THE HOBGOBLIN
BRIDE

AN ADVENTURE FOR
ODYSSEYS & OVERIDR DS

SUITABLE FOR 4-6 CHARACTERS OF IST OR 2ND LEVEL




THEH BLIN
BRIDE

AN ADVENTURE
FOR ODYSSEYS & OVERLORDS

SUITABLE FOR 4-6 CHARACTERS OF 1ST - 2ND LEVEL

WRITTEN BY: MEGAN IRVING

(ODYSSEYS & OVERLOR DS DEVELOPED BY: TRAVIS LEGGE

EXECUTIVE PRODUCER: STEVE HEIDEN

COVER ART: JuAN DIEGO DIANDERAS & BRUNO BAXILIA

INTERIOR ARTWORK:

SOME ARTWORK J.M. WOIAK & HEATHER SHINN OF THE STINKYGOBLIN
CARTOGRAPHY BY DYSON LOGOS IS LICENSED UNDER A CREATIVE
COMMONS ATTRIBUTION 4.0 INTERNATIONAL LICENSE.
HTTPS://DYSONLOGOS.BLOG/2016/09/13 /DARNSTALL-PALACE-SANCTUARY-OF-

VAMES/

ODYSSEYS & OVERLORDS contains Open Game Content in accordance with the Open Game License v1.0a. (Hereafter referred to as
OGL) The text of the OGL can be found on pages 8-9 of this book.

ODYSSEYS & OVERLORDS, the ODYSSEYS & OVERLORDS game setting, all artwork and design elements, specific layout and trade
dress, Chandra, Ragnar, Abyss-Kissed, Spellscorched, and specific race and class descriptions apart from game system & rules
information, are hereby defined as Product Identity in accordance with the OGL and are Copyright ©2019 Aegis Studios.

All charts, systems, and rules modifications are hereby designated as Open Game Content in accordance with the OGL.
The Hobgoblin Bride Copyright© 2019 Aegis Studios. All Rights Reserved.
More work from Travis Legge at

Dungeon Masters Guild: https://www.dmsguild.com/browse.php?author=Travis%20Legge
Storytellers Vault: https://www.storytellersvault.com/browse.php?author=Travis%20Legge

ODYSSEYS & OVERLORDS was created through the support of my Patrons, whom | would like to thank:

arcadia666, Alejandro Rodriguez, Andy Foster, Ben, Mx. Corey Frang, Chris Walz, Collegium Arcanum, Denis J Mc Carthy, Hiten Dave,
Howard Jabroni, Jen Douglas, Kobayashi, Lewis L Harris Il, Larry Scharnweber, Matt, Rhel, Richard Watkins, Ryan Davis, Sarah Stewart,
Sean Holman & Thomas L. Vaultonburg

You can support my work and get exclusive Behind the Scenes access, info & discounts at http://patreon.com/travislegge



https://dysonlogos.blog/2016/09/13/darnstall-palace-sanctuary-of-vames/
https://dysonlogos.blog/2016/09/13/darnstall-palace-sanctuary-of-vames/
https://www.drivethrurpg.com/browse/pub/338/Aegis-Studios
https://www.dmsguild.com/browse.php?author=Travis%20Legge
https://www.storytellersvault.com/browse.php?author=Travis%20Legge
http://patreon.com/travislegge

.Q-Z‘O‘ZWQI"'J

4 -~
1=

ODYSSEYS &
OVERIDRDS

In the ancient times, the Gods watched over humankind.
This was a golden age of learning and peace. Humans
revered the Gods, living in harmony with the divine and
the companion beasts. Magic flowed freely allowing the
learned and the faithful to alter their forms, prevent aging,
and preserve health. The wild folk were born of this time
as humans and companion beasts united in love. While
most of the Gods rejoiced at this development, Ragnar, the
God of Conquest was jealous and appalled by the humans
choosing the animal companions as mates instead of the
Gods. This caused a divine war during which the Gods who
agreed with Ragnar tried to kill the other Gods. The first
casualty of this war was Ember, the Goddess of knowledge.
When Ember died, her scholar-priests, the Keepers of the
Arcane were caught in a magical backlash creating the
spellscorched. This war of Gods, called the Schism, raged
for 1000 years, during which time the followers of Ragnar
courted the worship and love of as many humans as they
could. From these unions, the Abyss-kissed were born.
After a long and bloody conflict, Ragnar and his followers
were defeated. The Gods who fought them dragged
Ragnar’s followers into the Abyss where they are believed
to still be fighting to this day. Only Ragnar and Chandra,
the Goddess of the moon and nature remained among
mortals. Declaring a cease fire, Ragnar retreated with a
small retinue of cultists to the Tower of Wretched Wroth.
Chandra and her highest clerics went to the Crystal Library
on the surface of the northern Moon. Mortals were left
to determine their own fates. The magic that had bound
the souls of humans and the companion beasts shattered,
though wild folk were already numerous enough to
persevere. The spellscorched taught the ways of arcane
magic sparingly, protecting the art nearly to extinction.
Clerics of Chandra and Ragnar spoke of worship, but most
mortal kingdoms rejected all gods and magic, relying on
steel and blood to determine righteousness and rulership.

