TM

NPC HEROES & VILLAINS

compatible

ATMAR’S CARDOGRAPHY
RANDOM MONSTERS

WRITING & ADVENTURE CREATION
Brian Colin
Creative Lead, Writer, Adventure Creator,
Module Layout

Isaac Skaggs
Writer, Adventure Creator, Stat Master

EDITING
Kerry Colin
Revilo Loremaster, Wordsmith

Doug Vehovec
Editor, 5e Consultant

MONSTER ART
Carey Drake

A Creature Curation & Norse Foundry Publication
cardographycards.com • atmar@cardographycards.com
facebook.com/CardographyCards

Atmar’s Cardography: NPC Heroes & Villains Deck ©2018 Creature Curation and Norse Foundry®.
All Rights Reserved.

First published in 2019 by Creature Curation, LLC. and Norse Foundry, LLC.
123 South Street Carrollton, GA 30117.

Creature Curation™ is a trademark of Creature Curation, LLC.
The Creature Curation logo is ©Creature Curation.

Norse Foundry® is a registered trademark of Norse Foundry, LLC.
The Norse Foundry logo is a registered trademark of Norse Foundry, LLC.

World of Revilo created by Brian Colin. Revilo including all races. species, characters, magic items
and locations within this module are ©2018 Creature Curation, LLC. All Rights Reserved.

No part of this publication may be reproduced, stored in a retrieval system, or transmitted in any form
or by any means, electronic, mechanical, photocopying, recording, or otherwise, without the prior
express permission of the publisher.

Product identity:
The following items are hereby identified as Product Identity, as defined in the Open Game License version
1.0a, Section 1(e), and are not Open Content: All trademarks, registered trademarks, proper names (characters,
place names, new deities, etc.), dialogue, plots, story elements, locations, characters, artwork, sidebars, and
trade dress. (Elements that have previously been designated as Open Game Content are not included in
this declaration.)

No portion of this work other than the material designated as Open Game Content may be reproduced in any
form without written permission. This module is compliant with the Open Game License (OGL) and is suitable
for use with the 5th edition of the world’s oldest fantasy roleplaying game. The OGL can be found on
page 48 of this product.

creaturecuration.com

norsefoundry.com

NPCs

Atmar Idrisi

Atmar Idrisi is a half-elf fortunate enough to be born into privilege. The son of
well-to-do merchant parents, Atmar received the best education available to
him in the small town of Siresburrow. When it came time for him to travel off
and become his own entrepreneur, he took the swollen sack of gold gifted by his
parents and set off with his cartographer’s tools to discover the unmapped places
of the world.
Atmar Idrisi, Half-Dlf
Medium humanoid, lawful neutral
Armor Class 13 (Leather Armor)
Hit Points 32 (5d6 +15)
Speed 30 ft.
STR
13 (+1)

DEX
15 (+2)

CON
16 (+3)

INT
18 (+4)

WIS
8 (-1)

CHA
17 (+3)

Saving Throws INT +6, CHA +5
Skills Acrobatics +4, Deception +5, History +6,
Investigation +6
Senses passive Perception 9
Tool Proficiencies Cartographer’s Tools,
Navigator’s Tools
Languages Common, Revilian
Challenge 1 (200 XP)

Actions
Dagger. Melee Weapon Attack: +1 to hit, range
5 ft., one target. Hit: 3(1d4+1) piercing damage.
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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.
STR
8 (-1)

DEX
12 (+1)

CON
12 (+1)

INT
20 (+5)

WIS
18 (+4)

CHA
12 (+1)

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.
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Clara Mally

Clara Mally, Driademus
Medium humanoid, lawful good
Armor Class 12
Hit Points 22 (5d6 +5)
Speed 25 ft., burrow 25 ft.
STR
6 (-2)

DEX
14 (+2)

CON
12 (+1)

INT
12 (+1)

WIS
18 (+4)

CHA
18 (+4)

Saving Throws WIS +6, CHA +6
Skills Deception +6, History +3, Insight +5,
Persuasion +5
Senses passive Perception 15
Languages Common, Revilian
Challenge 1 (200 XP)

Merchants Unparallelled. Driademus are master
traders, frequently possessing rare and magical
items for sale. Clara gets advantage on Charisma
(Persuasion and Deception), and Wisdom (Insight)
checks while trading and bartering.
Spellcasting. Clara is a 5th-level spellcaster. Its
spellcasting ability is Wisdom (spell save DC 15,
+6 to hit with spell attacks).Clara has the following
cleric spells prepared:
Cantrips (at will): guidance, light, resistance, sacred flame (2d8)
1st Level (4 Slots): bless, create or destroy water,
cure wounds, purify food and drink
2nd Level (3 Slots): calm emotions, enhance ability,
lesser restoration
3rd Level (2 Slots): daylight, mass healing word

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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Criedow Scrubbottom

Scrubbottom is a loud, angry, and bald Sorcia who is constantly chopping what
look to be roots, before throwing them into a massive stewpot. If strangers enter his
kitchen he will get furious and throw both obscene insults and cooking implements
their way until they leave or make themselves useful in any of the kitchen tasks. He
is a longtime employee of the Don, and knowledgeable. He is also prone to gossip
with his kitchen help about the goings-on behind the scenes in the notorious crime
family.
Criedow Scrubbottom, Sorcia

Actions

Small humanoid, chaotic neutral

Multiattack. Criedow makes two attacks with his
meat cleavers, of which he has many.

Armor Class 14 (leather)

Meatcleaver. Melee or Ranged Weapon Attack:
+5 to hit, range 5 ft., or range 20/60 ft., one target.
Hit: 6 (1d6+3) slashing damage.

Hit Points 68 (8d10 +24)
Speed 25 ft., burrow 25 ft.
STR
16 (+3)

DEX
16 (+3)

CON
17 (+3)

INT
14 (+2)

WIS
16 (+3)

CHA
10 (+0)

Saving Throws CON +5, INT +4
Skills Athletics +5, History +4, Insight +5
Damage Resistances Fire
Damage Vulnerabilities Cold
Senses Darkvision 60 ft. passive Perception 13
Languages Common, Revilian
Challenge 4 (1,100 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 Criedow uses a gadget it has
hidden on his person to give himself
advantage on an ability check, attack
or saving throw.
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Dirt

This eccentric Sorcian holy man has long ago lost his sight, and taken to the life of a
beggar. He is awkward and brusk, speaking in silly and slightly crazed patterns. He
will ask any who engage with him to call him “Dirt.”
If fed or paid, Dirt will preach religiously about the fantastical, almost mystical,
connection between the Livna and Sorcia. He will also speak ill of the Malin for not
observing the sanctity of the Livna worms.
Dirt, Sorcia
Small humanoid, lawful good
Armor Class 13
Hit Points 22 (5d6 + 5)
Speed 25 ft., burrow 25 ft.
STR
8 (-1)

DEX
17 (+3)

CON
12 (+1)

INT
16 (+3)

WIS
18 (+4)

CHA
8 (-1)

Saving Throws DEX +5, WIS +6
Skills Arcana +5, History +5, Insight +6,
Medicine +6, Perception +6, Religion +5
Senses Darkvision 60 ft. passive Perception 16
Languages Common, Revilian
Challenge 1/2 (100 XP)

Actions
Quarterstaff. Melee Weapon Attack: +1 to hit,
reach 5 ft., one target. Hit: 2 (1d6-1) or 3 (1d8 -1)
bludgeoning damage if used with both hands.

Reactions
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 Dirt takes damage he can use
his reaction to Play Dead. A creature who succeeds
on a DC 14 Intelligence (Investigation) check sees
through Dirt’s ruse.
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Doc Luvkegg

This well dressed Malin showman will attempt to sell the party useless magic items
for a premium price. He has information on the Malin Cartel’s base of operation,
but will not part with this information easily. Luvkegg claims to have a Livna egg
for sale for a very affordable price, but will only show the party the several useless
magic items that he will try to sell at exorbitant prices. If he deems the party to be
gullible enough, he will try to sell them the “Livna” egg, which is actually the egg
of a Strewthua. He will also tell them of a passageway to the north. If he’s really
impressed with the party, or they bribe him enough, he will reveal the most
recent password to be “Ruchong Stew.”
Doc Luvkegg, Malin
Small humanoid, chaotic neutral
Armor Class 14
Hit Points 34 (4d10 +12)
Speed 25 ft.
STR
14 (+2)

DEX
18 (+4)

CON
16 (+3)

INT
14 (+2)

WIS
10 (+0)

CHA
16 (+3)

Saving Throws DEX +6, INT +4
Skills Sleight of Hand +6, History +4, Deception +5
Senses Darkvision 60 ft. passive Perception 10
Languages Common, Revilian
Challenge 2 (200 XP)
Practiced in Deception. Doc Luvkegg has
advantage on Charisma (Deception) and
Wisdom (Insight) checks.

