


hat truly makes a great campaign? A campaign is not unlike a living organism. Everything has to go right in order for 

it to truly work. You need interesting characters, a fascinating plot, engaging players, a vivid world filled with details 

that betray your worldbuilding, schemes, betrayals, friendships and passion. You need love as much as you need 

hate and you need life as much as you need death. 

In this book you will find everything you may need to spark your imagination, fill the empty notches of your world, 

challenge your players with problems that cannot be solved solely with violence. You will find ways to spice up 

combat, establish intrigue and construct engaging side quests. You will find curses to bestow upon your players and you will find 

ways to make death exciting. 

In essence, what you will find in this book is how to make your campaign's heart beat to the rhythm of a truly epic story; your 

own story built upon the foundations of WORLDBUILDING ESSENTIALS.
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CHARACTERS 

illing your campaigns with new characters on a 

weekly basis can prove to be quite demanding 

and nerve-racking. A hooded mysterious guy in 

a corner only gets you so far and while not all 

Non-Player Characters are that important to 

your plot, the party just cannot keep themselves 

from digging deeper every single time... 

Character Ideas 
Sometimes all one needs is a little spark. Below you can 

explore a hundred different ideas to figure out what your 

next creation will be. Entries marked with asterisks ( ) 

imply that they can be used for both Player Characters 

and Non-Player Characters. 





NPC Presets 
One may not always have the luxury to prepare 

interesting NPCs to populate their world with. But the 

party grows hungry and the table remains empty. Worry 

not. The characters below were conceived in a 

setting-agnostic way so that they can be thrown into any 

campaign and function naturally; and they are at your 

disposal. 

Criminals 
Criminals are the spice and flavor of each city. They know 

how the underworld works and they know how to get 

what you need – or someone you need. At a price, of 

course. 

Alina Lazuli 
Alina is an attractive and sweet lady – on the outside. Her 

father is a crime boss so it is safe to say that her life was 

fairly easy up to this point. She had the best treatment a 

daughter would hope to get. But Alina grew to have a 

peculiar taste in fun; fun as in watching other creatures 

suffer... Of course, her father is a smart man. He would 

not just grab random people from the street so that his 

daughter has pets to mess with. But if someone had to be 

punished... well, Alina would take over. Alina's father is 

extremely protective of her, but she is hungry for 

companionship. Whenever she decides to choose a suitor 

her father makes sure to get rid of them afterwards. 

Indeed, few dare mess with Capo Giovanni's family. 

➟

Grunbeld Killjoy
Grunbeld is a very wicked person. Abduction and murder 

are just the tip of the iceberg on his portfolio. Like most 

people with a criminal background, he can easily be found 

in one place: prison; a high security one, on the deepest 

level – and for good reason. He was caught attempting to 

assassinate the king during a speech and later on 

transported to his current residence. 

Grunbeld might be a madman but he knows how to 

keep secrets, such as the identity of whoever hired him to 

kill the king; something that in its turn keeps his head on 

his shoulders. The royal family has promised a generous 

reward to anyone who extracts that information, but to 

this day, one year later, no one was able to make him talk 

and the reason for technically abandoning 

his freedom still remains a mystery. 

Grunbeld Killjoy 



Sneaky Jackwound 
Known for his slippery fingers, Sneaky lived most of his 

young life as a street urchin, stealing food from market 

stands just to keep himself alive. Soon enough he joined a 

small gang and his skills in pickpocketing and getting the 

hell out of places were noticed by big crime lords. After a 

job that went bad, Sneaky had to swear loyalty to a mob 

leader in order to keep his life. He then started dealing 

drugs, organizing heists, blackmailing powerful people, 

etc. Needless to say, this lifestyle messed with his head. 

He became paranoid about pretty much everything and he 

is looking for a way out. However, the information he 

carries is extremely dangerous for the city’s mob and 

“out” is not a viable option. Maybe he can be persuaded to 

loosen his tongue a bit if he is promised security, but that 

will not be simple. 

Talie Baentuso
Did you notice a breaking and entering? Talie Baentuso 

did not do it. Otherwise you would not have noticed it. An 

adept infiltrator, Talie is a young drow elf with unmatched 

talent for picking locks, pockets and hearts. Her charm 

will open most locked doors and when her charm fails, 

her fingers open the rest. She is not dangerous by any 

means; she probably has never killed anyone. But she is a 

master in non-lethal techniques. If you want to get into 

somewhere, she is the person to talk to. 

Talie used to be a servant, like her mother, in a castle. 

There she learnt the ways of the rich and taught herself to 

mess around with their belongings. Eventually, she was 

caught on act and kicked out of service after a heavy 

beating that left her for dead. Talie's goal is to raise 

enough money to actually buy the castle she used to live 

in, in order to free the servants living there, including her 

mother who was left behind – quite ambitious... 

➟

Sneaky Jackwound 



Great Warriors 
You can find them in the barracks. You can find them in 

the front line. You may not be able to find them at all. One 

thing is for sure: they are not to be taken lightly. 

Brutus the Gladiator 
Brutus is a name that once shook entire arenas to their 

core. A name chanted by a thousand citizens, sung by 

hundreds of bards, cursed by a few gamblers and feared 

by every other gladiator. He was the main show. A man 

with no past that arrived ten years ago in the arena and 

amassed more victories than one cares to count. A man 

that despite winning his freedom chose to keep his feet on 

the bloodied sand, a man that knows nothing other than 

battle. Rumors say that he used to be a war general. 

Others say he was a serial killer. A few believe he is a 

demigod. For an unknown reason, one day Brutus 

decided to kill his master and free all of his slaves. He 

single-handedly killed all the guards and set his ex-

master’s house on fire. He then disappeared. No one 

knows his whereabouts. 

Truth is that Brutus fell in love with a slave. He stayed 

in the arena because that was the only way he could be 

with her. One day, their master got a little too rough on 

her. She died. Brutus snapped. It has been three years 

since then and Brutus has been living as a fisherman in a 

small cabin he built near a lake, trying to find peace after 

years of blood, sweat and sand. He now goes by the name 

Thomkell; the name he had before becoming a gladiator. 

➟

Dojon Henrique, the “Masquerada" 
A true artist with the blade, Dojon is a figure that instills 

fear to anyone that goes against him. His legend started 

when he competed in a fencing tournament under the 

alias of the “Masquerada". The name Dojon Henrique is 

no secret, as he had to submit a real name next to his 

infamous nickname. He won every fight, besting every foe. 

He then went on to win even more tournaments, making 

many seasoned warriors drop out upon discovering they 

would be facing him. 