Now, the mortal lands are divided. A dozen kingdoms lie
scattered across the world, separated by dangerous wilds
filled with bandits and monsters. The bravest mortals act
as adventurers, guiding travelers between the kingdom:s,
killing monsters to thin their numbers, and plundering
ruins in search of the lost treasures of the golden age. This
is the world of Odysseys & Overlords!

INTRODUCTION

This is a short adventure for use with the Odysseys &
Overlords Role Playing Game.

CONTENT WARNING

This adventure includes themes of sexual assault and
violence against NPCs.

BACKSTORY

Urgoblins are an all-male hobgoblin subrace who have
limited regeneration abilities. Most urgoblins live among
other hobgoblins with no issues; however, some believe
their abilities are a gift from Ragnar and a sign that they
should be leaders of their clans. Some of these urgoblins
have split from their hobgoblin clans and come together
to create an all-urgoblin clan, focused on taking over and
ruling the Untamed Gauntlet. To further this goal, they’ve
kidnapped hobgoblin women with the plan of breeding
more urgoblins to join their power-hungry army. Mara
is one of these women, and she has recently managed
to escape their clutches, leaving four others behind in
her flight to freedom. Mara wants to rescue the other
hobgoblin women from the cruel urgoblins. A kindly
centaur named Ronan has brought her request to the
clerics at Chandra’s Haven, where the party can accept it
and attempt to rescue the kidnapped hobgoblin brides.

MEETING THE HOBG®OBLINS
THE REQUEST

The adventurers are called to meet with a cleric in
absolute secrecy. The cleric is an older human woman
named Elise. She is short and fat, with a brusque way of
talking and silver hair braided into a crown around her
head. Elise takes the characters to a back room in the
temple and asks them to take on a special request. She
says that there’s someone in the Gauntlet who urgently
needs their help. A centaur named Ronan brought the
request in, and he’ll meet the characters outside Chandra’s
Haven to take them to this person. She tells the characters
to follow his instructions and trust him. If they ask, Elise
says she’s met Ronan before and knows he’s trustworthy.
She doesn’t know the details of the request apart from
what she tells the characters - someone desperately needs
their help.

Note to GMs: If the characters have a relationship with
any clerics or centaurs, they can be swapped into this
adventure instead of using Elise and Ronan. Either way, the
cleric needs to encourage the party to answer the call for
help, and not answer their questions. They should both be
NPCs the characters trust.

THE CENTAUR

When the players leave Chandra’s Haven, Ronan the
centaur is waiting for them. He’s on the smaller side, with
a chestnut body, black tail, and white socks. He wears his
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black hair and beard long, with small white beads braided
into them.

Ronan is well-spoken and polite, but like Elise, he doesn’t
answer the party’s questions. He tells the characters he’s
there to lead them to Mara, the woman who urgently
needs their help. He asks them not to judge her. If the
characters are cautious, he offers them his weapons and
says he’ll lead them to her unarmed - he’ll do anything to
put them at ease, except explain the situation.

THE HOBGOBLIN

Ronan leads the party to a small valley near Chandra’s
Haven. Pacing around a large dead tree in the valley is
Mara, a hobgoblin woman. She’s short and squat with pale
orange skin, black hair cropped short, and sharp claws and
fangs. She has a dark bruise over one eye, and one of her
fangs is broken in half. She speaks with confidence and
conviction, and when the party is indecisive, she’s quick
with an opinion.

Mara explains to the party that while on a hunting trip,
she and her sister Tera were captured by urgoblins and
taken to their lair where they met the other prisoners; Gar,
Tui, and Lea. All five were young and healthy hobgoblin
women taken from different clans. The urgoblins’ plan
was clear - they had been kidnapped to be the urgoblins’
unwilling brides.