Actions
Hand Crossbow. Ranged Weapon Attack: +6 to hit,
range 30/120 ft., one target. Hit: 7 (1d6 +4)
piercing damage.
Dagger. Melee or Ranged Weapon Attack: +6 to
hit, reach 5 ft. or range 20/60 ft., one target.
Hit: 6 (1d4 +4) piercing damage.

Reactions
Dirty Trick (3/Day). Malin are known to be t
reacherous and deceptive folk, they will throw
sand or spit in the face of their opponent to get
the upper hand, they will also cheat at cards. As
a reaction Doc Luvkegg uses this dirty tactic on
another creature they can see within 30 feet giving
them disadvantage on an ability check, attack or
saving throw until the end of their turn. Luvkegg
must choose to do this before he knows whether
the check passes or fails.

9

NPCs

Dorven Hammerforge

He has been the travelling companion of Fraveous Tilthe, and an emissary from
Baron Von Horvath. Hammerforge is seeking to open trade routes of illicit luxury
items to supply other Revilian colonies as well as the Outlander’s home continent.
The route off of the Revilian continent has remained elusive. However this ambitious
Outlander hopes to be front and center upon its discovery.
Dorven Hammerforge, Dwarf
Small humanoid, chaotic neutral
Armor Class 14 (chain shirt)
Hit Points 90 (12d8 +36)
Speed 25 ft.
STR
18 (+4)

DEX
12 (+1)

CON
16 (+3)

INT
8 (-1)

WIS
16 (+3)

CHA
14 (+2)

Saving Throws STR +6, DEX +3, CON +5
Skills Athletics +6, Perception +5,
Stealth +3
Damage Resistances Poison
Senses Darkvision 60 ft. passive
Perception 15
Languages Common, Dwarvish
Challenge 4 (1,100 XP)

Dwarven Resilience. Dorven has
advantage on saving throws against
poison, as well as resistance to
poison damage.

Actions
Multiattack. Dorven makes two attacks
with his warhammer.
Warhammer. Melee Weapon Attack: +6
to hit, reach 5 ft., one target. Hit: 8 (1d8
+4) bludgeoning damage, or 9 (1d10+4)
bludgeoning damage if used with
two hands.
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Don Giezal Garavossa

This soft-spoken but direct Malin is accustomed to being treated with the utmost
reverence and respect. He is the head of the Malin Cartel, the organization that
has been providing the black markets of Revilo with illicit Livna products for many
generations. Previous Dons have had an easier time of it; the Sorcia influence and
regulation had not stretched to this portion of tunnel until the last twenty-five
years or so.
Don Giezal Garavossa, Malin
Small humanoid, chaotic neutral
Armor Class 14
Hit Points 102 (12d8 +48)
Speed 25 ft.
STR
14 (+2)

DEX
18 (+4)

CON
18 (+4)

INT
14 (+2)

WIS
10 (+0)

CHA
20 (+5)

Saving Throws DEX +7, CHA +8
Skills Acrobatics +7, Deception +8 History +5,
Persuasion +5
Senses Darkvision 60 ft. passive Perception 10
Languages Common, Revilian
Challenge 6 (2,300 XP)

Actions
Multiattack. The Don makes two attacks: either
two ranged attacks with his hand crossbow or two
melee attacks with his rapier.
Hand Crossbow. Ranged Weapon Attack: +7 to hit,
range 30/120 ft., one target. Hit: 7 (1d6 +4) piercing damage. Don Garravossa ignores the loading
rule for his Hand Crossbow attacks.
Rapier. Melee Weapon Attack: +7 to hit, reach 5 ft.,
one target. Hit: 7 (1d8 +4) piercing damage.

Reactions
Dirty Trick (3/Day). Malin Thugs like Don Garragossa are treacherous and deceptive folk, they will
throw sand or spit in the face of their opponent to
get the upper hand, they will also cheat at cards.
As a reaction the Don uses a dirty tactic to give
another creature they can see within 30 feet giving
them disadvantage on an ability check, attack or
saving throw until the end of their turn.
Get Down, Boss! When a creature Don Garravossa
can see targets him with an attack, Don Garravossa
chooses a Malin Thug within 5 feet of him. The Don
Garravossa and the Malin Thug swap places, and
the chosen Malin Thug becomes the target instead.
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Durek Slightly

Durek, a Grinataur, left the Forest of the Dead
at a young age with his family. He spent his
formative years learning how to craft ornate
Durek, Grinataur Guard
Medium humanoid, lawful good
Armor Class 17 (half plate)
Hit Points 42 (5d10 + 15)
Speed 30 ft.
STR
18 (+4)

DEX
14 (+2)

CON
16 (+3)

INT
17 (+3)

WIS
13 (+1)

CHA
15 (+2)

Saving Throws DEX +7, INT +5
Skills Perception +3, Sleight of Hand +7, Stealth +7,
Survival +3
Senses Darkvision 60 ft., passive Perception 13
Languages Common, Revilian, Signat (Unique sign
language)
Proficiencies Woodworking tools
Challenge 3 (700 XP)
Action Surge. On his turn, Durek can take one additional
action on top of his regular action and possible bonus
action. One used, Durek cannot use this ability again
until a short or long rest.
Great Weapon Fighting. When Durek rolls a 1 or 2 on a
damage die for an attack he makes with a melee weapon
that he is wielding with two hands, he can reroll the die
and must use the new roll, even if the new roll is a 1 or a
2. The weapon must have the two-handed or versatile
property for him to gain this benefit.
Now You See Me, Now You Don’t. The Grinataur have developed techniques that allow them to
vanish from plain view. Durek may Hide as a bonus action on each of his turns.

Second Wind. On his turn Durek may use his action to regain 1d10+5 hit points. Once Durek uses this
ability, he may not use it again until he completes a short or long rest.
Without a Trace (1/Day). The Grinataur culture is one of subtlety, sharing territory with some of the
most feared creatures in all of Revilo. Grinataurs are excellent at covering their tracks and may cast
pass without trace as an action without expending a spell slot. Durek’s innate spellcasting ability is
Intelligence (spell save DC 13).

Actions
Multiattack. Durek makes either two ranged attacks with his longbow or two melee attacks with his
greatsword.
Longbow. Ranged Weapon Attack: +7 to hit, range 150/600, one target. Hit: 6 (1d8 +2)
piercing damage.
Greatsword. Melee Weapon Attack: +5 to hit, reach
5 ft., one target. Hit: 11 (2d6 +4) slashing damage.
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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.
STR
10 (+0)

DEX
14 (+2)

CON
13 (+1)

INT
12 (+1)

WIS
18 (+4)

CHA
18 (+4)

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.
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Erzor Wimpledorf

This elderly and scatterbrained Sorcia is a disgraced academic, long
excommunicated from the Academy of Dalakbruel. For many months he wandered
all of Revilo, spending most of his time reading tomes and cataloging volumes
of important scientific findings for the prestigious institution. After sustaining a
grievous injury while traversing the Icy Divide, his journey led him back home to
the Wajue where he met up with his current associates and began to research the
Livna worms, specifically their mysterious sterility as of late. He asks far too many
questions, and will stop at nothing in his quest for knowledge.
Erzor Wimpledorf, Sorcia
Small humanoid, chaotic good
Armor Class 11

Hit Points 22 (5d6 +5)

Speed 25 ft., burrow 25 ft.
STR
8 (-1)

DEX
12 (+1)

CON
12 (+1)

INT
18 (+4)

WIS
16 (+3)

CHA
14 (+2)

Saving Throws DEX +3, INT +6
Skills Arcana +6, Deception +4, History +6,
Medicine +5, Religion +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 Erzor uses a gadget it has hidden on his
person to give himself advantage on an ability check, attack
or saving throw.

