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THE GRIM REAPER
WARLOCK OTHERWORLDLY PATRON

“Help!” I cried out. “Please help me!”
I prayed to the goddess of luck, but there 
was no answer. Darkness pulled me down 
into the cold abyss of oblivion and my life 
gradually faded away. 
With my last breath, I whispered, “Help me, 
anyone. I will do anything if you spare my life…”
And from the great beyond someone replied. 
My life was saved, but for a price.

You have struck a bargain with Death itself. 
At one point in your life you – or someone you 

held very dear – came very close to dying. In 
desperation, you prayed to your god or anyone 
else who would listen…and someone did. 

Work with your DM to determine the true nature 
of your patron. It could be a powerful necromancer, 
a lich, a deity, or Death himself. Find out how your 
pact works and what the price for the deal is. Do 
you need to take another life for the one you have 
claimed? Do you need to carry out sacrifices or 
favours? Perhaps you bought an extension of your life 
for a certain time and can’t be resurrected if you die?

expanded spell list
Your patron lets you choose from an expanded list of 
spells when you learn a warlock spell. The following 
spells are added to the warlock spell list for you.

grim reaper expanded spells

Spell Level Spells

1st inflict wounds, bane

2nd enthrall, darkvision

3rd animate dead, phantom steed 
(warhorse skeleton)

4th phantasm killer, confusion

5th raise dead, hallow
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special features
Pact of the Chain. Your familiar is an undead 
creature that has a Challenge rating of 1 or lower. 
Examples of undead familiars: A crawling claw, 
a ghoulish imp, a skeleton pseudodragon, or a 
zombie cat. The familiar retains all attributes 
of a normal familiar except it communicates 
telepathically, and as an undead creature it doesn’t 
need to eat, rest, or sleep.

Pact of the Blade. Your weapon takes the form of a 
ghostly scythe (which has the same statistics as the 
glaive in the core rulebooks). 

Pact of the Tome. Your Book of Shadows is a 
thick tome made out of black leather with silver 
corners, elaborate scrollwork decorations, and a 
hefty look. It is slightly cold to the touch.

it has life
Starting at 1st level, your patron has given you a 
heightened ability to detect other living creatures. 
As an action, you can close your eyes and open 
your senses to magically detect any other living 
creatures around you. 

Until the end of your next turn you notice any 
creature with a heartbeat within 60 feet unless 
they are magically invisible. You can use this 
feature the same number of times as your 
Charisma modifier (minimum of one) and you 
cannot use this feature again until you have 
finished a short or a long rest.

black magic
Starting at 6th level, you can steal life from 
another creature and transfer it to yourself.
When you hit a creature with an attack, you can 
transfer some of its life force to your own. You can 
regain the same HP as half of the damage you 
dealt. Once you use this feature, you cannot use it 
again until you finish a short or long rest.

abomination
Starting at 10th level, you can conjure an undead 
creature to fight at your side. You summon an 
undead creature of a challenge rating 6 or lower, 
e.g. a wraith or a vampire spawn. The spell works 
the same way as the 6th level conjuration spell 
conjure fey (including the possibility to lose 
control over your creation). 
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vision of death
Starting at 14th level, you can show a creature 
their own death. As an action, you can target 
a creature within 60 feet of you. The creature 
must make a Wisdom saving throw against your 
warlock spell save DC. On a failed save, the 
creature will be paralysed and experience the true 
vision of its own death. The creature is paralysed 
with shock up to one minute or until your 
concentration is broken. The spell is automatically 
broken if the creature takes any damage. Once 
you use this feature, you can’t use it again until 
you finish a long rest.

new eldritch invocations

death’s hourglass
Prerequisite: eldritch blast cantrip
When you hit a creature with eldritch blast, 
the creature’s speed is reduced to half of their 
movement for the rest of the turn.

communicate with the other side
You can cast speak with dead at will, without 
expending a spell slot or material components. 
Once you have used this invocation, you can’t do 
so again until you finish a long rest.

dark grimoire
Prerequisite: Pact of the Tome feature
As a bonus action you can conjure an illusionary 
hourglass that grants you a +2 bonus to AC for 
the duration of the spell. (The spell works as the 
1st-level abjuration spell shield of faith, except for 
its appearance.) You regain the ability to use this 
invocation again once you have finished a long rest.

ghostly smite
Prerequisite: Pact of the Blade feature
When you hit a creature with your pact weapon, 
you can deal extra necrotic damage if you expend 
a warlock spell slot. You can deal an extra 1d8 
necrotic damage to the target per level of the spell 
slot. You regain the ability to use this invocation 
again when you finish a long rest. 

steal life
Prerequisite: Pact of the Chain feature
You can cast false life once without using a warlock 
spell slot if your familiar is within 100 feet of you.

memento mori
Prerequisite: 5th level
As a reaction, if you take damage you can cast 
vampiric touch once using a warlock spell slot. 
Once you use this invocation, you can’t use it again 
until you finish a short or long rest.

hide from death
Prerequisite: 7th level
As a bonus action you can cast greater invisibility 
without expending a spell slot. Once you use this 
invocation, you can’t use it again until you finish a 
short or long rest.

back from the grave
Prerequisite: 15th level
You can cast resurrection once without expending a 
spell slot, although you have to use the components 
listed in the core rulebooks. You regain the ability to 
use this invocation again when you finish a long rest.
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PATH OF THE CORSAIR
BARBARIAN PRIMAL PATH

With a terrible crash, our ship rammed the 
pirates’ vessel in the middle of the night.

Grappling hooks shot through the rain 
and sank deep into the other ship’s wooden 
decking. Thunder and screams echoed in 
the storm that raged around us. 

“Follow me!” I bellowed. “Let us show 
these land crab scums what happens when 
you raid the wrong islands!” 

Screaming with bloodlust, I leaped 
across the gap and stormed the enemy ship 
together with my comrades.

You have chosen the Path of the Corsair and 
become one of the dreaded Barbarians of the Sea. 
Corsairs are often merciless pirates, feared raiders, 
or sea tribes, but may also be protectors of the 
coast or simply earn their living as mercenaries or 
force others to pay tribute to cross their area. 