Together the hobgoblin women tried to escape, but
unfortunately their escape attempt was discovered. In
the confusion, Mara managed to escape, but the other
women including her sister, are still prisoners. Mara asks
the characters for their assistance in rescuing the other
hobgoblin women. She says the characters can have
anything of value they find in the urgoblin hideout - all she
wants is the safety of the other women.

TRAVELING

Mara tells the adventurers that the lair is about two days
travel away, and she can lead them there. She and Ronan
are ready to leave as soon as the characters are. Ronan
refuses to let anyone ride on his back, but is happy to help
scout and hunt for food if necessary.

THE OBELISK

On the first day, they pass by a tall obelisk. It’s tall and
completely black, with a gold rune carved into the top of
it. Unless the party gets very close, they can’t make out its
shape. As they approach the obelisk, the characters feel a
strange energy that feels like a warmth against their skin,
and a slight pressure headache behind their eyes. Mara
is interested and wants to explore it, but Ronan wants to
leave it alone.

If the characters investigate, they’ll find a small chest
buried beneath the obelisk. Inside is a smooth black stone
with a rune carved into it - the same rune carved into the
obelisk. It’s extremely cold to the touch.

Treasure: A mysterious runestone

THE BANDITS
When the party chooses to rest, Ronan volunteers to
take a turn watching over the camp during the night.
During a character’s turn, cromag raiders approach the
camp. If the characters are quiet and have protected
the camp, the cromags might not notice them and keep
going. Otherwise, they may have to fight. The cromags
are carrying heavy wooden clubs, and are wearing an
assortment of pouches and bags hung over their bodies.
In these bags are their worldly possessions, including a
handful of copper coins, a large pale pink crystal with a
crack running through the middle, and a set of small hand-
carved wooden figurines in the shapes of various animals.
2 Cromags AC 12, HD 2, #At 1 Weapon, Dam 1d4 +1, Mv
40°,Sv F2, M1 7

Cromag 1: HPS[ ][] (][] []
cromag2: HP 7] [ ] 1 L] L0 ][

Treasure: 2d6 copper coins, pink crystal, wooden
figurines

SCOUTING PARTY

On the second day, just before the lair, they come across
an urgoblin scouting party. If the characters are stealthy,
they can try to ambush the scouts and either kill them or
get information on the lair. They can also choose to sneak
past the scouts and continue on to the lair without risking
combat. Mara presses the characters to ambush and kill
the scouts.

The urgoblins are carrying shortswords and slings. One
has tied his hair back into a bun and a dagger tucked into
his belt. The dagger has intricate carvings on the hilt and
belongs to Lea, one of the hobgoblin women. The other
urgoblin has a shaved head and is wearing a necklace of
teeth.

If the characters defeat the urgoblins but don’t kill them,
Mara will slit their throat at the first opportunity, worried
that they might escape and warn the others.

2 Urgoblins AC 14, HD 2*, #At 1 Weapon, Dam 1d6/1d4,
Mv 30’, Sv F2, MI 9)

Urgoblin 1: HP 11 [ ][] (] [ 1 []
HE N
Urgoblin2: HP 7] [ [ [ [0 [0 [

Treasure: Lea’s dagger, Tooth necklace

THE DUNGEON

OUTSKIRTS

The urgoblin lair is a large manor house in a valley that’s
fallen into disrepair. The grounds are overgrown and dead
with big dead bushes and trees pressing in on the building
from the gardens on all sides. Mara tells the characters
that the secret exit is hidden in the garden around the
south-east entrance of the manor. She also warns the
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characters that there are many urgoblins in the lair and
patrolling its grounds and that they should approach with
caution.

There are four urgoblins patrolling the grounds of
the lair, split into two groups of two. They slowly but
continuously circle the lair on opposite sides to each other.
If the characters approach stealthily and the guards don’t
notice them, they can easily work out the patrol schedule
and get past them. However, if fighting breaks out in the
lair, these guards may hear it and reinforce the urgoblins.
The four urgoblins are large and muscular, with shaved
heads and mean expressions. In one patrol, one urgoblin
has an earring and the other has a goatee. In the other
patrol, one urgoblin has a scar across his nose and the
other is wearing a vest made from goat pelts. All four are
armed with shortswords and slings, and have something
from the following list in their pockets: a handful of copper
coins, a whetstone, a map case with an unfamiliar map in
it, or a miniature stone statue of Ragnar. The map depicts
an unknown but distinct mountain with an X at the peak.