Actions
Dagger. Melee or Ranged Weapon Attack: +3 to hit, reach 5 ft.,
or range 20/60 ft., one target. Hit: 3 (1d4 +1) piercing damage.
Scintilliam’s Glow. (1/Day. On his adventures, Erzor unlocked
the power of a powerful artifact known as the Light of Scintilliam, a small vial of glowing liquid. Though it was lost during his
journey home, the deity still seems to favor the elderly Sorcia,
granting him limited access to her restorative powers. As an action, Erzor may cast either cure wounds as a 2nd-level spell or
lesser restoration, using Intelligence as his spellcasting ability.

Actions
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 Erzor takes
damage he can use his reaction to Play Dead. A creature who
succeeds on a DC 16 Intelligence (Investigation) check sees
through Erzor’s ruse.
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Fraveous Tilthe

Before his shipwreck on the shores of Revilo, Lord Fraveous
Tilthe was a prominent landowner in Dunnmyre, a province
on a continent far across the sea, where he distilled “the
finest whiskey you ever need drink.” Bored with the
life of a nobleman, he set out to see the world,
and diversify his streams of income in the
process. He now is in the employ of Baron
Von Horvath, and seeks to increase the
outflow of Livna eggs and Ichor Liquor
to Murk’s Hollow. From there he plans to
transport them back to his homeland,
once he figures out a way back. He is
especially interested in learning the
process involved in distilling
Ichor Liquor.

Lord Fraveous Tilthe, Human
Medium humanoid, lawful evil
Armor Class 13 (leather armor)
Hit Points 90 (12d6 +48)
Speed 30 ft.
STR
10 (+0)

DEX
14 (+2)

CON
18 (+4)

INT
12 (+1)

WIS
13 (+1)

CHA
18 (+4)

Saving Throws CON +6, CHA +6
Skills Deception +6, History +3, Insight +3,
Investigation +3, Persuasion +6
Senses passive Perception 11
Languages Common, Revilian
Challenge 3 (700 XP)

Drunkard. Fraveous has advantage on
saving throws against poisons and the effects
of drunkenness.

Actions
Dagger. Melee or Ranged Weapon Attack: +4 to
hit, reach 5 ft., or range 20/60 ft., one target.
Hit: 4 (1d4 +2) piercing damage.

15

NPCs

Grilm

Grilm, the Groblynn, has little to no memory of the past few weeks. He recently
became head Stewmaster in charge of cooking for all of the Halvor Groblynns.
With enough conversation he will remember that Oddgeir gave him a new
ingredient “liquid gold” to put in the stew.
Grilm, Cured Groblynn of the Halvor Tribe
Small humanoid, lawful good
Armor Class 13 (leather armor)
Hit Points 22 (5d6 + 5)
Speed 25 ft.
STR
8 (-1)

DEX
14 (+2)

CON
12 (+1)

INT
18 (+4)

WIS
13 (+1)

CHA
16 (+3)

Saving Throws INT +6, WIS +3
Skills Deception +5, History +6, Insight +3,
Investigation +6, Perception +3
Senses passive Perception 13
Languages Common, Revilian
Challenge 1/2 (100 XP)
Neighborhood Watch (1/Day). Groblynns are a
very social people, forming close-knit bonds with
their kinsmen living in the vicinity. As an action, a
groblynn may call loudly out for emergency aid. Any
Groblynn in the area rushes onto the scene to aid
the Groblynn in whatever emergency is at hand. 1d4
Groblynns are summoned by this action, although
this number may be altered by the Game Master
depending on the circumstances of the encounter. If
there are no other Groblynns around, this ability has
no effect.
Pack Tactics. The Groblynn has advantage on attack
rolls against a creature if at least one of the Groblynn’s allies is within 5 feet of the creature and the ally
isn’t incapacitated.

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

Groat is a greasy one-eyed Malin who will say “What’ll ya have, gorgeous?” to
anyone that comes to the bar. He’ll then laugh at the customer, as if he just told
them his favorite joke. The hole where his left eye once was is unsightly and
distracting. His voice has a sound like the crunch of gravel and broken glass, and
his demeanor is equally abrasive. Groat has been working as the barkeep of the
The Weeping Wormling for over 70 years, and he’ll tell customers about each and
every person he’s ever served at his bar if asked. Despite having a nasty cough, he
is always in high spirits with ample energy to do his job quite well. He worked for
both Don Giezal Garravossa’s father and grandfather, and has seen many amazing
happenings over the years. If any party members impress him or drink too much,
he’ll amuse himself by letting them in to see the boss, and say “He’s been lookin’ for
a group like youse.”
Groat Hizzerjat, Malin
Small humanoid, chaotic neutral
Armor Class 10
Hit Points 22 (5d6 +5)
Speed 25 ft.
STR
8 (-1)

DEX
10 (+0)

CON
12 (+1)

INT
14 (+2)

WIS
18 (+4)

CHA
18 (+4)

Saving Throws WIS +6, CHA +6
Skills Deception +6, History +4, Insight
+6 Medicine +6, Persuasion +6
Senses Darkvision 60 ft. passive
Perception 14
Languages Common, Revilian
Challenge 1/2 (100 XP)

Actions
Dagger. Melee or Ranged Weapon Attack:
+2 to hit, reach 5 ft., or range 20/60 ft., one
target. Hit: 2 (1d4) piercing damage.

Reactions
Dirty Trick (3/Day). Malin Thugs like Groat
are treacherous and deceptive folk, they
will throw sand or spit in the face of their
opponent to get the upper hand, they will
also cheat at cards. As a reaction Groat
uses a dirty tactic to give another creature
they can see within 30 feet giving them
disadvantage on an ability check, attack or
saving throw until the end of their turn.
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Grissow Tarnstock

Grissow is an emaciated Sorcia who has been starved for days in his holding cell. He
traveled to the Fiery Pits in search of his best friend, Yaku Hightunnel. On his quest
he was captured by the Burnadazi. Today he was chosen to be dumped into the pit
Grissow Tarnstock the Sorcia
Small humanoid, lawful good
Armor Class 13
Hit Points 22 (5d6 + 5)
Speed 25 ft., burrow 25ft.
STR
8 (-1)

DEX
17 (+3)

CON
12 (+1)

INT
18 (+4)

WIS
16 (+3)

CHA
14 (+2)

Saving Throws DEX +5, INT +6
Skills Arcana +6, History +6, Medicine +5
Senses Darkvision 60 ft. passive Perception 13
Languages Common, Revilian
Challenge 1/2 (100 XP)

The Right Tool For the Job (3/Day). Sorcias,
Grissow especially, 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 Grissow uses a
gadget he has hidden on his person to give himself
advantage on an ability check, attack, or saving
throw. Grissow may also use this ability to add
3 (1d6) fire damage to any attack given advantage
by this ability.
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 Grissow takes damage he
can use its reaction to Play Dead. A creature who
succeeds on a DC 14 Intelligence (Investigation)
check sees through the Grissow’s ruse. The DC for
this investigation check may go up depending on
the damage Grissow has sustained, at the GM’s
discretion. Grissow can use half his movement to
get up during his turn.

Actions
Unarmed Strike. Melee Weapon Attack: +2 to hit,
reach 5 ft., one target. Hit: 1 bludgeoning damage.
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Hannik Hilltop

Even though this bespectacled Sorcia of humble birth is quite busy, he will gladly
take a break to discuss the many uses of Livna gas and all the various paraphernalia
involved in the harvest, refinement, and storage of this incredible substance. He
is excited that the outside world has started to take notice of and utilize this
miraculous fuel source, but acknowledges its scarcity becoming more of a looming
issue that needs solving somehow.
Hannik Hilltop, Sorcia
Small humanoid, lawful good
Armor Class 13 (studded leather)
Hit Points 34 (4d10 +12)
Speed 25 ft., burrow 25 ft.
STR
16 (+3)

DEX
12 (+1)

CON
16 (+3)

INT
14 (+2)

WIS
16 (+3)

CHA
10 (+0)

Saving Throws DEX +3, INT +4
Skills Athletics +5, History +4, Insight +5
Tool Proficiencies Smith’s Tools
Senses Darkvision 60 ft. passive Perception 13
Languages Common, Revilian
Challenge 4 (1,100 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 Hannik uses a gadget it has hidden on its
person to give itself advantage on an ability check,
attack or saving throw.