Corsairs are often superstitious and usually 
worship various gods of violent weather. Common 
deities are the god of storms and thunder, the 
goddess of the sea, the god of storms, and the god 
of the sea and earthquakes. Some corsairs have 
been known to consume dangerous amounts of 
fermented alcoholic beverages before battles or 
paint their faces in tribal patterns.
Discuss with your DM to decide your background. 
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Were you born in a sea tribe? Did you join a band 
of raiders in your youth? Perhaps you have always 
been drawn to the free life of a pirate or were 
forced to join a ship after fleeing your home after 
a dubious affair?

paTH OF THe COrsair FeaTUres

fury of thunder
When you choose this path at level 3, the gods 
grant you the ability to deal extra lightning 
damage to your opponent. Once per turn when 
you rage, you can use a bonus action to add 1d6 in 
lightning damage to your attack if your weapon is 
made out of metal. 

This damage increases with level to 1d8 at 10th 
level, 1d10 at 15th level and 1d12 at 20th level. 
In addition, you can always tell if there is a storm 
coming within the next 24 hours.

Barbarian Level Feature

3rd Fury of Thunder, Pillage and Burn

6th Seadog Fighting

10th Turn of the Tide

14th Rage of the Sea

COrsair IMPROVISED WEAPONS

pillage and burn
Beginning at 3rd level, you have learned how to 
fight and improvise during stormy seas or in brawly 
taverns. Your experience has taught you to fight 
dirty and that anything can be used as a weapon, 
and you add your 
proficiency bonus 
and strength or 
dexterity modifier 
as you would if 
you attacked with a 
weapon. 

Your DM 
will decide 
which damage 
your weapon will deal, 
but here are a few 
examples (see the table 

below). 

Item Damage Properties to similar weapon

Broken bottle 1d4 piercing Dagger

Storm lantern 1d4 bludgeoning Club

Harpoon 1d6 piercing Trident

Table leg 1d8 bludgeoning Great club

Sturdy oar 2d6 bludgeoning Maul

Anchor 2d6 bludgeoning Maul

Boat hook 1d10 piercing Pike

Fishing net Restrained effects Net

Swinging boom (range 20 feet) 2d6 bludgeoning Maul

Swinging ship pulley (range 20 feet) 1d4 bludgeoning Club

Hemp rope 1d4 slashing Whip

Ship cook’s cleaver 1d6 slashing Scimitar

All weapons can be thrown and deal half damage (unless the weapon type states otherwise). 
You also deal double damage to any structure when you hit it with a weapon or improvised weapon.
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seadog fighting
At 6th level you gain the ability to fight like a 
seadog. When an opponent targets you with a 
direct attack, you can use your reaction to grab 
another creature within 5 feet of you and swap 
places with them. The other creature may be a 
friend or foe; however, if they are unwilling to 
swap places with you, you have to roll a Strength 
check (Athletics) against the creature’s Strength 
(Athletics) or Dexterity (Acrobatics) check. The 
creature chooses which ability to use. 

On a successful roll, you change places with the 
other creature, who will take all damage instead 
of you. On a failed roll, you fail to swap places 
with the creature and you take all damage.

You must be able to see the creature that is 
targeting you. Also, the creature that you are 
trying to swap places with cannot be a larger size 
than you, and you must be able to lift its weight. 
Area spells or similar attacks have no effect when 
you use this feature unless you leave the area of 
the spell or attack when you swap places with 
another creature.

In addition, seadog fighting has taught you to 
fight on a moving ship, and you get advantage 
on balance checks on ships or any other type of 
unstable or moving surface. 

turn of the tide
Starting at 10th level, you gain increased 
resistance to magic and poison when you rage. 
When you reach half of your maximal hit points 
(excluding temporary hit points), your primal 
survival instinct makes you fight harder and shake 
off damage. You have increased resistance to 
magic and poison and roll on advantage against 
spells and poisons that require saving throws.  

In addition, you gain proficiency with navigator’s 
tools and always know the direction of north. (If 
you already have proficiency with navigation tools, 
choose any other tools or language.)

rage of the sea
Beginning at level 14, your rage is so powerful you 
can create a storm or call down lightning to strike 
down your foe. Once per day you can cast the 6th 
level spell chain lightning, or you can choose to cast 
one of these 3rd level spells three times: call lightning, 
sleet storm, or lightning bolt. You cannot use this 
feature in combination with the effects from Fury of 
Thunder, and when you have used this feature, you 
can’t use it again until you have finished a long rest.

Furthermore, you can cast water breathing at 
will as a special ability. You don’t need to use any 
verbal, somatic, or spell components to do so. 
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introduction
You were raised by wolves in the wild from a 
young age. As a result, you spent your childhood 
and formative years around wolves and far away 
from people and the comfort of civilisation. This 
has left you with keen survival instincts. You have 
survived vicious attacks from wilderness beasts, 
bitterly cold winter nights, and scarcity of food 
when hunting has been unsuccessful. 

Your upbringing has left you with an affinity for 
nature and animals, but poor social skills. The 
wilderness is your home and where you are more 
comfortable than you could ever be in a village or city.

Skill Proficiencies: Survival, Animal handling
Tools: Healer’s kit 
Language: One of your choice 
Special: If the DM permits, you can speak with 
wolves and other canine animals as if using the 
spell speak with animals.
Equipment: Crude spear, sharp piece of flintstone 
(knife), 30 ft of handmade sisal rope, healer’s kit 
with wild herbs, a small token from your previous 
life, thick fur cloak, a set of traveller’s clothes, a tied 
piece of leather containing various teeth and 5 gp.

raised by wolves
Consider why you were raised by wolves instead 
of with your family. What happened to your 
parents? At which age did you start to live in the 
wild and for how long? Was it just during a winter, 
or did you spend your entire childhood in the 
company of wolves?

You can roll 1d10 on the table below to 
determine your background history, or choose one 
that best fits your character.

d10 background History

1. My parents and everyone else in my village 
died in a goblin attack, but I survived and the 
wolves found me.

2. I was abandoned in the woods as a baby, but 
I don’t know why. 

3. As a young child, I got lost in the woods.

4. I ran away from home.

5. The only thing I can remember is fleeing 
something horrible and running into the 
darkness of a winter’s night.

6. My parents were traveling people, and 
by accident I fell off a cart when I was 
four years old. They searched for months 
afterwards, but they never found me.

7. I was left as a sacrifice by my relatives who 
were members of an evil cult. 

WOLF CHILD
AN EXPANSION TO THE OUTLANDER BACKGROUND
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8. By accident, I drank a teleportation potion 
and ended up in the forest far from human 
civilisation where a pack of wolves found me 
and decided to adopt me.