There are two main entrances to the lair. The first is
through the garden (Room 1), where the secret exit is
located. The other is through the entrance hall (Room 2).
The entrance in the main hall (Room 3) has been blocked
up.

4 Urgoblins AC 14, HD 2*, #At 1 Weapon, Dam 1d6/1d4,
Mv 30’, Sv F2, MI 9

urgoblin LHP IO OO OO OO O™

urgoblin2:HPO ] OO OO OO O™

Urgoblin3: HP 11 ] [] ] [ [ [
OO d

Urgoblin4:HP8 (] OO

Treasure: Handful of copper coins (1d6), whetstone, map
case with a treasure map, Ragnar statue

GARDEN (1)

The garden has a broken cobblestone path leading
from the front entrance hall to the side entrance. The
cobblestone is noisy to walk on unless the characters are
careful.

If the lair is on high alert, an urgoblin stands lookout on
the porch, and a second urgoblin is pacing up and down
on the path. If not, the two urgoblins are chatting on the
path, and only vaguely keeping an eye on the porch and
the garden to the north. The urgoblin on the porch has a
scar across his face and is carrying a spear. He has a pouch
full of silver coins on his belt. The urgoblin on the path is
carrying a shortsword and has a red silk sash tied around
his waist.

To the north of the porch, behind some big dead bushes,
is the secret exit Mara used to escape. There’s a small
hole in the building that two of the hobgoblin women can
squeeze through; one of the other women is too large to
get through the hole, and the fifth isn’t with the rest of
them.

The exit is in view of the passing patrols and the
urgoblins on the path, and it takes a little while for a single
hobgoblin to squeeze through it. The players can speak
to the prisoners through the hole - the details of those
women are in Room 7.

2 Urgoblins AC 14, HD 2*, #At 1 Weapon, Dam 1d6/1d4,
Mv 30’, Sv F2, MI 9

Urgoblin :HP 12 ] [ ] T LI [
00000
Urgoblin2: HP6 [ ][] [J [

Treasure: Pouch of silver coins (1d10), red silk sash

ENTRANCE HALL (2)

The entrance hall is a wide-open space with two rows of
stone columns leading to the stairs at the main door. This
door is broken and is wide open. The columns are painted
with elaborate geometric patterns, but some of the paint is
peeling off. Underneath the paint, one column is cracked.

There are two urgoblins in this room. If the lair is on
high alert, they’re standing guard in the hall, keeping an
eye on the south and west entrances and holding their
shortswords. If not on alert, they’re playing a dice game on
the stairs with their swords resting nearby. One urgoblin
is much larger than the other, with big fangs and a huge
monobrow. The smaller urgoblin has long hair tied back in
a ponytail, and

4 Urgoblins AC 14, HD 2%, #At 1 Weapon, Dam 1d6/1d4,
Mv 30, Sv F2, MI 9

Urgoblin :HP 10 ] [ 000
Urgoblin2: HP8 [ ][] ][]0 01000

Treasure: Set of 3 dice, with an eye carved where the 1
pip would be

MAIN HALL (3)

A large hall with two statues of hooded wildfolk in the
northern corners, and four stone columns around the
room. There are stairs to the west that have been blocked
with piles of wooden planks and stones. If the characters
investigate the statues closely, they’ll see the eyes of
the wildfolk have been replaced with pearls and can be
carefully prised out.

An urgoblin is sleeping in a bedroll, and there are
plenty of other bedrolls piled up on each other. There’s
a longsword propped against the wall near the sleeping
urgoblin. The sword gleams in the dim light; the blade
is made from a strangely white metal, and the hilt has
goblinoid letters carved into it spelling out the goblin word
for “light”.

This sword has a magical property - when the command
word is spoken (the goblin word for “light”), the sword
will cast shed light with the same radius as a light spell.
Sheathing or laying down the weapon, or speaking the
command word again, dispels the effect. This power may
be used as often as desired.
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1 Urgoblin AC 14, HD 2*, #At 1 Weapon, Dam 1d6/1d4,
Mv 30’, Sv F2, MI 9

Urgoblin 1: HP 5[] [ [ [ [ []

Treasure: Longsword of casting light, pearls (4)

SIDE ENTRANCE HALLWAY (4)

Between the main hall and the garden entrance is a long,
empty hallway with shredded portraits of old male humans
and tapestries of grand hunting parties on the walls. The
art looks old, but the damage is new - probably from the
urgoblins. There are four closed doors - two on the north
side, two on the south side. One of the north doors leads
to a hallway (Room 6), and the other three doors lead to
small storage rooms.