In truth, Dojon Henrique is Dojana Henrique. She is a 

woman that masks herself as a man because most 

tournaments would not allow women to fight men and 

vice versa. And Dojana does not lay a hand on women. 

She travels across the country, chasing title after title 

while also saving women who are in trouble. 

Dojana Henrique 



Malrel Greyhulk 
Malrel is a powerful wizard who has 

annihilated entire groups of enemies, 

destroyed towers and set whole forests on 

fire all by himself – or rather, these are the 

rumors a drunk peasant that watched him 

fight spread. In reality, he is a barbarian  

who just shouts "Lightning Bolt!" and  

other similar things before simply  

smashing enemies with his battleaxe. 

Despite his weird habit, Malrel is pretty 

strong and should not be underestimated. 

His story began the day he found a  

magically imbued battleaxe by pure  

chance. Since then, he became really 

fascinated by the arcane arts and left his 

tribe to join the citadel’s magic academy. 

Sadly, he was rejected. “To hell with y’all,  

I don’t need ya!” he yelled, and set out to 

unlock his ultimate potential... 

Malrel Greyhulk 



Onvyr Galodel 
Onvyr Galodel is a peaceful man – until he is not. Being a 

half-elf in a community of elves can be rather stressful 

and Onvyr constantly struggled to fit in during his youth. 

He was always well-composed but when someone 

crossed the line, he would not hesitate to defend his 

pride. Eventually, he got the recognition he deserved and 

the elders tasked him with protecting the entrance of a 

sacred temple at the top of a mountain. What was there to 

protect? Nobody knows for certain. Some say there was 

an artifact at the temple’s depths; others say there was a 

dragon. Whatever the case was, he failed. He was 

defeated in a matter of seconds by an unknown force – 

something that took a huge toll on his dignity – and the 

temple was breached. He was then ostracized for his 

failure and fell into deep despair. 

However, whatever falls must be raised. Onvyr made a 

deal with the elders to retrieve what was stolen in 

exchange for his place back into the elven society and 

undertook intense amounts of training to better himself. 

He now roams the land in search of clues that will lead 

him to the culprit who broke in the temple and wishes to 

reclaim his lost pride as a warrior by defeating them.

Onvyr Galodel 



Guards 
Many a time, players may have to go somewhere they are 

not supposed to go or do something that is illegal. Who is 

there to enforce rules and prevent them? Guards, of 

course. But guards tend to be a little... generic during 

campaigns. It goes without say there is some wasted 

potential there. That said, here are a few  

memorable guards to spice things up. 

Larry Jerkins 
Larry is a burly veteran guard – though he dresses more 

like a thug. Despite his menacing demeanor, he is one of 

those guys that would not necessarily risk their life to 

save a civilian. Or get up from their chair when someone 

calls them. Or pretty much do anything. He is the dream 

guard of every thief. He ignores every illegal action 

around him because he simply cannot bother himself to 

chase someone, get in a fight, drag them back to a 

dungeon, write a report, etc. But Larry has a price. He is 

ready to turn a blind eye to a murder right in the middle of 

the city square if your coin is enough. And if your coin is 

not enough? He will just call someone with a better sense 

of justice than him to arrest you. 

Larry was not always like this. He used to be vigilant. 

He used to value the law and chase down criminals with 

ferocity. Everything changed when his wife died. A guard 

in a higher position than Larry, tried to seduce her and 

she refused. The guard sliced her throat and left her to 

die. Larry found her. In her final moments, she whispered 

what had happened to her. Larry tried to chase down the 

guard, but the corruption ran deep. He did not manage to 

get justice. So, he simply gave up. He gave up on the 

system, on his life and on his values. Unless... 

Marek Uzino 
If misfortune was a skill, Marek would be an expert. This 

man can just never get a break, no matter what. A 

prisoner escaped? Marek will take care of it. An 

expedition will take place? Marek will be the escort. The 

castle’s chef had an argument with the city’s hunter? Yes, 

Marek will solve the issue. He is sick and tired of all this, 

but his loyalty will not let him stand up for himself. 

You see, Marek should actually be a knight, but being 

good in his job proved too much for his own sake. He 

quickly became everyone’s favorite and most dependable 

guard. The people do not want to see him go - and the 

king grants his people’s wishes. What does this man have 

to do to get his well-deserved promotion? 

➟

Larry Jerkins 



Nothra the Clouded 
A truly fearsome woman; Nothra will not waste a single 

second to hear excuses, incapacitating anyone if she 

deems it merited. She is an orphan who was raised by 

humans and became a guard because she felt that she 

had to do something about the injustice of the world, as 

well as protect the people that took care of her when she 

was a child. Her skill with the bow made her stand out 

from the rest of her ranks and she is one of the most 

trustworthy assets of the city’s barracks. 

Despite her intimidating appearance, Nothra is really 

kind-hearted. She frequently visits the city’s orphanage to 

play with the children and she helps civilians the best way 

she can – be it setting up their stands in the market or 

escorting old folk to their destination, not to mention she 

would never kill anyone, as she values all creatures’ lives 

and believes there is a place and purpose for everyone no 

matter their past deeds. However, she has trouble 

finding love, because most men are extremely  

scared of her. 

Nothra the Clouded 



Zaphara Brackhart 
Ever seen a person whose presence is enough to send 

shivers down one’s spine? Zaphara is exactly that type of 

person. She is silent and always bears a grin on her face. 

Nobody really knows how she manages to keep her job  

as a guard. The reason? She roams the streets with a 

snake around her neck. All the time. And that does not 

really make the townsfolk feel protected. 

While it might seem like she carries a snake as an 

intimidating accessory, that is far from the truth. Zaphara 

is an avid snake enthusiast. And she knows everything 

about them – and their venom... She considers Monty – 

the python she travels with – her best and most trusted 

friend. Some of her colleagues say that she actually has 

sixty-nine different snake species accommodated in her 

residence, but none matches her love for Monty, as it 

has been with her since Zaphara was a teenager. If  

one needs information on snakes, Zaphara is  

undoubtedly their best choice. 

Zaphara Brackhart 

Monty the Python 



Innkeepers 
They serve you ale and give you shelter for the night. They 

are as important as any major character, as they have 

information you need. And you have coin they need. Here 

are some folk one might meet running the local inn. 

Bartolomeo Sanza 
A satyr owning a tavern named "Thief's End". Bartolomeo 

is an ex-thief of a guild called The Copper Daggers, as he 

never had any interest in performing, unlike most of his 

kind. He gave up on a life of crime when the guild started 

to take on darker jobs such as assassinations, hence the 

name "Thief's End". Of course, that does not mean that 

he does not still have his old contacts. 