9. When I was seven years old, I wandered into 
the deep forest, following the call of the wild 
and my destiny. I have magical abilities that 
no one understands.

10. I was born with a specific birthmark and 
therefore deemed as cursed by my village. I 
spent more and more time in the wilderness 
and the wolves became my friends.

feature: life in the wild
I’m used to surviving in nature and can easily 
find water and food by hunting, setting traps, and 
gathering berries and mushrooms (unless the 
area is desolate or completely barren). After my 
years of living in the wild, I instinctively always 
know the direction of north, and I cannot get lost 
in the wilderness (except by magical means).

suggested characteristics 
Wolf children are very rare and their unusual 
childhood has shaped them for life. They are often 
uncomfortable around other people, trusting 
animals more than people. Their trust has to be 
earned, but once a wolf child has accepted someone 
as a member of “their pack”, they’re fiercely loyal.

d8 personality trait

1. I value freedom above all.

2. My time with wolves has resulted in my 
eating a lot of meat, preferably uncooked.

3. I prefer sleeping outdoors and find beds too 
soft and comfortable, often making a small 
lair under the bed instead.

4. I am acutely shy around groups of more than 
three people and hate crowds. 

5. ‘Me food now?’ My speech is limited, and I 
prefer using simple and short sentences. 

6. I find mirrors and magic deeply unsettling.

7. Sometimes I unconscionably growl, bare 
my teeth, or pant with my tongue out. (I also 
whine and bark in my sleep.)

8. I have no patience with law and order.

d6 ideal

1. Harmony. Nature is always in balance. 
(Neutral)

2. Generosity. Sharing is caring. Survival 
means sharing resources regardless of how 
little you have. (Good)

3. Balance. There is a natural order in nature. 
(Lawful)

4. Freedom. Like the wolves I grew up with, 
my spirit is free, and I detest law and order. 
(Chaotic)

5. Survival. Survival at all costs – there is no 
place for weak members in a group. (Evil)

6. Pack. Anyone who has earned my trust, has 
my protection, and I would die defending 
them. (Any)

9



d6 bond

1. I am one with nature. People who destroy 
nature need to be hunted down and killed.

2. It is my duty to take care of all animals.

3. I know a terrible secret regarding a cult of 
evil druids.

4. Nothing is more important than the other 
members of my pack (regardless of species).

5. My reclusive upbringing made my social 
skills limited, and I don’t understand the 
concepts of lying or sarcasm.

6. A merciless trophy hunter killed the wolves 
that I grew up with, and I will do anything to 
find the person responsible.

d6 flaw

1. I generally don’t trust people.

2. My hunting skills are so strong I sometimes 
cannot help chasing small animals.

3. I look down on city people and pity them and 
their lives.

4. I cannot help but eat too much if I have got 
the chance, and always squirrel away food 
for harder times.

5. The wolves taught me how to be slow, and 
sometimes other people think that I am 
cruel.

6. I am sensitive to alcohol, which quickly 
impairs my judgement (and sometimes makes 
me howl).

variant feature:
feral children
If you have chosen the wolf child 
background for your character, you may 
select other animals that you could have 
grown up with. 

These animals may have been a pack of 
street dogs in an urban city, a bear that lost 
her cubs in the mountains and adopted you 
instead, or a troop of monkeys in the jungle.

Maybe you were even raised by beasts 
or monsters? Discuss with your DM to 
determine which type of animal or monster 
that you grew up with so that it fits their 
campaign and world.
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introduction
You have spent several years of your life working 
in mines, either as a miner searching for rich ores 
or an underground explorer looking for buried 
treasures. You have faced countless monsters in 
the dark, explored hidden ruins, and marvelled at 
vast caves and underground lakes that no one has 
seen before. Your life as a miner has given you a 
thorough knowledge of history regarding mining 
and underground information, as well as a keen 
eye for details.

Skills Proficiencies: History, Perception
Tools: Mason’s tools or Miner’s tools (see the core 
rulebooks for further details)
Language: One of your choice 
Optional: If the DM permits, you can once per day 
cast the cantrip light, even if you aren’t a spellcaster, 
or the dwarven ability Stonecunning
Equipment: Pickaxe, hammer and chisels, tin 
lantern, 10 candles, tinderbox, 50 feet hempen 
rope, an unusual type of violet mineral that you 
haven’t managed to classify yet, a set of grey and 
brown traveller’s clothes, a worn leather pouch 
containing 10 gp

life in the dark
Why did you become a miner, and which types of 
mines did you work in? Consider the reasons why 
you decided to become a miner. You can roll a d10 
on the table below to determine your background 
history, or choose one that best fits your character.

d10 background history

1. I come from a proud tradition of miners, and 
my family have been working in the mines 
for generations.

2. Working in the mines is hard, but it pays 
well.

3. I was captured and enslaved by dark elves. 
For years I toiled day and night before I 
managed to escape.

4. Becoming a miner wasn’t a choice, it was 
the only type of work that was available for 
me when I grew up.

5. One of my grandparents was a miner and 
used to tell me wonderful stories filled with 
adventures when I was young. I was drawn 
to exploring mines and the allurement of 
finding great treasures.

6. My goal is to become rich, and I  
intend to achieve it.

MINER
CHARACTER BACKGROUND

11



www.midnight-tower.com

7. I am socially withdrawn and prefer the 
solitary life of mining.

8. I have been tried and found guilty of a crime. 
As a punishment, I was sentenced to hard 
labour and worked for several years in the 
mines.

9. Due to my draconic ancestry, I have an 
affinity for finding rich veins of ore. (Choose 
one type of metallic dragon that is your 
distant relative: Gold, silver, bronze, brass, 
or copper.)

10. I work deep in the mines, far from 
civilisation, because I am hiding from 
someone who wants to see me dead.

feature: buried treasure
You have found something extraordinary during 
your time as a miner. It might be a unique item 
or secret knowledge of great importance. For 
example, you might have stumbled upon a 
legendary item from another dimension, the 
previously unknown location of long-forgotten 
underground ruins, or a strange stone portal 
covered with arcane runes.