STORAGE ROOMS (5)

Three small storage rooms come off the side entrance
hall. The urgoblins store treasure from vanquished
opponents here, as well as weapons and items they don’t
know how to use or don’t want.

The south-east room is mostly empty apart from a pile of
clothes and a small locked chest they couldn’t open. Inside
is a bag of devouring.

The south-west room is their armory, with bags of
stones for their slings and rusted shortswords and pieces
of armour. Gleaming under the rusted swords is a silver
dagger, and a pouch of silver coins has fallen behind a bag
of stones.

The north room is an old library, with shelves of rotted
books. The urgoblins have kept maps and spell scrolls here,
but they’ve all rotted away in the damp environment.
There’s one single scroll that’s been kept safely in a scroll
case; on this scroll is written a protection from magic ritual.

Treasure: Bag of devouring, silver dagger, pouch of silver
coins (1d10), protection from magic scroll

SMALL HALLWAY (6)

A short hallway with a big window at the north end
looking out over the dead garden. There’s a door to the
east, which is locked.

A large urgoblin with a huge scar across his face is
guarding the door. He has the key hooked to his belt, as
well has a heavy mace with a spiked head. Even if the
rest of the lair is quiet, this urgoblin is on high alert and
continually patrols the hallway. He takes his job of guarding
the prisoners very seriously. He has a valuable golden
bangle in his pocket that he stole from Tui. His key opens
all locked doors in the lair.

1 Urgoblin AC 14, HD 2*, #At 1 Weapon, Dam 1d6/1d4,
Mv 30, Sv F2, MI 9

Urgoblin :HP 10 ] [ 000

Treasure: Key to the lair, Tui’s golden bangle

HOBGOBLIN PRISON (7)
A large storage room with three hobgoblin women
locked inside. There are piles of bedrolls and belongings
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in one corner. The secret exit is hidden behind the bedroll
pile. The three women here are Gar, Lea and Tui. Gar is

a tall, willowy hobgoblin with long black hair and long
claws. She’s soft-spoken, and hides behind her hair when
speaking. Lea is tall and muscled, with close-cropped black
hair and a mouth full of jagged fangs. She has a direct and
straightforward way of speaking. Tui is short and round,
and her black hair is a tangled mess. She can’t speak, as
the urgoblins have cut out her tongue, but she makes
herself understood through gestures. All three women are
injured and bruised from the recent escape attempt.

When the characters meet the women, they are busy
planning the next escape attempt. The plan is for Tui to
crawl through the secret exit, and for Gar and Lea to fight
their way past the guard to rescue Tera, the final hobgoblin
prisoner.

If the characters speak to the women through the secret
exit, they may be able to help Tui and Gar escape through
it by keeping watch or distracting the nearby urgoblins,
but Lea won’t fit. Tui, Gar and Mara won’t leave without
Lea and Tara, so the party will need to break into the lair
somehow to rescue them first.

LIVING QUARTERS (8)

Both doors to this room are locked from the outside.
Inside is an old luxurious bedroom with a large bed in the
center of the room and desks and boxes stacked against
the walls. A tapestry of a grand ball is in tatters on the
south wall. A hobgoblin woman called Tera is searching
the room when the characters enter. Tera is Mara’s sister,
and is short and petite with long black hair. She has a
long scratch down her face. She’s looking for weapons to
help Gar and Lea in the escape attempt but is happy to
follow the characters if they have a plan. She shows the
characters to a locked chest she can’t open - inside is a
small cache of slings, daggers and waterskins.

Treasure: Slings, daggers, waterskins

WAR RooM (9)

A large hall that’s been turned into a war room. A large
statue of a human man in armour stands on a dais at the
back of the room. In front of it is a large table covered with
maps and notes scrawled on scraps of paper. Two racks
of polished weapons - jagged swords and axes - stand on
each side of the room. Three urgoblins in polished armour
are discussing the situation in here; they argue with each
other constantly and struggle to come to any agreements.
This continues into any fights they’re part of - all three use
different strategies and get in each other’s way. Two have
longswords in sheaths on their belts, the third has a maul.
None of them have ranged weapons, but the urgoblin
with a maul is wearing a ring of fire protection. One of the
urgoblins with a sword is wearing a ring of weakness.