Actions
Multiattack. Hannik makes two attacks with his
light hammer.
Light Hammer. Melee or Ranged Weapon Attack:
+5 to hit, reach 5 ft., or range 20/60 ft., one target.
Hit: 5 (1d4 +3) bludgeoning damage.
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NPCs

Hilder Crefellow

Hilder, a Grinataur, has been the best friend of Mando since childhood. Both were
picked on regularly until Hilder started standing up for the two of them. Ever since
that happened Hilder has been Mando’s bodyguard.
Hilder, Grinataur Warrior
Medium humanoid, chaotic neutral
Armor Class 17
Hit Points 52 (5d12 + 20)
Speed 30 ft.
STR
17 (+3)

DEX
16 (+3)

CON
18 (+4)

INT
10 (+0)

WIS
13 (+1)

CHA
10 (+0)

Saving Throws STR +5, CON +6
Skills Athletics +5 Perception +3, Stealth +5, Survival +3
Senses Darkvision 60 ft., passive Perception 12
Languages Common, Revilian, Signat (Unique sign language)
Challenge 3 (700 XP)
Unarmored Defense. While Hilder is wearing no armor, his
Armor Class includes his
Constitution modifier.					
Now You See Me, Now You Don’t. The Grinataur have
developed techniques that allow them to vanish from plain view.
Hilder may Hide as a bonus action on each of his turns.
Rage. Hilder is a Grinataur who fights with primal ferocity. On his turn,
he can enter a rage as a bonus action. While raging, he has advantage
on Strength checks and Strength saving throws, adds a +5 bonus to
damage rolls of Strength melee attacks, and he has resistance to
bludgeoning, piercing, and slashing damage.
Without a Trace (1/Day). The Grinataur culture is one of subtlety,
sharing territory with some of the most feared creatures in all of
Revilo. Grinataurs are excellent at covering their tracks and may cast
pass without trace as an action without expending a spell slot. Hilder’s
innate spellcasting ability is Intelligence (spell save DC 13).

Actions
Multiattack. Hilder makes two melee attacks with his greataxe.
Greataxe. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 9
(1d12 +3) slashing damage.

NPCs

Jarta Kneffronx

Jarta Kneffronx is purely the product of her rough childhood as an urchin in the
deep Malin metropolitan, the hive of Tsur. As soon as she could, Jarta left her
hometunnel in search of a better life. Tavern stories of marvelous creatures and
cities existing above crept into her mind, so she began the long journey upward
toward her uncertain future.
While well meaning and compassionate toward most she comes across, Jarta
has led the life of a cutpurse for her own survival since a very young age. She has
recently come under the employ of Don Garravossa as a means of reconnaissance.
Jarta is wanted by the Sorcian guard for misdeeds and general mischief making. She
has gotten a bit too rowdy in Ma’s House more than once as of late, leaving some of
the partons’ coin purses lighter than she found them.
Jarta Kneffronx, Malin
Small humanoid, chaotic good
Armor Class 16 (studded leather)

Hit Points 34 (4d10 +12)

Speed 25 ft.
STR
14 (+2)

DEX
18 (+4)

CON
16 (+3)

INT
14 (+2)

WIS
10 (+0)

CHA
16 (+3)

Saving Throws DEX +6, INT +4
Skills Acrobatics +6, Deception +5, Sleight of Hand +6, Stealth +6
Tool Proficiencies Disguise kit, thieves’ tools
Senses Darkvision 60 ft. passive Perception 10
Languages Common, Revilian

Challenge 4 (1,100 XP)

Cunning Action. On each of her turns, Jarta can use a bonus action
to take the Dash, Disengage, or Hide action.
Sneak Attack. Once per turn, Jarta deals an extra 14 (4d6) damage
when she hits a target with a weapon attack and has advantage on
the attack roll, or when the target is within 5 feet of an ally of Jarta
that isn’t incapacitated and Jarta doesn’t have disadvantage on the
attack roll.

Actions
Dagger. Melee or Ranged Weapon Attack: +6 to hit, reach 5 ft., or
range 20/60 ft., one target. Hit: 6 (1d4 +4) piercing damage.
Hand Crossbow. Ranged Weapon Attack: +6 to hit, range 30/120 ft.,
one target. Hit: 7 (1d6 +4) piercing damage.

Reactions
Dirty Trick (3/Day). Malin are known to be treacherous and deceptive folk, they will throw sand or spit in the face of their opponent
to get the upper hand, they will also cheat at cards. Jarta has had to
live by her wits and cunning growing up poor on the streets of the
hive city Tsur. As a reaction Jarta uses this dirty tactic on another
creature they can see within 30 feet giving them disadvantage on
an ability check, attack or saving throw until the end of their turn.

NPCs

Karlin Rokkasmar

Karlin takes his job as doorman very seriously, and has no time for foolish outsiders
trying to enter the tavern without business with his boss. Karlin just got this job
a few months ago, but is quite capable from his many security jobs in the deep
hive city of Tsur. There he made sure his boss’s Ichor Liquor made it to market,
preventing the loss of any product despite the frequent robbery attempts along
the dark caravan route. Karlin was very good at his job, so good in fact that the
Don hired him as lead of security in his tavern, more than doubling his pay. Now the
Don’s men have a much easier time holding up the Ichor Liquor convoys of Tsur, but
Karlin is not aware of this.
Karlin Rokkasmar, Malin
Small humanoid, neutral good
Armor Class 15 (studded leather)
Hit Points 114 (12d10 +48)
Speed 25 ft.
STR
18 (+4)

DEX
16 (+3)

CON
19 (+4)

INT
8 (-1)

WIS
10 (+0)

CHA
12 (+1)

Saving Throws STR +7, INT +2
Skills Athletics +7, Perception +3, Persuasion +4
Senses Darkvision 60 ft. passive Perception 13
Languages Common, Revilian
Challenge 6 (2,300 XP)

Action Surge. Karlin has advantage on all grapple
checks. In addition, he may use an attack of opportunity to make a grapple check against the target..
Not So Fast. (Recharges after a Short or Long
Rest). Karlin takes an additional action on his turn.
Indomitable. (Recharges after a Long Rest). Karlin
can reroll a saving throw he fails. He must use the
new roll.
Second Wind. On his turn, Karlin can use a bonus
action to regain hit points equal to (1d10+12). Once
you use this feature, you must finish a short or long
rest before you can use it again.

Actions
Multiattack. Karlin makes two melee attacks with
his warhammer.
Warhammer. Melee Weapon Attack: +7 to hit,
reach 5 ft., one target. Hit: 8 (1d8 +4) bludgeoning
damage or 9 (1d10+4) bludgeoning damage if used
with two hands.

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
King Kaldor, Greyskrull

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

Medium monstrosity, chaotic evil
Armor Class 20 (plate armor, shield)
Hit Points 167 (20d8 +77)

Cantrips (at will): dancing lights, message, minor illusion, vicious mockery

Speed 30 ft.
STR
18 (+4)

DEX
14 (+2)

CON
18 (+4)

INT
10 (+0)

WIS
12 (+1)

CHA
22 (+6)

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

1st Level (4 Slots): charm person, cure wounds,
hideous laughter, silent image
2nd Level (3 Slots): enthrall, hold person, magic
mouth

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

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

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

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

Senses Darkvision 60 ft. passive Perception 11

5th Level (1 Slot): dominate person

Languages Common, Revilian

6th Level (1 Slot): programmed illusion

Challenge 10 (5,900 XP)

7th Level (1 Slot): project image

On the Edge. Greyskrulls tend toward violence and

8th Level (1 Slot): feeblemind

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 attack, but must keep the second result.

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 legendary actions, choosing from the
options below. Only one legendary 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 subtract 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.

NPCs

Kozzik

Kozik is the only remaining Halvor Groblynn who has not become a fiend. He is
weary-eyed and exhausted. In recent days he has seen his friends and family do
unthinkable things and it has left him a bit broken.

Kozzik, Groblynn of the Halvor Tribe
Small humanoid, chaotic good
Armor Class 13 (leather armor)
Hit Points 22 (5d6 + 5)
Speed 25 ft.
STR
8 (-1)

DEX
14 (+2)

CON
12 (+1)

INT
18 (+4)

WIS
13 (+1)

CHA
16 (+3)

Saving Throws INT +6, WIS +3
Skills Deception +5, History +6, Insight +3, Investigation +6,
Perception +3
Senses passive Perception 13
Languages Common, Revilian
Challenge 1/2 (100 XP)
Neighborhood Watch (1/Day). Groblynns are a very
social people, forming close-knit bonds with their
kinsmen living in the vicinity. As an action, Kozzik
may call loudly out for emergency aid. Any
Groblynn in the area rushes onto the scene to aid
the groblynn in whatever emergency is at hand.
1d4 Groblynns are summoned by this action,
although this number may be altered by the
Game Master depending on the circumstances
of the encounter. If there are no other Groblynns
around, this ability has no effect.
Pack Tactics. Kozzik has advantage on attack
rolls against a creature if at least one of his allies
is within 5 feet of the creature and the ally
isn’t incapacitated.