Work with your DM to decide what type of item 
or secret you have discovered and how it will 
impact their world and campaign.

suggested characteristics 
Some people are well suited to working for long 
hours in dimly lit, narrow mines, while others 
aren’t. Decide how years of hard labour and toiling 
in the mines have affected you. You can roll 1d8 
on the table below to determine your background 
history, or choose one that best fits your character.

d8 personality trait

1. I walk with slumped shoulders after years of 
avoiding low ceilings in the mines.

2. Years of working underground have left me 
with mild agoraphobia, and I don’t like open 
spaces or bright light.

3. I know hundreds of old histories about 
mines that I tell people all the time (whether 
they want to hear it or not).

4. I am so stubborn I’ve more patience than a rock.

5. All of my metaphors and descriptions are 
related to mines, rocks, and minerals.

6. I work hard, but once I am finished, I 
deserve to rest and drink ale.

7. A mining accident has rendered me slightly 
deaf in one ear.

8. I have got an excellent memory for 
underground passages and rarely get lost.

d6 ideal

1. Opportunity. Anyone has the same chance 
to find something. (Neutral)

2. Exploring. Knowledge is the greatest 
treasure, regardless of whether it is finding 
useful ore, buried treasure, or forgotten 
knowledge. (Good)

3. Tradition. Civilisation was built on the 
advancement of steel. (Lawful)

4. Curiosity. The freedom to follow once 
curiosity belongs to anyone. (Chaotic)

5. Greed. I will do anything to become rich, 
even if it’s morally questionable. (Evil)

6. Aspiration. One day I will find the greatest 
buried treasure of them all. (Any)
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d6 bond

1. I am loyal to other members whom I work with.

2. My bond is to the mining community and the 
region where I used to work in the mines.

3. If the wrong person finds out what I have 
discovered, it could cause the end of the world.

4. Someone I know saved my life in the mine, 
and I owe that person a debt.

5. I hope to get rich so I can marry someone I love.

6. I will become known throughout history as 
the person who found the greatest treasure.

d6 flaw

1. I am ruthless and will do anything to 
become rich.

2. I prefer my own company and loathe being 
around other people.

3. I am obsessed with finding a great treasure.

4. If I can get away with doing my part of the 
job, I am fine with that.

5. I am suspicious of strangers.

6. I would risk anything – and anyone – to find 
a great treasure.

variant feature:
underground explorer
Instead of working in a mine, you might 
have been an underground explorer. 
Perhaps you led archaeologist groups, 
worked as an underground guide, or maybe 
you have been an infamous smuggler, known 
for digging tunnels to avoid the law. 

Discuss with your DM to determine 
which type of underground explorer you 
have been so that it will work with their 
campaign and world.

miner’s tools
Activity  DC

Find the entrance to a hidden cave 10

Classify a mineral or rock 15

Recall the history of an underground structure  20

Miner’s tools can be used for mining ore or 
exploring underground structures and natural caves.

Components. Miner’s tools include a pickaxe, a 
small and large hammer, a chisel, and a tin lantern 
with 5 extra candles. (A yellow canary bird in a 
cage is optional.) 

History. Your expertise allows you to recall 
knowledge and lore of mines and other types of 
man-made underground constructs, such as ancient 
ruins, dwarven buildings, and drow fortresses. 

Investigation, Perception. When you inspect an 
underground structure, your expertise aids you 
to grant additional insights and helps you find 
hidden traps and secret doors.

Nature and Survival. When you travel 
underground, your skills in mining make it easier 
for you to identify tracks of underground beasts 
and monsters, as well as identifying mushrooms 
and underground plants.

Identifying Rocks and Minerals. With a quick 
glance, you can identify most rocks and minerals 
and know their geological history and background.
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LUCIAN FELLBORN
SHADY DEALER NPC

“Looking for something unusual?” the hooded 
person whispers from a dark alleyway. 
“Whatever you need, I’ve got it. Quick, quiet 
deals. No questions asked; no names needed.”

Lucian Fellborn is a tiefling rogue (level 5, CN) 
who deals in stolen goods popular with outlaws. 
He is often found after dark in alleys and shady 
parts of cities and medium-sized towns. 

On nights when business is slow, he resorts 
to good old-fashioned mugging to increase his 
profits. He avoids villages and smaller towns as 
people there are more alert to illegal dealings, and 
he is rarely found in the wild.

appearance
Lucian has unnervingly black eyes and charcoal 
black hair with red tips. His crooked, easy smile 
reveals small canine teeth. In one of his ears is a 
silver ring shaped like a curled-up dragon’s tail. 

He wears a large dark blue cloak fitted with 
numerous pockets in various sizes. The hood hides 
half of his face and has slits to accommodate his horns.

Many of his wares are kept in hidden pockets 
in his cloak and a snug leather backpack. Under 
his cloak, he wears dark brown well-used studded 
leather armour over his lean frame. 

characteristics
Trait: I am good at making money from anything, 
but very rarely in an honest way. 

Ideal: Sly. If I can cheat someone, they deserve to 
lose their coin, especially if they’re rich. (Neutral)

Bond: I once carried out one of the greatest heists 
in history, but due to my arrogance my companion 
got caught and rots in prison. Sometimes I 
wonder what she will do if she ever finds me.

Flaw: I can’t resist taking unnecessary risks, even 
though it has resulted in lots of trouble along the way.

how to find lucian
If the characters search for him after dusk, roll 
1d10. On a result of 1 or 2, they find him quickly. 
If a member of the party is a rogue, this chance 
increases by 1. 

Otherwise, the party is likely to receive a 
scribbled note with a suggested time and place 
for meeting Lucian, sent by an urchin or left in a 
character’s room. Lucian never signs his notes 
with his real name.

dealing
Lucian buys primarily stolen goods. He will buy 
the following types of items if they are common, 
uncommon, or if their value is less 500 gp: 

 ➛ Art objects

 ➛ Gems

 ➛ Magical items
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common items