These urgoblins are willing to talk to the party - see the
notes on diplomacy below.
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3 Urgoblins AC 14, HD 2*, #At 1 Weapon, Dam 1d6/1d4,
Mv 30, Sv F2, MI 9
Urgoblin 1: HP 6 (wearing a ring of weakness) [ ] [ ] []

NN
Urgoblin2: HP 12 [ 1 T LI [
HjEEEIEgn

Urgoblin3: HP 10 [ [ J 00

Treasure: Ring of fire protection, ring of weakness

SHRINE (10)

A storage room that’s been converted to a shrine to
Ragnar. A small statue of him stands at the back of the
room, with candles and smoking sticks of incense in front
of it. There are small piles of unidentifiable bones stacked
up around the statue, some still with shreds of meat and
gore attached. On the altar is a small silver medallion in the
shape of a beetle that is actually a scarab of protection:
the urgoblins knew it was magical but not what it did, so
they dedicated it to Ragnar.

Treasure: Scarab of protection

RESCUING THE HOBGOBLINS

The players can choose how they want to rescue the
hobgoblin women. Make it clear to them that the main
options are stealth, negotiation or combat; they can
storm the lair and fight all the urgoblins, try to convince
them to let the hobgoblin women leave, or sneak in and
break the women out, maybe by distracting the guards.
Although some hobgoblin women can squeeze through the
secret exit, not all can, and it takes time. The urgoblins are
receptive to diplomacy - to a point. They argue that they
need the hobgoblin women to reproduce and will die out
without them. They’re willing to let all but one of them
leave. If the characters press them, they threaten to kill all
the women.

Mara’s preference is stealth, as she’s worried for the
safety of the other women if the urgoblins discover what’s
happening. Ronan’s preference is for storming the lair; he
believes if the characters can break the women out and
arm them, they may be able to overpower the urgoblins.

If the urgoblins realise they are being attacked over the
kidnapped hobgoblin women, they try to parlay with the
party with the above diplomacy notes. If the characters
call their bluff, they will murder one of the women if they
are able to. Overall, the final urgoblin alive would rather
lose all the women than die, but until that point they are
vicious, ruthless predators who are desperate to keep their
prisoners by any method.

CONCLUSION

If the players leave without rescuing all the hobgoblin
women, or if some or all of the captives die, Mara and
the surviving hobgoblins are furious. Although they
recognise that the characters tried to help, the failure is
unacceptable.

Mara and the other hobgoblin women leave with Ronan
to return to their clans. If the adventure ended poorly,
the hobgoblins may end up enemies of the players. If it
ended well, they may turn out to be surprising allies in a
future adventure, coming to the players’ aid in a time of
desperate need.

The characters can keep any treasure or weapons they
find in the lair - none of the hobgoblin women want
reminders of their experiences. The exceptions are Lea and
Tui, who greatly appreciate getting their dagger and bangle
back.

APPENDIX: NPCs

Elise. An elderly human woman, and a cleric in Chandra’s
Haven. Short and fat, with grey hair braided around her
head. She has a brusque way of speaking.

Ronan. A centaur who knows Elise. He is small for a
centaur, with a chestnut body, black hair, beard and tail,
and white socks. He has white beads braided into his long
hair and beard.

Mara. A female hobgoblin, and Tera’s sister. Short and
squat, with very short black hair and pale orange skin.

She has a bruise on her cheekbone and one of her fangs is
broken. She’s very outspoken and fiery.

Gar. A female hobgoblin. Tall and willowy, with long
black hair and dark orange skin. She’s soft-spoken and goes
along with what the group wants, hiding behind her hair
when asked a direct question. When protecting the other
hobgoblins, she becomes surprisingly fierce.

Lea. A female hobgoblin. Tall and broad, with cropped
black hair and pale orange skin. She uses the Hobgoblin
Warrior statblock. Although she looks rough and
unpleasant, she’s friendly with the players.

Tui. A female hobgoblin. Short and fat, with tangled
shoulder-length black hair and bright red skin. She’s
recently mute and uses gestures to explain herself. She
sticks close to Gar, often holding her hand.

Tera. A female hobgoblin, and Mara’s sister. She’s petite,
with long black hair and pale orange skin. She’s very
intelligent and quick to criticise others.
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OPEN GAME LICENSE VERSION 1.0A

The following text is the property of Wizards of the Coast, Inc. and
is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights
Reserved.