Bartolomeo’s face always seems serene. He answers 

each and every one of your questions calmly without 

expressing any emotions and without expecting to get 

paid more than what your ale costs. But if you just use 

him as an information booth for free, his information will 

start being less useful. And less real. Most people in his 

tavern would give their life for Bartolomeo, either because 

they like his ale or because he pays them to protect him. 

He is certainly not defenseless, but some cheeky 

adventurers might prove to be a problem for one single 

person. That is why his tavern is fully equipped with traps 

and bodyguards that will toss out any rude customers. 

But there is another reason his tavern is fortified like this 

that only a few know of; its basement hosts secret pit 

fights. 

Bartolomeo Sanza 



Homer Castellan 
A hardy old dwarf that keeps the tavern running by 

himself. He is quite adept in magic, using an unseen 

servant – whom he calls Jeremy – to serve food and ale 

while he cooks and takes down orders – or while he 

gambles. His "Rusty Lute" is his pride and joy and despite 

his bad habit he managed to keep it running every single 

day for the past fifty years. 

Homer is a lonely man, but ever so cheerful. He will 

always offer his help, but never accept any. At the end of 

every night, before he closes shop, he brings out his lute 

and plays an old, almost forgotten tune. You see, his 

father, Jeremy Castellan, used to be a famous bard that 

decided to go off with an adventuring party one hundred 

years ago. He left his lute behind – and his family. To this 

day Homer still hopes his father will one day return. In 

any case, when his door locks, the gambling begins – and 

no one in their right mind should challenge Homer 

Castellan in betting games.

Homer Castellan 
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Val Varda & Sabina Jacktooth 
A dwarf and an orc running a luxurious restaurant 

together is a rare sight, but stereotypes do not 

discourage Val and Sabina. They grew up in an 

orphanage, inseparable from each other, and vowed to 

make it big together. And they did. With Val as the 

brains and Sabina as the muscles, they managed to 

build a small empire of their own: La Perle Blanche, 

the most esteemed restaurant in the capital. They 

established connections with many nobles and they 

possess invaluable intel – from mere gossip to crucial 

royal secrets. Their family is completed by their pet 

dog, Boko. 

➟

➟

Val Varda 



Kings & Queens 
The most powerful creatures in terms of political power, 

kings and queens can be the cornerstone of a campaign. 

Their behaviour or mental state may shape a province's 

allies, cities, monuments or even the landscape. 

Ashgath, the Pale King 
While most elves live up to seven centuries, the elven 

King Ashgath has exhibited abnormal constitution and... 

youth. He is said to be one thousand years old, even 

though he looks as if he has not aged a single day since he 

first took the crown at the age of two hundred. His eyes 

are white and his face rarely bears any vivid expression. 

Ashgath is a just and fair ruler. He leads a life of great 

solitude and has taken no wife throughout his life. He 

lives in one of the greatest palaces the world has ever 

seen, with more than two thousand rooms and over ten 

stories tall. However, he lives there almost alone. He does 

not allow anyone to step on the palace grounds, except for 

a handful of retainers he trusts. When needed, he is 

summoned by a bell that stands outside the palace gates. 

What lies behind Ashgath's sad, pale eyes one might 

ask? The answer is... immortality. When he was young, a 

stranger tricked him into drawing a card from the Deck of 
Many Things. He drew the Moon card, which granted him 

two wishes. His first wish was to become immortal. He 

still keeps his second one to this day... 

Ashgath the Pale 



 Boletaria, the Mad Queen 
 Boletaria is the third child of a human 

 king. From an early age she exhibited 

 signs of high intelligence. She would 

   play dragonchess against masters and 

   beat them in a flash. When she became 

 ten, she was virtually unbeatable. But 

   Boletaria was not simply smart; she 

  had a dangerous, bloodthirsty side to 

     her. By the age of fifteen she would collect 

      insects and torture them. She ordered 

       maidens to keep her hobby a secret from 

      her parents. The maidens saw what she 

     did to her subjects, so they kept silent. 

   Being a thirdborn, she did not have a real 

   shot at the throne – she never 

  wanted it in the first place. 

   That all changed when 

  Rugrid, her older 

     brother and future 

 king, made fun of her for 

 being a lowborn that could 

never be crowned. Boletaria 

was clouded by fury. She held 

 a banquet, poisoned everyone in the 

room and declared herself queen. She is 

      ruthless, rarely just and generally insane. 

Once per year, on her birthday, she hosts a dragonchess 

tournament in her castle. It is her against anyone that 

dares challenge the “Mad Queen”. The victor will marry 

her and become king. The losers are executed on the 

spot. For eight years, there has been no king. 

Bolivar, the Red King 
King Bolivar looks like your average human king; well-

composed with a full mustache and beard, always dressed 

extremely fancy and with a look of boredom the likes of 

which you have never seen. People call him the Red King. 

Not because he executes people, neither because he won 

a bloodied battle. He is really vulnerable to one thing: 

wine. His cheeks are always red with drunkenness, his 

breath always stinks of alcohol and his orders are always 

clouded by his beloved hypocras. But King Bolivar is not a 

drunkard just because he likes the taste. He used to be an 

active king. He used to stroll the streets of his kingdom, to 

meet and greet people, to help his citizens the best way he 

could. He was a blessing to his land. And yet a curse fell 

upon him and his wife. They cannot bear children. A king 

without an heir is a troubling matter. He would go down 

in history not because of what he did, but because of what 

he could not do. Thus, the tale of the Red King will one 

day come to an end. Until then, there is wine. 

➟

Boletaria the Mad 



Straecilia, the Sable Queen
Just a glimpse of this woman can cause both men and 

women to lose their minds. One, because of her 

incomparable beauty; two, because of her terrifying 

demeanor. Is she as evil as her looks suggest? Well, she 

sure is as vile as it gets towards her enemies, but she is 

inarguably the fairest ruler her nation has ever seen. 

Straecilia is a necromancer; that is no secret. She 

started off as an apprentice mage in the palace, later on 

assisting the former king on his council. But the king 

grew to become a tyrant and Straecilia did what everyone 

else was too afraid to do: kill him. The people applauded 

her and – since the king had no heir – she unanimously 

became queen. Even though she initially rejected the 

position, she could not bear to have her nation fall into 

clumsy hands and to this day, three years later, she does 

her best in protecting the country. Ignoring pressure by 

her peers, Straecilia denies marriage, as she claims she is 

perfectly capable of handling herself without a man. The 

secret truth is she just... prefers women... 