Name Cost

Antitoxin 50 gp

Caltrop (bag of 20) 1 gp 

Crossbow, hand 75 gp

Crossbow bolts 1 gp

Crossbow case 1 gp

Crowbar 2 gp

Daggers 2 gp

Darts 5 cp

Disguise kit 25 gp

Forgery kit 15 gp

Grappling hook 2 gp

Lantern, hooded 5 gp

Poison (Assassin’s blood) 150 gp

Poison (Malice) 250 gp

Poison (Serpent venom) 200 gp

Poisoner’s kit 50 gp

Sack 1 cp

Silk rope 10 gp

Thieves’ tools 25 gp

Weighted dice set 10 gp

magical items

Name Cost

1. Arrows +1 (10) 100 gp

2. Chime of opening 1,500 gp

3. Cloak of Arachnida 5,000 gp

4. Dagger of venom 2,500 gp

5. Dust of disappearance 300 gp

6. Dust of sneezing and choking 480 gp

7. Gloves of Missile Snaring 1,500 gp

8. Goggles of night 1,500 gp

9. Hat of disguise 5,000 gp

10. Horse shoes of speed 5,000 gp

11. Lantern of revealing 5,000 gp 

12. Oil of sharpness 3,200 gp

13. Oil of slipperiness 480 gp

14. Potion of climbing 180 gp

15. Potion of gaseous form 300 gp

16. Potion of speed 400 gp

17. Ring of jumping 2,500 gp

18. Rope of climbing 2,000 gp

19. Slippers of spider climbing 5,000 gp

20. Wand of secrets 1,500 gp

For items worth more than 500 gp (e.g. rare 
magical items, large gems, or expensive 
artworks), Lucian needs to find a suitable buyer. 
This takes him 1d6 days for normal nonmagical 
items, 1d3 weeks for uncommon items, 3d3 
weeks for rare and very rare items, and 4d6 
weeks for legendary items.

If a character barters with Lucian by a contested 
Charisma (Persuasion) check, the DC is 15. Lucian 
is easily distracted by flirting, so characters who 
interact with him in this way add +2 to their checks.

items for sale
Lucian keeps small and magical items for sale on 
his person. If the characters want to buy bulky or 
a large amount of items, he can deliver these the 
following evening. The number of items available 
is at the DM’s discretion.

Lucian typically has at least one magical item for 
sale. Roll 1d4 to find out how many magical items 
he currently has available. Then roll 1d20 and 
check the result on the list below. Lucian has new 
items for sale the next time he is encountered.

serpent venom
poison

15



actions
Multiattack. Lucian makes two melee 
attacks or two ranged attacks.

Hand crossbow. Ranged Weapon Attack: 
+6 to hit, range 30/120 ft., one target. 
Hit: 1d6 + 3 piercing damage + 1d8 
poison damage on the first hit.

Dagger. Melee or Ranged Weapon Attack: 
+6 to hit, reach 5 ft. or range 20/60 ft., 
one target. Hit: 1d4 + 3 piercing damage 
+ 1d8 poison damage on the first hit.

lucian fellborn
Medium tiefling, chaotic neutral

Armor Class 16 (studded leather armor)

Hit Points 38 (5d8 + 10)

Speed 30 ft.

STR DEX CON INT WIS CHA

10 (+0) 17 (+3) 14 (+2) 14 (+2) 8 (-1) 14 (+2)

Saving Throws Dex +6, Int +5

Skills Acrobatics +6, Deception +5, Intimi-

dation +5, Persuasion +5

Damage Resistances fire

Senses Darkvision 60 ft., Passive Percep-

tion 12

Initiative Modifier +3

Languages Common, Infernal, Thieves’ Cant

Challenge 5 (1,800 XP)

Infernal Legacy. See the core rulebooks 
for details.

Cunning Action. On each of Lucian’s 
turns, he can use a bonus action to take 
the Dash, Disengage, or Hide action.

Uncanny Dodge. When an attacker that 
Lucian can see hits him with an attack, 
he can use his reaction to halve the 
attack’s damage against him.

Sneak Attack. Once per turn, Lucian 
deals an extra 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 Lucian 
that isn’t incapacitated and Lucian doesn’t 
have disadvantage on the attack roll.

actions
Multiattack. Lucian makes two melee 
attacks or two ranged attacks.

Hand crossbow. Ranged Weapon Attack: 
+6 to hit, range 30/120 ft., one target. 
Hit: 1d6 + 3 piercing damage + 1d8 
poison damage on the first hit.

Dagger. Melee or Ranged Weapon Attack: 
+6 to hit, reach 5 ft. or range 20/60 ft., 
one target. Hit: 1d4 + 3 piercing damage 
+ 1d8 poison damage on the first hit.

16
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female names

11. Lucella

12. Marnick*

13. Patience

14. Raahsheda*

15. Ramonda

16. Rhonna

17. Sylvis*

18. Wilda

19. Ylissa

20. Zelma

female names

1. Akasma*

2. Cynthia

3. Delma

4. Desdemona

5. Hazel

6. Hedia

7. Isidora

8. Jonna

9. Kithian*

10. Lea

male names

1. Aldin

2. Balfour

3. Bram

4. Brin*

5. Cael

6. Constance*

7. Dale

8. Doran

9. Earnest

10. Enok

11. Esmaal

12. Kito

13. Loris*

14. Olwin

15. Pallin

16. Phaendar

17. Quenin

18. Refu

19. Silas

20. Zillow*

FANTASY NAMES
CHARACTERS AND NPCS

* Unisex name
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nicknames

11. Never

12. Nimrim

13. Nix

14. Quickfire

15. Seven

16. Swift

17. Tick-tock

18. Trueheart

19. White

20. Zonk

nicknames

1. Ariel

2. Badluck

3. Bolter

4. Cat

5. Clover

6. Dawn

7. Destroyer

8. Ivory

9. Lizzie (short for Lizard)

10. Lucky

family names

1. Anderick

2. Azizel

3. Balderson

4. Blackheart tribe

5. Bowman

6. Brimstone

7. Callium (Doveking)

8. Connar

9. Crookfang

10. Cursebearer

11. Daisybottle

12. Ekemexius

13. Farris

14. Femmirion

15. Fengoriam (Meadowglade)

16. Fury

17. Gabbro

18. Goodberry

19. Heathencliff

20. Jaergen

family names

21. Kargian

22. Knudor

23. Lamian

24. Lancell

25. Lethillen (Gemstar)

26. Lonoris (Ivybranch)

27. Moriosa (Darkrain)

28. Nickel

29. November

30. Nyxhallia (Nightshade)

31. Ogerclan

32. Quickfoot

33. Shaw

34. Solmundsten

35. Steel

36. Storm

37. Sylviania (Forestborn)

38. Thalusarum (Willowwind)

39. von Silverborn

40. Xaros

FANTASY NAMES
CHARACTERS AND NPCS
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THE OLD MAUSOLEUM
FANTASY MAP

The mausoleum is surrounded by crumbling 
tombstones in a small forgotten graveyard 
draped in veils of mist. Its walls are fractured, the 
ceiling is decaying, and its leaded windows, once 
beautiful, are cracked. The immediate area is 
eerily quiet and shunned by animals.