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

NPCs

Lutia

Lutia is a young Reaper tasked with keeping camp while his older siblings have
gone to collect kindling. He has been warned his whole life about the treachery of
adventurers and the sneaky actions of the Dyoblorac, and more recently the
disturbing actions of Groblynns. He is eager to prove to his kin that he is capable of
defending the Reaper tribes, and will not hesitate to fight if challenged.
Lutia, Young Reaper of the Brood Tribe
Medium monstrosity, lawful good
Armor Class 15 (natural armor)
Hit Points 26 (4d8 + 8)
Speed 30 ft.
STR
14 (+2)

DEX
10 (+0)

CON
14 (+2)

INT
16 (+3)

WIS
14 (+2)

CHA
20 (+5)

Saving Throws INT +6, CHA +8
Skills History +6, Insight
+5, Nature +6, Persuasion +8, Perception +5
Senses passive
Perception 15
Languages Common, Revilian
Challenge 1 (200 XP)
Spellcasting. Lutia is a 4th-level
spellcaster. His spellcasting ability
is Charisma (spell save DC 13, +5 to
hit with spell attacks). Lutia has the
following warlock spells prepared:
Cantrips (at will): eldritch blast (1 beam),
mage hand
1st Level (3 Slots): charm person, expeditious retreat, unseen servant
2nd Level (2 Slots): enthrall, shatter

Actions
Bite. Melee Weapon Attack: +4 to hit,
reach 5 ft., one target. Hit: 9 (2d6 +2)
piercing damage.

Confounding Gaze. As a bonus action, Lutia may
target one creature within 30 feet that he can see
and gaze into their eyes. Lutia makes a Charisma
(Persuasion) check contested by a creature’s Wisdom
(Insight) check. If Lutia succeeds he has advantage on
all attacks and saving throws against that creature until
the end of Lutia’s next turn.

NPCs

Ma

Ma is a matronly Sorcian woman who is the owner and proprietor of Ma’s House, a
local tavern that serves the worker populations around the Sorcia mining tunnels.
A native to the Sorcian capital of Dalakbruel, she decided at a young age to
set off and see the World of Revilo. After many exciting but stressful months of
adventuring around this beautiful and diverse land, she settled down with one of
her companions and opened Ma’s House. Ma takes great pleasure in reminiscing her
brief stint as an adventurer, and may provide important information regarding Revilo
and its many interesting places and peoples.
Ma, Sorcia
Small humanoid, lawful good
Armor Class 16 (sheild)
Hit Points 102 (12d10 +36)
Speed 25 ft., burrow 25 ft.
STR
14 (+2)

DEX
18 (+4)

CON
16 (+3)

INT
14 (+2)

WIS
16 (+3)

CHA
10 (+0)

Saving Throws DEX +7, INT +5
Skills Athletics +5, History +5, Insight +6
Senses Darkvision 60 ft. passive
Perception 13
Languages Common, Revilian
Challenge 5 (1,800 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 Ma uses a
gadget she has hidden on her person to give herself
advantage on an ability check, attack or saving throw.

Indomitable. (Recharges after a Long Rest). Ma can reroll a
saving throw she fails. She must use the new roll.
Action Surge. (Recharges after a Short or Long Rest). Ma
takes an additional action on her turn.
Second Wind. (Recharges after a Short or Long Rest). Ma
can use a bonus action to regain 17 (1d10 + 11) hit points.

Actions
Multiattack. Ma makes two attacks: either two ranged
attacks with her hand crossbow or two melee attacks with
her shortsword. Ma ignores the loading rule for her Hand
Crossbow attacks.
Hand Crossbow. Ranged Weapon Attack: +7 to hit, range
30/120 ft., one target. Hit: 7 (1d6 +4) piercing damage.
Shortsword. Melee Weapon Attack: +7 to hit, reach 5 ft.,
one target. Hit: 7 (1d6 +4) piercing damage.

NPCs

Mallale Tirambu

Mallale is a haughty, well-dressed Cokathralis on
a diplomatic mission from the Floating Forest,
hoping to catch Don Garravossa’s ear while he is in
a good mood. She has brought sample combustion
crystals from the Floating Forest with the intention
of setting up a trade agreement for a supply
of Livna gas for the Cokathralis of the Floating
Forest in exchange for a regular supply of the
combustion crystals. If she accomplishes this she
stands to gain favor with the rulers of the Floating
Forest, elevating her esteem and overall rank in
Cokathralis society.
Mallale Tirambu, Cokathralis
Medium humanoid, lawful evil
Armor Class 13
Hit Points 22 (5d6 +5)
Speed 30 ft., fly 40 ft.
STR
10 (+0)

DEX
16 (+3)

CON
12 (+1)

INT
18 (+4)

WIS
12 (+1)

CHA
16 (+3)

Saving Throws DEX +5, INT +6
Skills Acrobatics +5, Deception +5, Investigation
+6, Perception +3, Persuasion +5
Senses passive Perception 13
Languages Common, Revilian
Challenge 1/2 (100 XP)

Aerial Evasion. Mallale has the ability to take flight,
safely avoiding enemy blows. As a bonus action,
she may Disengage as long as she flies as part of
her movement.

Actions
Breath of Corsuvine (1/day). Mallale benefits from
the favor of her patron deity. As an action, Mallale
may cast gust of wind without the need for material components.
Shortsword. Melee or Ranged Weapon Attack:
+5 to hit, reach 5 ft., one target. Hit: 6 (1d6 +3)
piercing damage.

NPCs

Mando

Mando the Driademus is the employer of a small group of travelers hoping to
establish a rapport with the Reapers of the Brood Tribe. He would like to be one of
the main vendors at the Bazaar which occurs during the Great Conclave.
Mando the Driademus
Medium humanoid, chaotic neutral
Armor Class 14 (leather armor)
Hit Points 22 (5d6 + 5)
Speed 30 ft.
STR
12 (+1)

DEX
16 (+3)

CON
12 (+1)

INT
12 (+1)

WIS
16 (+3)

CHA
18 (+4)

Saving Throws DEX +5, WIS +5
Skills Acrobatics +5, Deception +6, Insight +5,
Persuasion +5
Senses passive Perception 13
Languages Common, Revilian
Challenge 1/2 (100 XP)
Merchants Unparallelled. Driademus are
master traders, frequently possessing rare and
magical items for sale. Mando gets advantage
on Charisma (Persuasion and Deception), and
Wisdom (Insight) checks while trading and
bartering.

Actions
Shortbow. Ranged Weapon Attack: +5 to hit,
range 80/320, one target. Hit: 6 (1d6 +3)
piercing damage.
Shortsword. Melee Weapon Attack: +5 to hit,
reach 5 ft., one target. Hit: 6 (1d6 +3)
piercing damage.