Straecilia the Sable 



Leaders & Guild Masters 
Players might venture deep in a forest or far into the 

desert or maybe get lost at sea or even in a city. There are 

some leaders that they may or may not want to stumble 

upon while adventuring. 

Capo Giovanni 
Giovanni is a simple man that enjoys wine, smoking and 

the death of those that betrayed him. By no means does 

his appearance suggest he might be a crime lord. He is 

the founder of the Symphony of Knives, a guild that 

dominates the underworld (and not only) of the city. 

Giovanni has managed to unite various gangs under the 

banner of the Symphony of Knives, forcing them to pay 

taxes in exchange for protection from guards. 

Giovanni Lazuli, or Capo Giovanni as he prefers to be 

called, has made a deal with the mayor of the city. His 

subordinates will not trespass the high districts and in 

return the guards will not get involved in the matters of 

those protected by the Symphony. Thus, Capo Giovanni 

has managed to establish a peace that is treasured by 

both rich and common folk. Those that break that peace 

are captured and brought in front of the Capo. No one 

hears from them again. Though he might not be 

physically superior to most men, Giovanni’s  

influence is enough to make up for it. However,  

his has a severe weakness; his daughter, Alina. 

➟

Dragon Mistress Kayla 
Kayla is the leader of the Tainted Legion, a band of half-

elves, half-orcs, tieflings, goblins and a few others that did 

not have a place in high society. Of course, they all have to 

participate actively in the prosperity of their collective 

lives. “There is no I, only us!” is the opening line for all of 

her speeches. Together, they established their own 

settlement deep in the forest, free of common rules. 

While Kayla is respected by all of her followers, there is 

one creature that begs to differ. A dragon. Yes, you read 

right! A dragon. Kayla found Bellumorex when he was 

just a baby and decided to raise him. At first, she was 

extremely fascinated and pictured herself becoming a 

ferocious dragon rider. As the years passed, that changed. 

There is nothing more stubborn than Bellumorex; he does 

not abide to orders and of course, he does not let anyone 

ride him, Kayla included. Thus, he became more of 

liability, rather than an asset, simply because of the 

enormous amounts of food he devours. He does, however, 

scare their enemies to death... 

➟

➟



Jor’rax the Blood God 
A half-orc commanding an army of orcs is unheard of. 

The orcs would never let a half-breed lead them to battle. 

But that is not the case with Jor’rax and his tribe. The 

tribe used to be commanded by Grozo, an orcish 

barbarian. Jor’rax was just a prisoner at that time, picked 

up after raiding a village. However, Jor’rax managed to 

escape from captivity and slay many of the guards. He 

could run, but instead bathed in the blood of the fallen 

and walked up to Grozo screaming "I am the Blood God 

Jor’rax! Face me Grozo and meet your destiny!". Grozo 

fought and he fell. Jor’rax was since then considered to 

truly be a God and worshipped by the orcs. He charges 

first in any battle and by some miracle always emerges 

victorious. He may be ruthless and cruel but he is smarter 

than Grozo was and more of a strategist, always taking 

advantage of any equipment he finds during his raids. 

Jor’rax the Blood God 



Ruvyn Unger 
Ruvyn is a man of coin and the leader of a mercenary 

band, whose honor can be bought and sold as easily  

as a pint of ale. There is nothing he will not do, no  

rules he will not break and no challenge too tough  

if there is payment. He is extremely sharp and  

devious which has granted him infamy amongst  

other bands.  

Years ago, his services were bought by an  

aspiring prince who had acquired a treasure 

map from a roaming peddler. Ruvyn brought  

half a dozen of his men to retrieve the goods.  

The treasure map led them to a cavern in the 

mountains where a secret entrance was  

revealed. Upon entering, a trap was sprung.  

Three of the mercenaries lost their lives right  

then and another was dissuaded from  

proceeding. Ruvyn ventured deeper into the  

cavern with the remaining two. There were  

traps everywhere but Ruvyn’s skills managed to  

get them all through. An altar stood at the end of  

the cavern and on top of it, a necklace. Ruvyn  

reached out for it carefully after making sure that  

the altar was not trapped. Immediately, he heard 

whispers in his head. The necklace was possessed  

by an ancient entity that filled Ruvyn with greed. The  

entity spoke of boundless riches and power beyond  

logic. The only thing Ruvyn had to do was wear it and 

kill the other two mercenaries to fuel the entity with  

life force. Ruvyn, ever the man of coin, did it. 

Since then, Ruvyn has the devil's luck alongside him, 

coupled with powers that far exceeded his own. 

Ruvyn Unger 



Magicians 
Magicians are always in search of more knowledge and 

their powers are certainly not to be underestimated. They 

can prove to be powerful allies – as well as powerful 

enemies. 

Azura Lomo 
Azura is an elvish child prodigy that used to make a living 

by scaring poor merchants with the use of prestidigitation 

and other cantrips. Sometimes, she would use card tricks 

to scam poor folk out of their hard-earned silver. While 

her powers were not much, she definitely was creative 

with them, showing great promise. Unfortunately, her 

talent did not matter much, since most street urchins 

were eventually found either in jail or dead. 

As fate would have it, Azura stumbled upon a wizard 

known as the Great Feduccini, when she tried to steal 

from him. Even though Feduccini was not in the mood to 

take such a thing lightly, he saw the potential of young 

Azura and decided to take her up as an apprentice, since 

she has no parents and they shared elven blood. Azura 

was a quick learner. She loved reading (after being  

taught how to read) and exploring the arcane arts. But 

Azura soon found out about the thing that would excite 

her the most; the Deck of Many Things. After all, she 

loved playing with cards. Her dream is to one  

day obtain it. 

➟

Etexea, the Beacon of Hope 
Etexea is the daughter of a very powerful wizard. She was 

locked up in a tower for most of her young days, learning 

magic with her father’s guidance. Unfortunately, her 

father is not a good person. He would go from village to 

village, asking for money in exchange for protection. If the 

villagers could not meet his price or simply refused, the 

only ones who would be alive the next day, would be 

those that were spared so that they spread word of his 

services. Focusing on her own welfare, Etexea was 

oblivious to the extortions. Her father would always tell 

her that the people he killed were dangerous and would 

cause far more trouble if left alive. But one day Etexea 

walked the streets of a quiet town and heard rumors 

about her father and how they called him Ozard “the 

Rotten". At first, she could not believe them, but by asking 

around she found out the truth. And it all finally made 

sense. 

Etexea then decided that she had to atone for her 

father's wrongdoings. She left his tower and began 

wandering as an emissary of peace, a doctor that would 

heal any ailments, a guardian of the weak. Thus, people 

started calling her the Beacon of Hope. 