In front of the double doors is a wrought-iron 
gate. The gate has AC 19 and 30 HP. 

Inside the mausoleum is a chequered floor 
of grey and pale flagstones, many of which are 
broken. The chamber is lightly obscured even 
during daytime. Its arched ceiling is 20 feet high 
and covered by dense cobwebs. 

Near the far wall is a large stone fundament on 
which a heavy sarcophagus, made of grey marble, 
rests under an oddly pristine cloth. On the front of 
the cloth is a woven obscure rune.

A heavy silence fills the space, as do lots of 
dust and a faint odor of decay. The temperature is 
unnaturally chilly due to the necrotic energy that 

pervades this location, and good-aligned characters 
suffer a -1 penalty on attack rolls and ability checks.

trap
The wrought-iron gate is trapped, and tendrils of 
frigid air lash out at anyone touching it. Characters 
who succeed on a DC 15 Wisdom (Perception) 
check notice a thin coating of frost on the metal 
bars. Any character who touches the bars must 
succeed on a Dexterity saving throw or take cold 
damage. The DC of the saving throw is 10 + 1 per 
average character level of the party. The damage is 
1d4 + 1d4 per average character level of the party 
(adjusted as the DM wishes). The character takes 
half damage on a successful save.

treasure
If the characters defeat the monster in the 
mausoleum, its treasure is hidden in the marble 
sarcophagus. 
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suggested encounters

CR Monsters Background

2 1 ghast A cleric tried to resurrect a friend at a local graveyard, but a curse 
turned the deceased into a ghast.

4 1 ghost An evil elf was betrayed and slain nearby. Her spirit haunts the 
graveyard and thrives on others’ suffering.

 6 1 mage (Necromancer) A necromancer uses the mausoleum for an unholy ritual that will 
raise all the dead at the cemetery. 

8 2 ghosts Two lovers were murdered near the graveyard. After one year and 
one day, they rose as ghosts and seek pitiless revenge.

10 2 wraiths A pair of rival assassins slew each other in the graveyard. So great 
was their evil, they find no rest after death.

12 8 zombies, 1 vampire spawn A newly turned and very confused vampire hides here from the 
zombies its master left behind for her protection.

14 1 mummy lord A nobleman was buried here. No one suspects that the burial rites 
accidentally brought him back to life as a powerful mummy.

16 1 vampire + 2 skeletons An ancient vampire and its skeleton servants have taken up 
residence in the mausoleum after paladins destroyed their old lair.

18 5 wraiths A group of clerics forsook their oaths and were abandoned by their 
deity. Doomed, they now regrets their actions.

21 1 lich A lich hiding in the mausoleum is slowly corrupting the nearby 
area and gaining loyal followers.
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map with square grid
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map with hexagonal grid
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assassin’s darts
Weapon (dart), uncommon

These darts provide a +1 on attack and damage 
rolls. In addition, if you take the Attack action on 
your turn, you can use a bonus action to whisper 
a command word and cast the 2nd-level spell 
silence as a bonus action. The spell is centred 
around the dart and lasts for one minute. Once 
you have used this feature, you can’t use it again 
until the dart has recharged after 1d4 days. The 
darts recharge at midnight.

The darts were a gift to Arthignan Tharliam 
from his mentor, according to an old diary that was 
found after Arthignan’s mysterious disappearance 
more than fifteen years ago. The name and identity 
of the mentor remain unknown, but it is believed to 
be a high-ranking member at the royal court. 

The darts are incredibly well-balanced and made 
out of dwarven steel and matte-polished silver oak. 
The leaded weights give the darts a perfect balance, 
and they have been further enhanced by magic.

duelist’s blade
Weapon (dagger), rare

This magical weapon provides a +2 bonus to 
attack and damage rolls. In addition, on a roll 
of a natural 20, you have the chance to disarm 
or break your opponent’s weapon if they are 
using a weapon with light or finesse properties. 
Make a Strength (Athletics) check contested by 
your target’s Strength (Athletics) or Dexterity 
(Acrobatics) check, whichever is the highest. If you 
are successful, you break your opponent’s weapon. 
Alternatively, if your opponent chooses to, they 
can let go of their weapon, and your opponent is 
effectively disarmed.

 The Duelist’s blade is an elegant parry dagger, 
often used by expert duellists and nobles at royal 
courts. Its handle is decorated with braided 
silver and a large gemstone and gems (sapphires, 
emeralds, or rubies), while the blade and cross-
guard are made from an alloy of adamantine and 
hardened steel. Only members of the Blacksmiths 
Guild in Hammersong know how to make this 
type of extraordinary weapon.

MAGIC WEAPONS

assassin’s
darts

duelist’s
blade
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clanforged
axe

finnigan’s
cradle

clanforged axe
Weapon (handaxe), uncommon

This magical weapon is expertly crafted and 
enhanced by subtle enchantments. It is always 
warm to the touch, and its innate heat provides 
a creature that wields it with advantage on 
Exhaustion checks due to cold conditions. In 
addition, the handaxe emits a soft, warm yellow 
glow that provides dim light in a 10-foot radius, 
even in magical darkness. 

The axe is made out of layered adamantine 
metal and carefully selected hardwood. The 
smithy’s symbol (an engraved snowflake) can be 
found at the end of the shaft. It is exceptionally 
sturdy and has AC 25 and 40 Hit Points if it is 
targeted by an attack. In addition, it is immune to 
the Rust Metal ability of rust monsters.

Clanforged axes are created by following 
a secret recipe that combines blacksmithing 
and magic rituals. This recipe is known only to 
members of the Flinthelm Clan and has been 
handed down through generations of dwarven 
blacksmiths at a smithy in the town of Winterhold. 
Because of its glow, the axe is popular among 
underground rangers and others who hunt in dark 
tunnels and caverns.

finnigan’s cradle
Weapon (shortbow), rare

This shortbow provides a +1 bonus on attack and 
damage rolls. In addition, it deals an extra 1d6 
piercing damage per hit if the target is any type 
of giant. The decorative jewels on the bow glow 
faintly orange if the wielder is within 60 feet of 
any type of giant. Because of the bow’s strong 
limbs, a creature must have a Strength score of 
13 or higher to be able to draw the bow.

The shortbow is made out of a carved rib bone 
from the hill giant Finnigan, who was a renowned 
hoarder of magical treasure. He was bested by 
the dwarves of the Cragg Clan from the town of 
Hammersong over a century ago. 