NPCs

Mayer Toofellow

“Mayer” Samson Toofellow, Driademus
Medium humanoid, lawfull good
Armor Class 12
Hit Points 9 (2d6 +2)
Speed 30 ft.
STR
12 (+1)

DEX
14 (+2)

CON
12 (+1)

INT
12 (+1)

WIS
16 (+3)

CHA
18 (+4)

Saving Throws CON +3, CHA +
Skills Acrobatics +4, Deception +6, Insight +5,
Persuasion +5
Senses passive Perception 15
Languages Common, Revilian
Challenge 1/2 (100 XP)
Merchants Unparallelled. Driademus are
master traders, frequently possessing
rare and magical items for sale.
Driademus get advantage on Charisma
(Persuasion and Deception), and
Wisdom (Insight) checks while
trading and bartering.
Scintilliam’s Chosen. Many generations ago, Mayer’s ancestor successfully
sought favor from Scintilliam, the goddess of light, life, and renewal. Once per
day, Mayer may cast lesser restoration
without the use of a spell slot.
In addition, whenever Mayer is hit by
a melee weapon attack, he may use his
reaction to, summon a beam of blue-white
light descending from the sky, illuminating
the attacking creature. The next attack on
the illuminated target is rolled with advantage, at which point the beam of light
vanishes.
Spellcasting. Mayer is a 2nd-level spellcaster. his
spellcasting ability is Charisma (spell save DC 14, +6
to hit with spell attacks). Mayer has the
following sorcerer spells prepared:
Cantrips (at will): dancing lights, fire bolt, friends,
minor illusion
1st Level (3 Slots): charm person, disguise self, sleep

NPCs

Mercia

Mercia, a Dyoblorac, claims she is in search of her lost family who was taken by a
giant Hrahzul. She will offer all of the riches that her family has for their safe return.
Mercia is a trickster and is truly working to lure the adventurers to the giant Hrahzul
so her family can pick over the party’s remains.
Mercia the Dyoblorac
Small monstrosity, chaotic neutral
Armor Class 15 (natural armor)
Hit Points 7 (2d6)
Speed 30 ft.
STR
4 (-3)

DEX
16 (+3)

CON
10 (+0)

INT
16 (+3)

WIS
17 (+3)

CHA
18 (+4)

Saving Throws INT +4, CHA +5
Skills Deception +6, Perception +5, Sleight of
Hand +5, Stealth +5
Senses passive Perception 16
Languages Common, Revilian
Challenge 0 (10 XP)
Keen Hearing. Mercia has advantage on Wisdom (Perception) checks that rely on hearing.
Pack Tactics. Mercia has advantage on an attack roll against a creature if at least one of her
allies is within 5 feet of the creature and the the
ally isn’t incapacitated.
Routine Scam. Mercia has advantage on Dexterity (Sleight of Hand), and Charisma (Deception
and Persuasion) checks if there is at least one
other Dyoblorac present and visible to the target.

Actions
Bite. Melee Weapon Attack: +0 to hit, reach 5 ft., one
target. Hit: 1 (1d6-3) piercing damage.

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
Merle Horke, Groblynn
Small humanoid, chaotic neutral
Armor Class 20 (plate armor, shield)
Speed 25 ft.
STR
20 (+5)

DEX
14 (+2)

CON
18 (+4)

INT
8 (-2)

Hit Points 95 (10d10 +40)

WIS
13 (+1)

CHA
16 (+3)

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 menacingly 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 advantage 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.

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
Mixter Gravelbed, Sorcia
Small humanoid, chaotic neutral
Armor Class 13
Hit Points 22 (5d6 +5)
Speed 25 ft., burrow 25ft.
STR
8 (-1)

DEX
17 (+3)

CON
12 (+1)

INT
18 (+4)

WIS
14 (+2)

CHA
16 (+3)

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 discretion. 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

N’poc

N’poc is a roguish Grinataur explorer who entered the Fiery Pits in search of the
gemstones famously mined there. He was unfortunate enough to have been mining
his first big find just as a patrol of Basalites discovered him.
N’poc is rough around the edges and slightly dirty. Unlike many Grinataur, he does
not wear a bone mask. His clothes are torn and ragged.
N’poc, Grinataur
Medium humanoid, chaotic neutral
Armor Class 14
Hit Points 22 (5d6 + 5)
Speed 30 ft.
STR
10 (+0)

DEX
18 (+4)

CON
12 (+1)

INT
15 (+2)

WIS
13 (+1)

CHA
16 (+3)

Saving Throws DEX +6, INT +4
Skills Deception +5, Sleight of Hand +6,
Stealth +6, Survival +3
Senses Darkvision 60 ft. passive Perception 13
Languages Common, Revilian, Signat (Unique sign
language) Thieves’ Cant
Challenge 1 (200 XP)
Cunning Action. On each of his turns, N’poc can
use a bonus action to take the Dash, Disengage, or
Hide action.
Sneak Attack (1/Turn). N’poc deals an extra
11 (3d6) damage when it hits a target with a
weapon attack and has advantage on the attack
roll, or when the target is within 5 feet of an ally of
N’poc that isn’t incapacitated and he doesn’t have
disadvantage on the attack roll.
Without A Trace (1/Day). The Grinataur culture
is one of subtlety, sharing territory with some of
the most feared creatures in all of Revilo. N’poc is
excellent at covering his tracks and may cast pass
without trace as an action without expending a
spell slot. N’poc’s innate spellcasting ability is
Intelligence (spell save DC 12).

Actions
Shard of volcanic glass (dagger). Melee Weapon
Attack: +6 to hit, reach 5 ft., one target.
Hit: 6 (1d4 +4) piercing damage.

NPCs

Oddgeir

Oddgeir, a rogue Reaper, has been tainting the water source of the Halvor Clan
making them more impressionable to his suggestions. He is in league with a group
of Greyskrulls who want to take control of the Icy Divide. By using the Cruror of
Solleel to poison the water, these Groblynns have been wreaking havoc with a slight
bloodlust.
Oddgeir, Traitor Reaper of the Brood Tribe
Medium monstrosity, lawful evil
Armor Class 17 (natural armor)
Hit Points 90 (1d12 + 36)
Speed 30 ft.
STR
16 (+3)

DEX
14 (+2)

CON
14 (+2)

INT
16 (+3)

WIS
14 (+2)

CHA
22 (+5)

Saving Throws DEX +5, INT +6, CHA +9
Skills History +6, Insight +5, Nature +6, Deception +8, Perception +5
Senses passive Perception 15
Languages Abyssal, Common, Revilian
Challenge 7 (2,900 XP)
Rage of the Ravager. Oddgeir may multiattack as a bonus action on his turn if he casts a
spell as his action.
Spellcasting. Oddgeir is a 9th-level spellcaster. His spellcasting ability is Charisma
(spell save DC 15, +7 to hit with spell attacks). Oddgeir has the following warlock
spells prepared:
Cantrips (at will): chill touch, eldritch blast (2 beams), mage hand, minor illusion
1st Level (4 Slots): charm person, comprehend languages,
expeditious retreat, unseen servant
2nd Level (3 Slots): enthrall, mirror image, shatter
3rd Level (3 Slots): hypnotic pattern, counterspell, vampiric touch
4th Level (3 Slots): banishment, blight, dimension
door
5th Level (1 Slot): contact other plane

Actions
Bite. Melee Weapon Attack: +6 to hit, reach 5 ft.,
one target. Hit: 10 (2d6 +3) piercing damage and
5 (1d10) necrotic damage.

Confounding Gaze. As a bonus action, Oddgeir
may target one creature within 30 feet that he can
see and gaze into their eyes. Oddgeir then makes a
Charisma (Persuasion) check contested by a creature’s
Wisdom (Insight) check. If Oddgeir succeeds he has
advantage on all attacks and saving throws against
that creature until the end of his next turn.
Multiattack. Oddgeir makes two melee bite attacks.

NPCs

Old Eoj

Old Eoj is an elderly Burnadazi pining for an age past. Long ago, he would train
fighters to battle unworthy prisoners in the arena for sport. In recent years his
kinsmen have been raising Salarzarites for use in the arena. Old Eoj doesn’t believe
there is a place for Salazarites in the arena and has been training dangerous-looking
adventurers to eradicate them. He often places wagers on those he trains knowing
they are aware of the Salazarite’s weaknesses.
Old Eoj the Burnadazi

Actions

Medium humanoid, chaotic neutral

Flurry of Blows (3/Day). Old Eoj lashes out again
and again, much faster than one might expect. After landing a successful attack, Old Eoj may make
two additional unarmed strikes as a bonus action
on his turn. These additional attacks count as magical when determining resistances and immunities.

Armor Class 18 (natural armor, unarmored defense)
Hit Points 65 (10d8 + 20)
Speed 30 ft.
STR
17 (+3)

DEX
18 (+4)

CON
15 (+2)

INT
10 (+0)

WIS
14 (+2)

CHA
9 (-1)

Saving Throws STR +5, DEX + 6, CON +4
Skills Athletics +5, Nature +2, Survival +3
Damage Resistances Fire
Damage Vulnerabilities Cold
Senses Darkvision 60 ft. passive Perception 12
Languages Common, Draconic, Revilian
Challenge 4 (1,100 XP)
Unarmored Defense. While Old Eoj is wearing no
armor and wielding no shield, its AC includes his
Wisdom modifier.

Patient Defence (3/Day). Longtime trainer of pit
fighters, Old Eoj knows it’s often better to wait and
prepare for your opponent to make the first move.
Old Eoj may take the Dodge action as a bonus
action on his turn.
Unarmed Strike. Melee Weapon Attack: +6 to hit,
one target. Hit: 6 (1d4 +4) bludgeoning damage.