➟



Morra the Webmaster 
The name Morra has been surging in the kingdom’s 

chatters for many years. It is said that she is responsible 

for the extinction of a whole clan of mercenaries, because 

someone hired them to attack her. Not only did she 

survive, but she also hunted them down to the very last 

one. Nobody saw her ever since. Her origins are 

unknown, as well as her purpose. According to a few, two 

things are for sure; she is the most beautiful drow elf they 

have ever seen and she always leaves huge spider webs 

on her trail. Thus, common folk call her “the Webmaster”. 

Morra the Webmaster 



The Great Feduccini 
Vesper Feduccini was an apprentice of a great sorcerer 

alongside his childhood friend, Leira. Together they 

excelled as students of the arcane and were fast to 

complete their training. One dreadful day, their teacher 

found an ancient artifact that grants immense power to its 

bearer. But even his great power was not enough to 

control it. Their teacher went mad and abandoned both of 

his students. 

Vesper was set on helping their former master. But Leira, 

heeding the artifact’s powers, believed that their only 

choice was to kill him. And so she did. But she suffered 

fatal wounds and the artifact was miraculously lost when 

Vesper found both their remains. After the tragedy, 

Vesper swore to recover the artifact and destroy it. He 

became known as The Great Feduccini, took on an 

apprentice of his own and set off to search for the artifact 

while also nurturing his powers even further.

The Great Feduccini 



Mysterious Creatures 
Not everything warrants an explanation. Out in the wilds 

the bizarre and the absurd may be a common occurence. 

Creatures tainted by other realms or cursed by gods roam 

the land much as plain humans do. These are some of the 

monstrosities or generally peculiar creatures one may 

find. 

Beauremorde the VII 
Beauremorde is a powerful lord living it his villa on the 

top of a hill, overseeing a town. He is a benefactor and a 

very handsome man, according to some. The townsfolk 

trust him more than they trust their current mayor and 

Beauremorde uses that to his advantage. After all, he is a 

business man. What kind of business you say? Why, he is 

a merchant of course. Or maybe a landowner... Well, no 

one knows exactly what lord Beauremorde’s occupation 

is. Except for his clients, of course.  

Beauremorde is actually a demon. His clients are 

mostly people that seek his help with quite frankly 

anything, but when they meet him, they get utterly 

dominated by his charm, unable to share what they truly 

saw with the rest of the town. His real purpose is the 

maintenance of a portal at the basement of his mansion 

that leads to the Abyss... 

➟

Dr. Agothor Sulter 
Agothor Sulter is a very esteemed doctor. He is known to 

be a marvelous curer, mostly helping villages that were 

struck by mass diseases. While he is actually really 

skilled, a small fraction of his patients dies under his care. 

Some of them were found without brains even though 

they suffered from mere flus. But who can talk back to 

this wonderful doctor? After all, he saves most people and 

he does not even charge anything! Just a night's sleep at 

the local inn maybe. In any case, you guessed it right; 

doctor Goldenstein is a mind flayer who uses disguise self 
to get by. However, that fact is quite obvious since he uses 

telepathy to communicate. Even if it was not obvious, who 

is going to chase down a powerful entity that just saved 

ninety percent of the village’s population? Most people 

that know his true identity ignore it and consider the 

victims payment to his services. 

The reason behind Agothor’s peculiar way of life is 

because he was shunned by his illithid peers for delving 

into the arcane – something that is considered a deviancy 

in their communities – and is now forced to coexist with 

humans and their likes as a means of survival. Despite 

conquering his urge to kill everything in his path, he still 

harbors evil thoughts, but his hatred for his own kin is far 

greater. Given the chance, he would gladly abandon 

morality to get revenge, provided he can keep roaming the 

world with his tentacles intact. 

➟



Sorpha Durken 
Sorpha is a young woman, working as a barmaid at the 

local inn. She is extremely beautiful and cunning. Many 

men have asked to marry her, but she declines every offer 

with a smile. But that is what happens during the day. 

During the night she is a wild creature. She is actually a 

hag, luring naive men to her house and imprisoning their 

souls. However, she is extremely careful when she 

chooses her victims, as she does not want to draw too 

much attention to herself; the criteria they must meet are 

them being adults and as wicked as she is. You see, 

Sorpha abandoned her coven and is wanted in the 

Feywild by her coven’s other two members. Since then, 

she is trying to live a life of secrecy in small towns. If she 

is ever compromised, she will simply change locations. 

Sorpha knows of portals in the world that can take you 

to the Feywild, but in order to share that information with 

someone, that someone needs to provide her with 

assistance in return – whatever that assistance might be... 

➟

Talontar Rubick 
Rubick was a mortal a long time ago. His real name is lost 

to the ages and is now a being of sickness and disease, 

beyond understanding. He was a talontar, a worshipper of 

the Mother of All Plagues and his undeniable devotion 

earned him the blessing of his goddess; though under a 

different light, this blessing looks nothing short of a curse. 

Within his body, he carries all known and unknown 

diseases, spreading plague, death and suffering in his 

wake. Completely blinded by his absolute faith, he roams 

the land disguised as a beggar, infecting whatever he 

touches with the sole purpose of bringing the whole world 

to its heels and surrender everything to sickness. 

➟



Nature’s Guardians 
Sometimes your travels may take you to places you never 

thought you would go. Places well-guarded. Perhaps too 

well. 

Frielbror the Shaman 
Frielbror is a firbolg. He is the sworn protector of the 

forest his people inhabit, whom he has been the leader of 

for the past hundred years. At the beginning of his 

leadership, a tribe of orcs and goliaths used to raid the 

forest and hunt animals. After twenty futile years of trying 

to make peace, he decided that enough is enough and 

gathered a force of a thousand firbolgs to hunt down the 

intruders. No one dared to trespass that forest since then, 

as more than three hundred heads were mounted on 

poles to mark its borders. Today, all that remains are 

skulls. But Frielbror is a smart leader. He set up deals 

with nearby towns, selling wood and meat – which he 

himself delivers – in amounts that would not harm the 

forest and thus the firbolg community not only survived, 

but greatly prospered.  

Frielbror the Shaman 



Lady of the Frozen Lake 
Far over the mountains in the north, there lives a woman 

that guards a frozen lake. At the bottom of the frozen lake 

lies a legendary sword. It is said that this sword belonged 

to a mighty warrior that managed to fell a whole army 

alone. A legend says that if the lady deems you worthy, 

she will unfreeze the lake and allow you to take it. 

In truth, the lady has no such plans. She is a sinister 

creature with hatred towards those who seek violence. 

