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ACTIONS

Multiattack. The medusa makes either three melee
attacks—-one with its snake hair and two with its
shortsword--or two ranged attacks with its longbow.

Snake Hair. Melee Weapon Attack: +5 to hit, reach 5 ft.,
one creature. Hit: 4 (1d4 + 2) piercing damage plus 14
(4d6) poison damage.

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

Longbow. Ranged Weapon Attack: +5 to hit, range
150/600 ft., one target. Hit: 6 (1d8 + 2) piercing damage
plus 7 (2d6) poison damage.

“sf looks could kill...  ob wait.”

SR DEX CON INT WIS CHA
904 10(-0) 16() 5(:3) G 6D

WYVERN 2,300xp

SENSES SKILLS
Darkvision 60 ft., Perception +4
Passive Perception 14

ACTIONS

Multiattack.

The wyvern makes two attacks: one with its bite and one with
its stinger. While flying, it can use its claws in place of one other
attack.

Bite.
Melee Weapon Attack: +7 to hit, reach 10 ft., one creature. Hit:
11 (2d6 + 4) piercing damage.

Claws.
Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit: 13
(2d8 + 4) slashing damage.

Stinger.

Melee Weapon Attack: +7 to hit, reach 10 ft., one creature. Hit:
11 (2d6 + 4) piercing damage. The target must make a DC 15
Constitution saving throw, taking 24 (7d6) poison damage on a
failed save, or half as much damage on a successful one.

“some swy the wyvern doesn’t so much smell
or bear its preys but rather that it senses the
anxiety of its wouldbe victims.”

ARMOR CLASS HIT POINTS SPEEIi

3 NATURAL ARMOR 110 (13D10 = 39) 20 FT., FLY 80 FT.

STR DEX CON
0CD 56D 1603

MEDUSA 2300xp

INT
12(+D)

WIS
L{C)}

CHA
15(+2)

SKILLS SENSES

Deception +5, Insight +4, Darkvision 60 ft.,
Perception +4, Stealth +5 Passive Perception 14
LANGUAGES

Common

SPECIAL TRAITS

Petrifying Gaze. When a creature that can see the medusa’s eyes
starts its turn within 30 feet of the medusa, the medusa can force
it to make a DC 14 Constitution saving throw if the medusa isn't
incapacitated and can see the creature. If the saving throw fails by
5 or more, the creature is instantly petrified. Otherwise, a creature
that fails the save begins to turn to stone and is restrained. The
restrained creature must repeat the saving throw at the end of its
next turn, becoming petrified on a failure or ending the effect on
a success. The petrification lasts until the creature is freed by the
greater restoration spell or other magic.

Unless surprised, a creature can avert its eyes to avoid the saving
throw at the start of its turn. If the creature does so, it can’t see
the medusa until the start of its next turn, when it can avert its
eyes again. If the creature looks at the medusa in the meantime, it
must immediately make the save.

If the medusa sees itself reflected on a polished surface within 30

feet of it and in an area of bright light, the medusa is, due to its
curse, affected by its own gaze.

ARMOR CLASS HIT POINTS SPEED
15 WaTuRAL RRNOR 127 (1708 + 51) 30 FT.
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SENSES SKILLS
Darkvision 60 ft., Perception +4
Passive Perception 14

ACTIONS

Multiattack.

The wyvern makes two attacks: one with its bite and one with
its stinger. While flying, it can use its claws in place of one other
attack.

Bite.
Melee Weapon Attack: +7 to hit, reach 10 ft., one creature. Hit:
11 (2d6 + 4) piercing damage.

Claws.
Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit: 13
(2d8 + 4) slashing damage.

Stinger.

Melee Weapon Attack: +7 to hit, reach 10 ft., one creature. Hit:
11 (2d6 + 4) piercing damage. The target must make a DC 15
Constitution saving throw, taking 24 (7d6) poison damage on a
failed save, or half as much damage on a successful one.

“some swy the wyvern doesn’t so much smell
or bear its prey but rather that it senses the
anxiety of its wouldbe victims.”

ARMOR CLASS HIT POINTS SPEED
3 NaTURAL RRNOR 10 (13010+39)  20FT., FLY 80 FT.
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STR DEX CON INT WIS CHA

AC3) 1603 1(0)  2(-H) 8(-D 6(-2)
DICE BUG 25xp
SENSES

Darkvision 60 ft. Passive Perception 9

SPECIAL TRAITS

Polybedral Diversity. Dice Bugs come in five varieties,
each shaped like a different polyhedral die (d4, d6, d8,
d10 and d12.) The die they resemble is also the die used
for their poison attack.

Gamblers Friends. As a bonus action, a dice bug can
become a perfect representation of whatever die it
resembles, and can use it’s action in this form to hop
itself to whatever number it chooses. In this form it’s
movement is reduced to 0 ft. and its AC becomes 19. It
can pop back into bug form any time during its turn, as
a free action.

ACTIONS

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target. Hit: 5 (1d4+3) piercing damage and the target
must pass a DC 10 Constitution saving throw or take one
die of poison damage, based on the type of die the Dice
Bug resembles.