NPCs

Phineas Cogschild

To call Phineas eccentric would be putting it mildly. Phineas is a tinkerer by trade,
as is within the Cogschild tradition, and is regarded as a mad scientist by his peers.
Before he graduated from the Academy, the youngest Cogschild was well known
for his own unique flare for the experimental. His groundbreaking experimentation
in alchemical tinkering quickly flung Phineas to the forefront of the Sorcian
science Academy. Unfortunately, soon thereafter his disregard for practical safety
and tendency to try for more impressive scientific advancements earned him an
immediate disciplinary disbarment from the Academy. Cogschild’s most recent
obsessions revolve around finding a permanent solution to the egg crisis. However,
his methods may result in the destruction of the species if left unchecked.
Phineas Cogschild, Sorcia
Small humanoid, chatoic neutral
Armor Class 13
Hit Points 45 (10d6 +10)
Speed 25 ft., burrow 25 ft.
STR
8 (-1)

DEX
17 (+3)

CON
12 (+1)

INT
18 (+4)

WIS
16 (+3)

CHA
14 (+2)

Saving Throws DEX +5, INT +6
Skills Arcana +6, History +6, Nature +6,
Medicine +5
Resistances Acid
Senses Darkvision 60 ft. passive
Perception 13
Languages Common, Revilian
Challenge 2 (450 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 the Sorcia uses a gadget it has hidden on its
person to give itself advantage on an ability check,
attack or saving throw.

Actions
Alchemical Explosive (1/Day). Phineas dislodges
a brass canister from his belt and lobs it at a point
within 30 feet. Any creature in a 5 foot radius of the
explosive once thrown must make a DC 15 Dexterity saving throw or take 19 (3d12) force damage and
be knocked prone. On a successful save, a creature
takes no damage and is not knocked prone.
Dagger. Melee or Ranged Weapon Attack: +5 to
hit, reach 5 ft., or range 20/60 ft., one target.
Hit: 5 (1d4 +3) piercing damage.

NPCs

Phossle Rockheimer

Phossle has been a smithy in these tunnels since he was a small boy. He inherited
both his forge and tools from his father. He has been known to hammer some
of the finest and strongest metal components seen in Dalakbruel. To maintain
his business entreprise he has had to barter for protection from both
the Malin Cartel and Sorcian guards. This protection is merely an
arrangement for both factions to leave Phossle alone and look the
other way, as long as he provides the Sorcias with quality armaments
and the Malin with weekly payments. He will sell the party digging
tools and simple weapons of his own make if asked, but has no
patience for nonsense.
Phossle Rockheimer, Sorcia
Small humanoid, lawful good
Armor Class 15 (studded leather)
Hit Points 68 (8d10 +24)
Speed 25 ft., burrow 25 ft.
STR
16 (+3)

DEX
16 (+3)

CON
16 (+3)

INT
14 (+2)

WIS
16 (+3)

CHA
10 (+0)

Saving Throws DEX +5, INT +4
Skills Athletics +5, History +4, Insight +5
Tool Proficiencies Smith’s Tools
Senses passive Perception 13
Languages Common, Revilian
Challenge 4 (1,100 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 Phossle uses a gadget it has hidden on
its person to give itself advantage on an ability
check, attack or saving throw.

Actions
Multiattack. Phossle makes two attacks with his
warhammer.
Warhammer. Melee Weapon Attack:
+5 to hit, reach 5 ft., one target. Hit:
7 (1d8 +3) bludgeoning damage or 8 (1d10 +3)
bludgeoning damage if used with two hands.

NPCs

Sefir

Sefir the Ttarps has information about Basalite habits and a treasure hoard. He has
been archiving Basalite habits for a three-week study when he was picked up by a
raiding party.
Sefir The Ttarps
Small humanoid, lawful good
Armor Class 11
Hit Points 22 (5d6 + 5)
Speed 25 ft.
STR
8 (-1)

DEX
12 (+1)

CON
12 (+1)

INT
20 (+5)

WIS
18 (+4)

CHA
12 (+1)

Saving Throws INT +7, WIS +6
Skills Arcana +7, History +7, Religion +7
Senses Darkvision 60 ft. passive Perception 14
Languages Common, Revilian
Challenge 1/2 (100 XP)

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

Actions
Sharpened Stick (Spear). Melee Weapon Attack:
+2 to hit, range 20/60 ft., one target. Hit: 3 (1d6)
piercing damage or 4 (1d8) piercing damage if
used with two hands.
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Sidenius Loden

Sidenius, a Reaper of the Brood Tribe, has been working to recruit new tradesmen,
crafters, and cooks to attend the upcoming Great Conclave and Great Bazaar. He is
Sidenius, Reaper of the Brood Tribe
Medium monstrosity, lawful good
Armor Class 15 (natural armor)
Hit Points 52 (8d8 + 16)
Speed 30 ft.
STR
14 (+2)

DEX
10 (+0)

CON
14 (+2)

INT
16 (+3)

WIS
14 (+2)

CHA
20 (+5)

Saving Throws INT +6, CHA +8
Skills History +6, Insight +5, Nature +6, Persuasion
+8, Perception +5
Senses passive Perception 15
Languages Common, Revilian
Challenge 5 (1,800 XP)
Spellcasting. Sidenius is a 9th-level spellcaster.
Its spellcasting ability is Charisma (spell save DC
14, +6 to hit with spell attacks). Sidenius has the
following warlock spells prepared:
Cantrips (at will): eldritch blast (2 beams), mage hand,
minor illusion, prestidigitation
1st Level (4 Slots): charm person, comprehend languages,
expeditious retreat, unseen servant
2nd Level (3 Slots): darkness, enthrall, shatter
3rd Level (3 Slots): hypnotic pattern, remove curse,
vampiric touch
4th Level (3 Slots): blight, dimension door,
hallucinatory terrain
5th Level (1 Slot): dream

Actions
Confounding Gaze. As a bonus action, Sidenius may
target one creature within 30 feet that they can see and
gaze into their eyes. Sidenius makes a Charisma (Persuasion) check contested by a creature’s Wisdom (Insight)
check. If Sidenius succeeds it has advantage on all attacks
and saving throws against that creature until the end of
his next turn.
Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target. Hit: 9 (2d6 +2) piercing damage.
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U’lah Dustdraft

U’lah is an ambitious young entrepreneur attempting to corner the trade market
with the Malin Cartel and their deep mine resources. Fresh out of the Academy,
U’lah has been warned of the treacherous ways of the Cartel, but assumes his
elders to be referencing old prejudices that need not be adhered to in this day
and age. He seeks to sell literature from Dalakbruel, and has with him a large pack
crammed full of old scrolls, tomes, parchment, quills and inkwells. He purchased
this inventory from the Academy’s excess supply just before leaving Dalakbruel,
and can’t wait for his first big sale.
U’lah Dustdraft, Sorcia
Small humanoid, lawful good
Armor Class 13
Hit Points 22 (5d6 +5)
Speed 25 ft., burrow 25 ft.
STR
8 (-1)

DEX
17 (+3)

CON
12 (+1)

INT
14 (+2)

WIS
10 (+0)

CHA
16 (+3)

Saving Throws DEX +5, INT +4
Skills Arcana +4, Medicine +2, Persuasion +5
Senses Darkvision 60 ft., passive Perception 10
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 U’lah uses a gadget it has hidden on his
person to give himself advantage on an ability
check, attack or saving throw.

Actions
Dagger. Melee or Ranged Weapon Attack:
+5 to hit, reach 5 ft., or range 20/60 ft., one
target. Hit: 5 (1d4+3) piercing damage

Reactions
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 U’lah takes damage
he can use his reaction to Play Dead. A creature
who succeeds on a DC 14 Intelligence
(Investigation) check sees through U’lah’s ruse.
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Veross Fissle

Fissle is attempting to sell poached Livna gas to the Malin for a large profit. This
nefarious dealing would divert Livna gas stores intended for the working class
Sorcias, who ironically supported the Slatesaw Livna gas allocation policy in the first
place. She holds her status to high esteem, and likes to flaunt it in front of
the “peasantry.”
Veross Fissle, Sorcia
Small humanoid, lawful evil
Armor Class 13
Hit Points 22 (5d6 +5)
Speed 25 ft., burrow 25 ft.
STR
8 (-1)

DEX
17 (+3)

CON
12 (+1)

INT
18 (+4)

WIS
16 (+3)

CHA
14 (+2)

Saving Throws DEX +5, INT +6
Skills Arcana +6, History +6, Medicine +5
Resistances Acid
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 Veross uses a gadget she has hidden on her
person to give herself advantage on an ability check,
attack or saving throw.