She will unfreeze the lake for anyone that may come for 

the sword and as soon as they jump into the cold waters, 

she will freeze the lake again and thaw them for all 

eternity. Nothing is known of her origin or what she 

ultimately is... 

Lady of the Frozen Lake 



Nimue Coerla
Heart of the party, reckless and cunning are just a few of 

the words that can describe Nimue Coerla. She is a wood 

elf that patrols forests in order to prevent hunters from 

poaching, as she deeply values the life of the creatures 

inhabiting them. 

When Nimue was a child, she accidentally entered the 

Feywild. While facing certain death, she was miraculously 

saved by a displacer beast, despite them not being exactly 

known for... saving. As she made eye contact with the 

monstrous feline, an arrow pierced the beast’s skull, 

instantly killing it. That arrow belonged to an eladrin who 

simply thought the child was in danger. Scarred by that 

tragic event, Nimue has since been proudly wearing the 

hide of the creature that saved her and swore to never let 

anyone interfere with nature and its creatures’ behavior – 

no matter the reputation those creatures carry... 

Nimue Coerla 



 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Zerk Quadcornus 

Far to the south lies a labyrinth. It is said that a 

mysterious altar is located in its center. The area has 

been guarded by feral minotaurs for years, but more and 

more intruders have been slaughtering them in hopes of 

reaching its core. Zerk Quadcornus was once an intruder 

himself... 

Puzzled by rumors, Zerk decided to visit the labyrinth. It 

was the first time he ever saw his race’s monstrosity 

counterparts from up close and realized they had much 

more in common than what he was taught by his clan’s 

elders. Instead of attacking them, he studied them, 

befriended them and eventually joined them and learned 

their ways of life. 

After gaining their trust, the minotaurs granted Zerk 

passage to the infamous altar. There, he discovered the 

essence that laid dormant inside him and imbued himself 

with the primal source his new allies provided. In return, 

Zerk gave them knowledge of the outside world and the 

weaknesses of their enemies. Having sworn an oath to 

not let anything harm his abyssal cousins ever again, he 

now ferociously protects those grounds, even if it costs 

him his life. 

  

Zerk Quadcornus 

 



Random Encounters 
Sometimes, while travelling between cities, you get 

random encounters. Those encounters could vary from 

bandits, to merchants to... beholders. The NPCs below will 

be memorable and also great for recurring characters. 

Bernard, the Undead Bard 
The name says it all. Bernard is cursed with undeath. He 

avoids big cities for obvious reasons and he uses disguise 
self to pass as a human. He sings in a language that is 

hard to come by, Sylvan. His tales sound jolly to an ear 

that does not recognize the words and people tend to like 

him, until he drops his non-undead façade. 

Bernard is not only undead but also... immortal, bound 

to never fade and tell the tale of his grief in a language 

spoken only by fey: 

One day I walked through a magical door. 
I passed to a world that I'd not seen before. 

Life was so jolly with trees that could sing. 
And there I met her, the daughter of a king. 

Smooth as cotton and silk was her skin. 
Oh, what a curse to fall for an eladrin’s kin. 

She taught me to love, she taught me to smile. 
But her father thought that humans were vile. 

She confessed that she loved a man named Bernard. 
He forbid her to marry the sinister bard.  

She put on his ring, disobeying her father. 
Oh, how I pity the grief of her mother. 

The king, with a swing, cut her body in half. 
And her blood cursed a bard, with a swing of his staff. 

Now Bernard wished that he'd died. 
He was banished from love and all of Feywild. 

He was bound to live as his flesh fell apart. 
And cursed to retell the tale of Bernard. 

Bernard the Undead Bard 



Captain Ketolf Swales 
A brave seafarer, an avid drinker and a compulsive liar; 

Ketolf Swales is nothing short of trustworthy, but when it 

comes down to his stories, he tends to exaggerate a bit. He 

is a pirate captain, though he lacks a crew. He claims he 

has slain krakens, though he merely saw a dead one once. 

He covers his right eye with an eyepatch, though his sight 

is working just fine. He carries a strange device he found 

in waters that took him to the future on his belt, but no 

one was accompanying him to confirm. You get the drill... 

Wait... strange device? Yeah, well... that part is true. But 

he has no idea how to use it. He has indeed ventured into 

the future, but nobody believes the single thing he is 

honest about. An eerie evening, he got lost at sea. Alone. 

He did not see land for days. Until he eventually reached a 

new world. A world he had not seen before. A world full of 

strange devices. There, he met some folks that helped 

him get back to his time. The details of his adventure can 

be learned upon asking him. He will happily reply. One 

can find him drinking at the local inn, at all times... 
 

➟

 

Note: If you are playing in the Eberron campaign 

setting, the party may still come across Ketolf, who 

somehow came to your world from the past.  

 

Darrix the Collector 

Darrix is a weird man with an 

even weirder hobby; he is a 

skull collector. He will do 

anything to get his hands on 

rare specimens that are not 

yet part of his vast collection. He  

frequently roams over ruins in an 

attempt to find creature remains 

and has become notorious for  

preying on weaker individuals,  

forcing them to help him one way  

or the other. 

Despite his obnoxious character, 

Darrix has never killed intelligent 

beings to obtain their skulls –  

he only gathers what is already 

gone from this world – and  

he is very educated in the 

anatomy of a plethora of 

species. He might go out  

of his way sometimes, but what can you  

do... nobody is perfect.  

Darrix the Collector 



Mister Straw 

There are many rumors going around about how Mister 

Straw came to be. Most of them sound like nothing but 

stories and myth. There is a single tale however, that has 

remained vivid in the minds of all who have read or heard 

it since shortly after it was written, its narrator met a 

horrible fate. The following is an extract from a diary that 

was found in the storyteller's house: 

"This is the second time that this story has ever been 

written down and while I fear for my safety, I cannot bear 

the burden of knowing without telling. Once there was a 

very powerful witch who had a goblin as a servant. The 

witch and the goblin were getting along fine, the goblin 

was supposed to take care of the witch's gardens and the 

witch would offer the goblin shelter and food. After a 

while, the goblin grew curious about the witch's doings 

and decided to observe her secretly, since the witch 

wanted little things but privacy when she worked.  

"The goblin hid in a closet and watched as the witch 

prepared a potion that she doused over a mundane 

children's straw doll. After she did so, the doll 

marvelously started moving on its own. The goblin gasped 

and revealed himself. The witch discovered him and 

punished him severely and she made him promise that 

she would not ever watch her work again. The goblin 

begged for forgiveness and was given a second chance. 

