the ownership of that Product 

Identity. The owner of any Product Identity used in Open Game 

Content shall retain all rights, title and interest in and to that Prod-

uct Identity.

8. Identification: If you distribute Open Game Content You must 

clearly indicate which portions of the work that you are distribut-

ing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may 

publish updated versions of this License. You may use any autho-

rized version of this License to copy, modify and distribute any 

Open Game Content originally distributed under any version of 

this License.

10. Copy of this License: You MUST include a copy of this License 

with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the 

Open Game Content using the name of any Contributor unless You 

have written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with 

any of the terms of this License with respect to some or all of the 

Open Game Content due to statute, judicial order, or governmen-

tal regulation then You may not Use any Open Game Material so 

affected.

13. Termination: This License will terminate automatically if You fail 

to comply with all terms herein and fail to cure such breach within 

30 days of becoming aware of the breach. All sublicenses shall 

survive the termination of this License.

14. Reformation: If any provision of this License is held to be un-

enforceable, such provision shall be reformed only to the extent 

necessary to make it enforceable.

15. COPYRIGHT NOTICE Open Game License v 1.0a Copyright 

2000, Wizards of the Coast, LLC. System Reference Document 5.1 

Copyright 2016, Wizards of the Coast, LLC.; Authors Mike Mearls, 

Jeremy Crawford, Chris Perkins, Rodney Thompson, Peter Lee, 

James Wyatt, Robert J. Schwalb, Bruce R. Cordell, Chris Sims, and 

Steve Townshend, based on original material by E. Gary Gygax and 

Dave Arneson.

http://dnd.wizards.com/articles/features/systems-reference-docu-

ment-srd