1. Definitions: (a)“Contributors” means the copyright and/or
trademark owners who have contributed Open Game Content;
(b)“Derivative Material” means 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 or the 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” 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 1.0 Copyright 2000, Wizards of the Coast,
Inc.

System Reference Document Copyright 2000-2003, Wizards of
the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams,
Rich Baker, Andy Collins, David Noonan, Rich Redman, Bruce R.
Cordell, John D. Rateliff, Thomas Reid, James Wyatt, based on
original material by E. Gary Gygax and Dave Arneson.

Orcus from the Tome of Horrors, Copyright 2002, Necromancer
Games, Inc.; Author Scott Greene and Clark Peterson, based on
original material by Gary Gygax.

Scarecrow from the Tome of Horrors, Copyright 2002,
Necromancer Games, Inc.; Author Scott Greene, based on original
material by Roger Musson.

Castles & Crusades: Players Handbook, Copyright 2004, Troll Lord
Games; Authors Davis Chenault and Mac Golden.

Castles & Crusades: Monsters Product Support, Copyright 2005,
Troll Lord Games.

Sword & Board A Basic Fantasy Companion Copyright © 2011
Dan Buterbaugh

Basic Fantasy Role-Playing Game Copyright © 2006-2016 Chris
Gonnerman.

Equipment Packs: A Basic Fantasy Supplement Copyright © 2009
Shayne Power.

Armor and Shields: A Basic Fantasy Supplement Copyright ©
2010 Jeff Johnson.

Magic-User Options: A Basic Fantasy Supplement Copyright ©
2011 Tom Hoyt.

Necromancers: A Basic Fantasy Supplement Copyright © 2008-
2010 R. Kevin Smoot.

The Basic Fantasy Field Guide Copyright © 2010-2016 Chris
Gonnerman, R. Kevin Smoot, James Lemon, and Contributors.

Adventuring Copyright © 2015 Sean D. Spencer and contributors

Equipment Emporium: A Basic Fantasy Supplement Copyright ©
2010-2018 Joe Ludlum, R. Kevin Smoot, and Alan Vetter

System Reference Document 5.1 Copyright 2016,
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Wizards of the Coast, Inc.; Authors Mike Mearls, Jeremy Crawford, 1. Include the text “Designed for use with the Basic

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.

Odysseys & Overlords Player’s Guide Copyright © 2019 Aegis
Studios

The Hobgoblin Bride Copyright © 2019 Aegis Studios

END OF LICENSE

BASIC FANTASY ROLE-PLAYING GAME

PRODUCT IDENTITY LICENSE

Subject to the terms of the Open Game License,
above, you may create derivative works based upon the
Basic Fantasy RPG core rules (this document). However,
the Open Game License protects the Product Identity
(explained and detailed above) such that you must have
permission from the copyright holder before you may use
any of the listed Product Identity.

You may use certain items of the listed Product Identity
under the following conditions:

1. You must comply fully with the Open Game License,
version 1.0a, as described above; and

2. The work may not be obscene in nature; in general,
any work containing subject matter that would qualify for
an NC-17 movie rating in the United States, or an R rating
due to explicit sexual content, is considered obscene for
purposes of this license.

If you comply with the above conditions, you may do
either or both of the following:

Fantasy Role-Playing Game” or “Designed for use with the
Basic Fantasy RPG”;

2. Use one or more of the official logos provided on the
Basic Fantasy Role-Playing Game website:

http://basicfantasy.org/logo.html

A logo may be resized as needed but must not be
distorted and may not be altered other than to resize it,
except as specifically provided on that page.

If you wish to use other Product Identity from this work,
you must request and receive explicit permission from the
copyright holder.

In any of the above cases where the Basic Fantasy Role-
Playing Game Product Identity is used in your work, you
must also include the Basic Fantasy Role-Playing Game
website address “basicfantasy.org” or “www.basicfantasy.
org” in that work. You may place the website address
adjacent to the logo and/or name, or you may include it
on your title page, or place it in some other location where
any reasonably observant person would expect to find it.

You may not under any circumstances describe your
work as actually being the “Basic Fantasy Role-Playing
Game” or some derivative thereof, nor may you identify
it as being in any way an “official” publication of the Basic
Fantasy Project without the express permission of the
author of this work.