"But curiosity is a sinister mistress, since not but a few 

days later, the goblin found himself spying on the witch 

once more, this time over a hole in the roof. The witch 

brewed the same potion, the goblin could tell by the 

ingredients used, in a big cauldron this time. She then 

dropped another children's straw doll in the mixture and 

started humming a calming melody. The goblin, tired 

from tending the garden all day long, found himself 

drowsy and yawning until sleep finally seized him and 

unfortunately, he fell into the witch's cauldron. What 

came out from the cauldron was a creature that was 

never supposed to be. The goblin now grew in size to that 

of a human, had straw instead of skin, laces instead of 

veins and buttons instead of eyes. His lips turned into 

knitted thread upon his face and his hair fell off. 

"Furious, the witch hurt the goblin and banished him 

from her house, putting a curse on him to never be able to 

leave her garden or fields or any garden or fields for all 

eternity again. So, it is said that Mister Straw came to be; 

a wandering straw man, much like a living scarecrow, 

haunting fields and gardens, searching eternally for the 

witch to return him back to normal."  

  

Mister Straw 



Scientists 
Scientists can be a great tool to drive the plot forward. 

They may offer gold for assistance or maybe solutions 

that cannot be achieved through spellcasting. Varying 

from alchemists or poisoners, to tinkerers and inventors, 

they can prove to be a huge help – or a cause for concern. 

 

Alnarya Faeveris 

Alnarya is a young but very smart scientist who focuses 

on the bodily functions of various races. For example, did 

you know that when an elf dies, an imprint of their final 

moment is forever frozen upon their retina? Alnarya 

knows countless things like that. Since she was but a 

little girl, Alnarya would kill small creatures and open 

them up to see what was inside them. Suffice to say, she 

is not much of a normal person. Her parents would often 

scold her, punish her and eventually kick her out of their 

house because of her hobby. 

Surprisingly, Alnarya did not care much. She moved to 

the capital and quickly found a job in a workshop, where 

she continued studying various subjects. It did not take 

long until she put her findings into practice, experimenting 

by merging parts of different creatures. Her greatest 

creation is Jimpo; a hybrid little creature made from 

mixing the genes of an imp and a gargoyle, which is 

always by her side. Despite her unorthodox ways, she 

does what she does in the name of science and means no 

ill will. Needless to say, if there is a dead body that needs 

a trained eye to investigate it, Alnarya is the person to visit. 
 

 

  

Alnarya Faeveris 

Jimpo the Gargoyle 



Jott Ominus 

Jott is the son of an alchemist, Adon Ominus, famous in 

the alchemical community for his breakthroughs and 

experiments. Jott loved alchemy since he was a toddler. 

He always messed around in his father's lab, discovering 

new things alongside him, brewing potions and learning. 

Soon, he was capable enough to be considered one of the 

kingdom’s greatest alchemists, surpassing his father. 

Every day was a new adventure for them; they frequently 

went to trips together in order to obtain materials and 

they continuously came across new groundbreaking 

recipes. Unfortunately, one day their lives were torn 

asunder... 

A colleague of theirs claimed she was onto something big; 

a cure for blindness, but lacked the proper skills to 

complete the concoction. Thus, she entrusted father and 

son with her findings and they proceeded to complete the 

recipe and brew it. But everything went wrong. Black 

fumes covered their whole laboratory and the liquid they 

brewed burst from its container, falling on Jott’s skin and 

Adon’s eyes. They both fell unconscious. When they woke 

up, they realized something terrible had happened. Adon 

could no longer see and Jott had several eyes sprouted all 

over his body. 

Since then, Jott travels the region in pursuit of 

knowledge on how to undo his transmutation and bring 

back his father’s sight. Despite his appearance, he does 

not bother hiding it, since it “has its perks”, as per his 

own words. 

  

Jott Ominus 



Tharhock Merryhelm 

How can a blacksmith be considered a scientist? 

That would be impossible. And yet, Tharhock is 

worthy of this title. Who deemed him worthy, you 

ask? Well, the king himself did. Tharhock has  

been the main provider of arms for the castle’s 

barracks for the past forty years and also happens  

to be a childhood friend of the queen. Little did  

that friendship have to do with his status, though. 

Tharhock spent most of his youth researching  

the arcane, trying to imbue permanent magic into 

items and at the same time learning the secret 

dwarven techniques of smithing. Starting with  

just an anvil, he singlehandedly founded one of  

the continent’s greatest workshops, with  

numerous craftsmen working under him. If you 

need to augment your weapons, Tharhock  

is your best choice. However, coin will not  

be enough. One must prove their skills – or  

be royalty – before Tharhock sells them his  

services. And those skills do not involve 

combat against him... 

 
Varnia Iligella 
Varnia is a young lass that spent most of her childhood 

reading books and playing with potions. Her parents were 

not so keen on watching her spend her days turning green 

liquids to blue. Instead, they were worried that she would 

not find a proper man to marry and bear children. Varnia 

was not thinking that way. One day she announced to her 

parents that she would to go to the city and find a job. In 

 

 

 

 

 

 

 

 

 
 

 

 
reality, she wanted to join the school of alchemy. 

Varnia excelled in her studies and soon  

grabbed the headmaster’s attention.  

In fact, she was so promising that he  

offered her her own personal lab,  

which turned out to be more like  

a prison – because it actually was.  

Varnia accidentally found a secret  

recipe that could turn creatures  

undead. She disclosed that intel  

with the headmaster and it later 

proved to be his. So, he locked  

her up. Her parents have not 

heard from her for months and  

they are searching everywhere...  

Tharhock Merryhelm 
Varnia Iligella 



Wise Ones 
The party might seek answers for old puzzles or 

consultation by someone who uses their brain more than 

their weapons – or maybe they use both. These are some 

NPCs you can load up with information the players want. 

Baba-Yaga
Baba-Yaga is a weird creature. She appears to be an old 

woman, but her age defies humanity's standards. Her 

name can be found in legends that date centuries ago. It 

is said that she is a fey, or a hag, or maybe an elf. No one 

knows for sure. Except for Baba-Yaga of course. And 

Baba-Yaga knows a lot of things. In fact, she is a fortune 

teller. She has answers to any single one of your 

questions. The rules are simple. Only one question per 

creature. The creature must not be forced to ask the 

question. The answer costs a memory from the creature 

asking that Baba-Yaga will choose. There have been  

those that have tried to trick Baba-Yaga, to whom she did 

not respond well. They say that when she kills someone, 

their whole existence is erased and people forget that 

such a person ever existed. She is a powerful spellcaster, 

but a fair trader of secrets. 