The dwarves brought back the bones of the 
giant along with his treasure and brought these 
to the artificer Gudrun. She fashioned a shortbow 
from the giant’s rib, adorned it with magical items 
from his hoard, and imbued the bow with magical 
powers. Finnigan’s cradle has been in the Cragg 
Clan’s family ever since.
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gnomish crossbow
Weapon (light crossbow), rare

You have a +1 bonus to attack and damage rolls 
while using this magical crossbow. If the user 
spends one or more rounds aiming before firing 
the crossbow, the attack roll bonus increases to 
+2. If the user spends one or more rounds aiming 
while lying prone on their belly, the attack roll 
bonus increases to + 3. Because of the crossbow’s 
powerful limbs, the range of the weapon is 
120/480, but it requires specially reinforced 
ammunition that costs 5 gp per 20 bolts.

This crossbow is both enchanted as well as an 
example of excellent craftsmanship. It is surprisingly 
light, weighing merely 3 pounds. Its limbs are made 
of strong yet flexible alchemically treated bronze, 
and its mechanism is perfectly tuned. 

These crossbows were constructed by Odilla 
“Shamrock” Grennock after a series of werewolf 
attacks nearby Wolfberg Pass. Odilla is the Senior 
Master Tinker and guild leader in Winterhold. 
She is renown among gnomes all over Eastern 
Farraway for her legendary mechanical skills and 
alchemy experiments. 

Should the crossbow be damaged, checks made 
to repair it are made on disadvantage unless they 
are attempted by a rock gnome proficient with 
artisan’s tools (tinker’s tools).

hellfire weapon
Weapon (any), very rare (requires attunement)

A living creature that touches a Hellfire Weapon 
must make a DC 20 Wisdom saving throw. On 
a success, nothing happens, and the weapon’s 
magical properties remain dormant. On a fail, the 
creature’s alignment changes to lawful evil, and 
the weapon’s magical properties are activated. 
When activated and wielded, the weapon grants 
a +1 bonus to attack and damage rolls, and 1d6 
additional fire damage on a hit. The wielder also 
has resistance to radiant damage. 

Once per day, you can call forth a hellhound 
to fight for you. It takes 1 minute to summon 
the canine fiend. The hellhound attacks on your 
initiative and obeys your mental commands, 
requiring no actions on your part. The hellhound 
returns to its natural plane when it drops to 0 hit 
points, if your concentration is broken, or 1 hour 
after you summoned it.

When the weapon is drawn, it burns with a 
hellish flame, and a faint smell of sulphur lingers 
in the air. The flames provide bright light in a 30-
foot radius.

Hellfire Weapons have been forged in the depths 
of the Nine Hells, some say by Asmodeus himself. 

gnomish
crossbow

hellfire
weapon
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luck sling
Weapon (sling), rare

This magical ranged weapon provides a +2 bonus 
to attack and damage rolls. A character who rolls 
a natural 1 when trying to hit a target can choose 
to re-roll the attack. This feature can only be used 
once per day and recharges at midnight. When 
this feature is used, the sling magically glows 
purple and a scattering of stars appears in the air 
for a moment together with beautiful music before 
it fades away again. If the sling is ever destroyed, 
a fey creature is summoned. The DM decides 
which type of creature is summoned and if it is 
friendly, neutral, or hostile towards the person 
who destroyed the sling.

The sling is made out of leather with braided 
cords. It once belonged to a bard named Shaeline 
Quickfoot, who accidently wandered through a 
portal to the fey world one drunken midsummer 
night. Once sober, she was unable to go back, 
but was found by a spirit who took her to Queen 
Titania. Shaeline stayed many years in the fey 
world before she finally returned to the material 
plane again. Queen Titania herself gave Shaeline 
this sling before she left. 

Shaeline lived a long merry life as a travelling 
minstrel and wrote several songs about her 
adventures on the Plane of Fey. Many of her tales 
and songs are still famous throughout Eastern 
Farraway and are often played during summer 
fairs, weddings, and parties. 

moonshard
Weapon (sickle), uncommon

This weapon provides a +1 bonus on attack and 
damage rolls. It also has the thrown property 
and a range of 20/60. During night or in dark 
conditions, it glows pallid blue and provides dim 
light in a 10-foot radius. The sickle deals double 
damage against monsters of the plant type and 
grants the wielder a double proficiency bonus on 
checks made to craft poison or find herbs.

Moonshard is made of a blue-tinted metal of 
unknown origin and resembles a (somewhat evil-
looking) half-moon. Its wickedly sharp edge never 
rusts or grows dull, and doesn’t reflect the sun. 
The handle is inlaid with a sheet of smooth pallid 
bone branded with a symbol that represents the 
deity of merciless hunting.

Moonshard has been used by untold evil druids 
throughout the centuries for harvesting poisonous 
herbs during night-time as well as for dark rituals. 
Its origin is lost to scholars, but according to some 
bards, Moonshard was forged in the Unseelie 
court on the Plane of Fey.

luck
sling

moonshard
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ravenholt
spear

sharpfang

ravenholt spear
Weapon (spear), rare

This weapon provides a +2 bonus on attack 
and damage rolls. In addition, it does 1d8 extra 
damage against undead creatures. On a hit, the 
wielder of this weapon can speak the words 
“Altilia Nexiuous”, which loosely translates to “Go 
back to the darkness” in ancient Drakkar, as a 
bonus action, which curses the target as if it were 
affected by the 1st-level spell hex. Furthermore, 
when within 120 feet of an undead creature, the 
blade glows faintly white.

The blade of the spear, as well as its sharp end, 
is made entirely out of silver. Its wooden handle is 
made of walnut wood and steel. 

This spear once belonged to paladin Arathian 
Ravenholt, who was renowned for his hatred and 
lifelong crusade against the undead. Arathian 
Ravenholt was last seen travelling north, through 
the Wolfberg Pass. What happened to him, and if 
he is still alive, is unknown, but travellers found 
his spear and signs of battle at an old ruin a two-
day journey from the Wolfberg Pass.

sharpfang 
Weapon (club), uncommon

You gain a +1 bonus to attack and damage rolls 
made with this magic weapon. Upon a hit, roll 
1d10. On a result of 1 to 4, the target suffers an 
additional 1d4 poison damage. On a result of a 
1, the target is also Poisoned for one minute. In 
addition, when wielded, Sharpfang grants its user 
a +2 bonus on saving throws against poison.