Actions
Dagger. Melee or Ranged Weapon Attack: +5 to
hit, reach 5 ft., or range 20/60 ft., one target.
Hit: 5 (1d4 +3) piercing damage.

Reactions
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 Veross takes damage she can use its
reaction to Play Dead. A creature who succeeds on a
DC 14 Intelligence (Investigation) check sees through
Veross’ ruse.
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Votax Daggertongue

Votax assists and manipulates people he encounters for personal gain. As a former
informant to the Burnadazi he will attempt to manipulate the party, perhaps
betraying them as one last opportunity to get in the graces of his captors. He fears
for his life, as he knows he has failed the Burnadazi one too many times. He does his
best to seem unworthy of sacrifice to the Embreson.
Votax Daggertongue the Driademus
Medium humanoid, neutral evil
Armor Class 13 (leather armor)
Hit Points 27 (5d8 + 5)
Speed 30 ft.
STR
12 (+1)

DEX
16 (+3)

CON
12 (+1)

INT
12 (+1)

WIS
16 (+3)

CHA
18 (+4)

Saving Throws DEX +5, WIS +5
Skills Acrobatics +5, Deception +6, Insight +5,
Persuasion +5
Senses passive Perception 13
Languages Common, Revilian
Challenge 1/2 (100 XP)

Cunning Action. On each of his turns, Votax can
use a bonus action to take the Dash, Disengage, or
Hide action.
Merchants Unparalleled. Driademus are master
traders, frequently possessing rare and magical
items for sale. Votax gets advantage on Charisma
(Persuasion and Deception), and Wisdom (Insight)
checks while trading and bartering.
Sneak Attack (1/Turn). Votax deals an extra 11
(3d6) damage when he hits a target with a
weapon attack and has advantage on the attack
roll, or when the target is within 5 feet of an ally of
Votax that isn’t incapacitated and he doesn’t have
disadvantage on the attack roll.

Actions
Rusted Shortsword. Melee Weapon Attack: +4 to
hit, reach 5 ft., one target. Hit: 5 (1d6 +3) piercing
damage.
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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

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

Armor Class 16 (studded leather)
Hit Points 55 (10d8 +10)
STR
9 (-1)

DEX
18 (+4)

CON
13 (+1)

Speed 25 ft.
INT
10 (+0)

WIS
18 (+4)

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

CHA
14 (+2)

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

Saving Throws WIS +7, CHA +5

Actions

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

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

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, Windsor can whisper words of treachery into the mind of
a creature he can see within 30 feet that can understand 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
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Yakkom Hightunnel

kkom Hightunnel is a young Sorcian male in his early twenties. If you rescue him
he pleads with you to help him find and rescue his youngest sister, Yaku who
was taken by a Burnadazi raiding party. Yaku is still within the Fiery Pits and
Yakkom will not be persuaded to leave without with her. Yakkom will offer a
Yakkom Hightunnel the Sorcias
Small humanoid, lawful neutral
Armor Class 13
Hit Points 22 (5d6 + 5)
Speed 25 ft., burrow 25ft.
STR
8 (-1)

DEX
17 (+3)

CON
12 (+1)

INT
12 (+1)

WIS
16 (+3)

CHA
14 (+2)

Saving Throws DEX +5, INT +3
Skills Arcana +6, History +6, Medicine +5
Senses Darkvision 60 ft. passive Perception 13
Languages Common, Revilian
Challenge 1/2 (100 XP)
Just Wait Until Father Hears of This. The Hightunnel twins are of noble birth, their family holding a
position on the High Council of Dalakbrule since
the city’s founding. Yaku/ Yakkom may use their
reaction to grant a 1d4 added bonus to an allied
creature’s ability check, attack roll 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 Sorcia’s ruse. The DC for
this investigation check may go up depending on
the damage the Sorcia has sustained, at the GM’s
discretion. The sorcia can use half its movement to
get up during its turn.

Actions
Shortsword. Melee Weapon Attack: +5 to hit, reach
5 ft., one target. Hit: 6 (1d6 +3) piercing damage.
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Yaku Hightunnel

Yaku Hightunnel is an unconscious Sorcia in oil soaked wrappings. She is
the daughter of one of the Sorcia high council members taken in one of the
Burnadazi raids.
Yaku Hightunnel the Sorcia
Small humanoid, lawful neutral
Armor Class 13
Hit Points 22 (5d6 + 5)
Speed 25 ft., burrow 25ft.
STR
8 (-1)

DEX
17 (+3)

CON
12 (+1)

INT
12 (+1)

WIS
16 (+3)

CHA
14 (+2)

Saving Throws DEX +5, INT +3
Skills Arcana +6, History +6, Medicine +5
Senses Darkvision 60 ft. passive Perception 13
Languages Common, Revilian
Challenge 1/2 (100 XP)
Just Wait Until Father Hears of This. The Hightunnel twins are of noble birth, their family holding a
position on the High Council of Dalakbrule since
the city’s founding. Yaku/ Yakkom may use their
reaction to grant a 1d4 added bonus to an allied
creature’s ability check, attack roll 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 Sorcia’s ruse. The DC for
this investigation check may go up depending on
the damage the Sorcia has sustained, at the GM’s
discretion. The sorcia can use half its movement to
get up during its turn.

Actions
Shortsword. Melee Weapon Attack: +5 to hit, reach
5 ft., one target. Hit: 6 (1d6 +3) piercing damage.
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Zatya Footspadd

Zatya, a Grinataur, has traveled all throughout Revilo ever since she saw her family
slaughtered by the Unliving within the Forest of the Dead. She has been wandering
in search of a new group to call family. For the past three years she has been a
guide traveling with the same group, and has become quite close to all of them.
Zatya Footspadd, Grinataur Scout
Medium humanoid, chaotic good
Armor Class 17 (studded leather)
Hit Points 32 (5d10 + 5)
Speed 30 ft.
STR
10 (+0)

DEX
20 (+5)

CON
14 (+2)

INT
17 (+3)

WIS
16 (+3)

CHA
12 (+1)

Saving Throws DEX +7, INT +5
Skills Perception +5, Sleight of Hand +7, Stealth +7, Survival +5
Senses Darkvision 60 ft., passive Perception 13
Languages Common, Revilian, Signat (Unique sign language), Thieves’ Cant
Challenge 2 (450 XP)
Archery Fighting Style. Zatya gains a +2 bonus to attack rolls she
makes with ranged weapons.
Now You See Me, Now You Don’t. The Grinataur have
developed techniques that allow them to vanish
from plain view. Zatya may Hide as a bonus
action on each of her turns.
Spellcasting. Zatya is a 5th-level spellcaster.
Her spellcasting ability is Wisdom (spell save
DC 15, +5 to hit with spell attacks). Zatya has
the following ranger spells prepared:
1st Level (4 Slots): alarm, cure wounds, hunter’s mark
2nd Level (2 Slots): lesser restoration		
Without a Trace (1/Day). The Grinataur culture is one
of subtlety, sharing territory with some of the most
feared creatures in all of Revilo. Grinataurs are excellent
at covering their tracks and may cast pass without trace
as an action without expending a spell slot. Zatya’s innate spellcasting ability is Intelligence (spell save DC 13).

Actions
Multiattack. Zatya makes either two ranged attacks with
her longbow or two melee attacks with her dagger.
Longbow. Ranged Weapon Attack: +7 to hit, range
150/600, one target. Hit: 9 (1d8 +5) piercing damage.
Dagger. Melee Weapon Attack: +6 to hit, reach 5 ft., one
target. Hit: 6 (1d4 +4) piercing damage.
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License to Use, the Open Game Content.
5.Representation of Authority to Contribute: If You are contributing 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, independent 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 Product Identity.
8. Identification: If you distribute Open Game Content You must
clearly indicate which portions of the work that you are distributing are Open Game Content.
9. Updating the License: Wizards or its designated Agents may
publish updated versions of this License. You may use any authorized 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 governmental 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 unenforceable, 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-document-srd