Concept by: Jamie Marriage

ARMOR CLASS HIT POINTS
1% 2(ip%)

SPEED

SR DEX CON INT WIS CHA

5 ('3) 17(+3) 10 (+0) 1(-D) 10 (+0) 10 (+0)
QUAFIT z00xp

SENSES DAMAGE IMMUNITIES
Darkvision 120 ft. Poison

Passive Perception 10 CONDITION IMMUNITIES
SKILLS Poisoned

Stealth +5 DAMAGE RESISTANCES
LANGUAGES Cold, Fire, Lightning;

Abyssal, Common Bludgeoning, Piercing
and Slashing from

non-magical attacks

SPECIAL TRAITS

Quafit. The Quafit can use a bonus action to drink up to three
pints of liquid that are within 5 ft. of it. If any of those drinks are
poisonous or a Grey Booze, the damage caused by its next Violent
Belch attack is doubled and Violent Belch is recharged if it isn't
already.

Magic Resistance. The quafit has advantage on saving throws
against spells and other magical effects.

ACTIONS
Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one target.
Hit: 2 (1d4) bludgeoning damage.

Violent Belch (Recharge 5-6). The Quafit belches a cloud of
noxious gas in a 10 ft. cone. Each creature in that area must make
a DC 10 Consitution saving throw or take 2d6 poison damage.

Concept by: Graham Cudby

ARMOR CLASS HIT POINTS
i3 1(304)

SPEED
J0FT.

10 FT., FLY 40 FT.
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SENSES
Darkvision 60 ft. Passive Perception 9

SPECIAL TRAITS

Polybedral Diversity. Dice Bugs come in five varieties,
each shaped like a different polyhedral die (d4, d6, d8,
d10 and d12.) The die they resemble is also the die used
for their poison attack.

Gamblers Friends. As a bonus action, a dice bug can
become a perfect representation of whatever die it
resembles, and can use it’s action in this form to hop
itself to whatever number it chooses. In this form it’s
movement is reduced to 0 ft. and its AC becomes 19. It
can pop back into bug form any time during its turn, as
a free action.

ACTIONS

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target. Hit: 5 (1d4+3) piercing damage and the target
must pass a DC 10 Constitution saving throw or take one
die of poison damage, based on the type of die the Dice
Bug resembles.

Concept by: Jamie Marriage
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SENSES DAMAGE IMMUNITIES
Darkvision 120 ft. Poison

Passive Perception 10 CONDITION IMMUNITIES
SKILLS Poisoned

Stealth +5 DAMAGE RESISTANCES
LANGUAGES Cold, Fire, Lightning;

Abyssal, Common Bludgeoning, Piercing
and Slashing from

non-magical attacks

SPECIAL TRAITS

Quafit. The Quafit can use a bonus action to drink up to three
pints of liquid that are within 5 ft. of it. If any of those drinks are
poisonous or a Grey Booze, the damage caused by its next Violent
Belch attack is doubled and Violent Belch is recharged if it isn't
already.

Magic Resistance. The quafit has advantage on saving throws
against spells and other magical effects.

ACTIONS
Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one target.
Hit: 2 (1d4) bludgeoning damage.

Violent Belch (Recharge 5-6). The Quafit belches a cloud of
noxious gas in a 10 ft. cone. Each creature in that area must make
a DC 10 Consitution saving throw or take 2d6 poison damage.

Concept by: Graham Cudby
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LICENCE

The terms of the Open Gaming License Version 1.0a
are as follows:

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” Not for
resale. Permission granted to print or photocopy this
document for personal use only. System Reference
Document 5.1 2 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.

3.0ffer and Acceptance: By Using the Open Game
Content You indicate Your acceptance of the terms of
this License.

4. Grant and Consideration: In consideration for
agreeing to use this License, the Contributors grant
You a perpetual, worldwide, royalty-free, nonexclusive
license with the exact terms of this License to Use, the
Open Game Content.

5.Representation of Authority to Contribute: If You

are 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



ldentity 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.

1. 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 LICENSE

PRODUCT IDENTITY

The following items are designated Product Identity,
as defined in Section 1(e) of the Open Gaming License
Version 1.0a and are subject to the conditions set forth
in Section 7 of the Open Gaming Licence, and are not
Open Content:

All artwork, including but not limited to, works
created by Jordan Richer, Andrea Bruce, Ricardo
Evangelho, Geoffrey Palmer, Leifkicker, Jason Engle,
Peter Mohrbacher, Steve Argyle, Thomas M. Baxa, Tom
Babbey, and Aaron Miller,

Cardamajigs branding, including but not limited
to, logos, trademarks, graphic design, layouts and
identifying marks,

The Deck of Many branding, including but not limited
to logos, trademarks, graphic design, layouts and
identifying marks,

Graphic design elements of the Deck of Many,
including but not limited to, layouts, box design,
graphics, and iconography,

All text created by Cardamajigs not found in the
Open Gaming License Version 1.0a, System Reference
Document 51 found at the internet link http:/media.
wizards.com/2016/downloads/DND/SRD-OGL_V5.1.pdf,

Promotional materials for the Deck of Many, including
but not limited to, video, animation by Geoffrey
Palmer, and social media content,

All merchandise associated with the Deck of Many,
including but not limited to, enamel pins and deck
boxes, and

Parody card names, statistics, abilities, spells, and all
information found on all parody cards, including but
not limited to, the following cards: Behind Flayer,
Grey Booze, Build-An-Owlbear, Withholder, and Terry
Askew.

OPEN GAMING CONTENT

All content from the System Reference Document 5.1
is Open Game Content as described in Section 1(d) of
the License. No portion of this work other than the
material designated as Open Game Content may be
reproduced in any form without permission.