Sharpfang is an aged and plain wooden club with 
a fang from a giant spider attached to one end. The 
fang is dark brown, oily, and gives off an acrid smell 
that gives the wielder disadvantage on Stealth 
checks based on smell. Occasionally, a black drop 
of acrid venom falls from the fang and immediately 
dissolves when it lands on a solid surface.

Once upon a time, Sharpfang belonged to a 
mighty goblin boss known as Garelk the Tall. The 
leader of a vast but unruly goblin tribe, Garelk 
often resorted to using the club on drunken 
upstarts who challenged him for leadership or 
simply tried to start a fight. 
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the
concluder

wanderer’s
staff

the concluder
Weapon (greatclub), uncommon

You gain a +1 bonus to attack and damage rolls 
made with this magic weapon. On a critical 
hit, your opponent must succeed on a DC 12 
Constitution saving throw or be Stunned until the 
end of their next turn. In addition, the weapon 
grants its wielder a double proficiency bonus on 
Charisma (Intimidation) checks, and it deals triple 
damage to structures of all kinds.

This massive oaken table leg is covered with 
countless scratches, notches, cracks, and indents. It 
also smells strongly of a variety of strong alcoholic 
beverages. It has no markings or decorations 
indicating that it is magical, or indeed a weapon.

The Concluder was used for over two decades by 
the legendary half-orc Tripp Grumch. Tripp worked 
as a bouncer at the Old Skunk, a tavern in the 
shadiest district of a large town and notorious for its 
rowdy guests. One night at closing time, a powerful 
but dangerously tipsy sorcerer improved Tripp’s club 
in exchange for an expensive bottle of dwarven rum.

wanderer’s staff
Weapon (quarterstaff), uncommon

This elvish quarterstaff provides several benefits 
to its wielder. A creature that holds the staff is 
always aware of the direction of north and can 
move through and travel across difficult terrain 
at normal speed. The wielder also has advantage 
on Nature or Survival checks made to predict 
weather or find shelter. 

In addition, once per day, the wielder can 
cast one of the following spells: light, alarm, or 
goodberry. During the day of the full moon, each of 
these spells can be cast three times per day.

Wanderer’s Staff is made out of a carved branch 
of ancient oak, with a comfortable grip that has 
been sanded smooth and oiled. A string of elvish 
runes that read “Travel well and wander with care” 
has been engraved along the length of the staff. 

The staff was made centuries ago by artisans and 
enchanters that belonged to a group of reclusive 
wood elves. It was presented as a gift to friends of 
the elves, or to members of their community who 
planned to embark on especially long journeys.
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hammer
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javelins

wilma’s hammer
Weapon (light hammer), rare

This weapon provides a +2 bonus to attack and 
damage rolls. In addition, the hammer deals 
an extra 1d4 bludgeoning damage to undead 
creatures and gives the wielder advantage on 
saving throws made against being Frightened due 
to abilities of undead creatures, such as a ghost’s 
Horrifying Visage ability. The weapon trembles 
gently and silently when within 30 feet of an 
undead creature.

This hammer once belonged to Wilma 
Longstrider, the long-serving captain of the town 
watch in Littlemoor. The weapon was blessed 
by a visiting cleric after Wilma rallied the town’s 
defence to attack a throng of zombies that had 
risen at a huge nearby cemetery. 

The hammer was made by the local blacksmith 
Jamber Coalrun, who designed it specifically to 
Wilma’s requirements. Its heavy head is decorated 
with an embossed symbol of a right-hand gauntlet, 
and its handle is made from solid white ash and 
engraved with Littlemoor’s coat of arms: A lamb 
and three maple leaves. 

wyrmtail javelins
Weapon (javelin), uncommon

The weapon provides a +1 bonus on attack and 
damage rolls. When thrown, the red Wyrmtail 
javelin catches fire and deals an additional 1d4 
damage. Furthermore, the wielder of this weapon 
can understand and read draconic. 

Other Wyrmtail javelins have different effects 
depending on their colour: green javelins deal 1d4 
poison damage, blue javelins deal 1d4 lightning 
damage, and yellow javelins deal 1d4 radiant 
damage. Wyrmtail javelins are rare, but are often 
found in a bundle (roll a 1d6 to decide how many 
spears the players find).

The javelins are sleek and exceptionally light. 
They are made of one single piece of matte steel 
and have a long red double blade. The end of each 
weapon is shaped like a dragon’s tail. According 
to legend, Wyrmtail javelins once belonged 
to fierce dragon hunters in the north, several 
hundred years ago, but this has never been fully 
established by scholars at the Seven Keys Library 
or Winterhold Academy.
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copyrighted material including derivative works and translations (including 
into other computer languages), potation, modification, correction, addition, 
extension, upgrade, improvement, compilation, abridgment or other form in 
which an existing work may be recast, transformed or adapted;(c) “Distribute” 
means to reproduce, license, rent, lease, sell, broadcast, publicly display, 
transmit or otherwise distribute; (d)”Open Game Content” means the game 
mechanic and includes the methods, procedures, processes and routines 
to the extent such content does not embody the Product Identity and is an 
enhancement over the prior art and any additional content clearly identified 
as Open Game Content by the Contributor, and means any work covered by 
this License, including translations and derivative works under copyright law, 
but specifically excludes Product Identity. (e) “Product Identity” means product 
and product line names, logos and identifying marks including trade dress; 
artifacts; creatures characters; stories, storylines, plots, thematic elements, 
dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, 
formats, poses, concepts, themes and graphic, photographic and other visual 
or audio representations; names and descriptions of characters, spells, 
enchantments, personalities, teams, personas, likenesses and special abilities; 
places, locations, environments, creatures, equipment, magical or supernatural 
abilities or effects, logos, symbols, or graphic designs; and any other trademark 
or registered trademark clearly identified as Product identity by the owner of 
the Product Identity, and which specifically excludes the Open Game Content; 
(f) “Trademark” means the logos, names, mark, sign, motto, designs that are 
used by a Contributor to identify itself or its products orthe associated products 
contributed to the Open Game License by the Contributor (g) “Use”, “Used” 
or “Using” means to use, Distribute, copy, edit, format, modify, translate and 
otherwise create Derivative Material of Open Game Content. (h) “You” 
Not for resale. Permission granted to print or photocopy this document for 
personal use only. System Reference Document 5.12 or “Your” 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, non--exclusive 
license with the exact terms of this 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 holder’s 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, Inc.; 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. 

end of licence
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