Baba-Yaga 



 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Frankie Amadeus 

Frankie Amadeus, a world-famous bard who knows 

everything about anything; from legends to historical 

events to religious hymns. Except for he actually does not 

know everything, but he has a pretty good idea about 

most things and can point you to the right direction.  

Frankie is an orphan who grew up in a mage tower. 

While Frankie was not much of a wizard or a sorcerer, he 

was pretty skilled in singing. The tower’s archmage 

noticed that and helped him develop his skills in the ways 

of a bard. He brought in one of the best chroniclers in the 

country just for him, as Frankie was a great fan of history. 

He loved the legends, he loved the battles, he loved heroic 

deeds and he started singing about them – he just did not 

memorize the facts well. At the young age of sixteen he 

left the tower to explore the world. Now, being a thirty-

something year old man, he lives in a house in the middle 

of the capital, where he enjoys the company of his wife 

and his two children. But Frankie always loves getting 

into trouble. Thus, it should not be too hard to convince 

him to do something crazy. 
 

➟

Vinyr, the Swamp Treant 
Vinyr was a valiant protector of nature and one of the first 

treants in the region. His endless wisdom had awarded 

him a position in the Council of the Old Trees; an 

assembly that decided the fate of the forest. When 

humans asked for an audience with the Old Trees, Vinyr 

advised against hearing them. He was aware of the silver 

tongue humans possessed and knew not to trust their 

words. The Old Trees disregarded Vinyr, as the humans 

came offering gifts and promises of protecting the forest 

in return for land. They spoke of the violent orcs in the 

south, the dangerous goliaths of the north and the mad 

drows of the west, startling the majority of the council. 

Vinyr again tried to stop the Old Trees from bargaining 

with humans, reminding them that no orc, no goliath and 

no drow had ever set foot in their woods, but most treants 

had already made up their minds. They decided to give 

humans land in the heart of their forest, where they could 

control them even if they showed malice. Clouded by 

anger and desperation, Vinyr resorted to violence, 

attacking the leader of the Old Trees. But the leader was 

younger and stronger than Vinyr... 

After his defeat, Vinyr was cast away to the swamps in 

the east. From there, he soon witnessed the forest turn to 

cinders. The humans had brought fire with them and set 

the forest alight... The creatures of the swamp have 

learned to trust him, but Vinyr rarely offers advice 

nowadays, haunted by the destruction of his old home. 
 

➟

  



 
 

Xambala, the Mummy Priestess 
Sometimes wisdom comes from the least expected of 

creatures. Such an example is Xambala. 

As a cleric in life, Xambala embarked on a pilgrimage, 

never to be seen again by her relatives. Instead of 

meaning about herself, she found love, but soon after fell 

ill and could not be cured. Maddened by her impeding 

death, Xambala’s soulmate resorted to dark means of 

preserving her life force. He performed a ritual he found 

in old, incomplete textbooks. To his surprise, the ritual 

worked, but the life that was preserved was no longer of 

this world. Xambala was turned into a mummy, but the 

pure intent of her creation allowed her to maintain her 

compassion. Unable to live among humans, she was 

secretly escorted to distant catacombs, where only her 

former lover could gain entry. 

Xambala’s new habitat granted her incomparable 

knowledge regarding undeath and her consultation can 

prove to be invaluable. However, to reach her resting 

grounds one has to seemingly go through ordeals. 

 

Priestess Xambala 

 

 



PLOT HOOKS 

ou may have found yourself stagnant of 

inspiration, trying desperately to come up with a 

one shot, a campaign idea or even a quest. 

Below you can find two hundred short plot 

hooks. Choose your favorite one, take 

inspiration from them or rely on luck and 

incorporate them in your campaigns. 
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CREATING REAL INNS

any adventures begin inside taverns. Chatter 

can be heard all around to inform players of 

the nation’s current state and they are 

inarguably a party’s most visited 

establishments. But what makes an inn feel 

real? Simple details. A menu can highlight 

the availability of crops around the land. A town’s spirit 

can be introduced through various patrons that may be 

enjoying some ale. Names with history are also part of the 

brand. This short guide explores the essentials of creating 

lively inn environments, in order to avoid breaking the 

players’ immersion to your world. 

Basics 
Inns have four different classifications. These are: 

• poor inn

• regular inn/tavern

• expensive inn/tavern/restaurant

• luxurious inn/restaurant

There are a few things to keep in mind amidst the 

creation of an inn: 

• inn, innkeeper and staff names

• customer behavior

• menus and prices

Inn Names 
The following are examples of memorable inn names: 

Ale Foundry, Bitter Pillow, Boiling Maple, Desert 

Garden, Dizzy Dolls, Drab Moon, Gray Nymph, Hidden 

Cauldron, Iron Targe, Jolly Cow, La Perle Blanche, Lucky 

Mallet, Maudlin Swine, Moldy Nugget, Quaggoth’s Den, 

Rising Lotus, Rusty Lute, Skipper’s Burrow, Thief’s End, 

Ye Olde Anvel 

Innkeeper & Staff Names 
A name is not always easy to come up with. Feel free to 

pick one from below. 

Male Names: Bartolomeo Sanza, Ezekiel Tancred, 

Homer Castellan, Juk’hal Dor, Kresimir Nochen, Lugo 

Hizzler, Morris Dumon, Olaf Thundor, Rooney Bo, Val 

Varda 

Female Names: Aldith Jurgen, Isabel Wittaker, Jocosa 

Rollan, Lyudmila Pushkin, Malle Bernathie, Muriel 

Xanthas, Rada Unthal, Rohesia Jumlaw, Sabina 

Jacktooth, Sunnifa Madhurl 

Neutral Names: Aldus Gill, Borna Donnia, Engel Jamon, 

Fedlimin Munster, Guiomar Thrall, Jean Blanc, Puck 

Enguts, Shaka Brog, Slava Grillin, Wilmot McCoy 

Customer Behavior
The customers of an inn are what define the player 

experience the most, after the innkeepers of course. Do 

not let your inn be empty. Populate it with quirky 

characters that could potentially stir the party towards a 

goal or just mess with them when they overdo it with their 

investigations. Refer to the table below for a few ideas: 



Inn Presets & Menus 

Maudlin Swine 
A small inn located in the center of a serene village. The 

villagers praise it for having quality wares despite its low 

prestige. The dorms are not much, but they certainly do 

their job. What makes this old inn unique is its mascot; a 

chubby pet pig that roams around in search of food, even 

though its belly is always full. Many travellers claim that 

the little glutton possesses soothing abilities, taking away 

your sorrows with just a touch of its nares. 

Classification: Poor Inn 

Cost to Spend the Night: 5 cp 



 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
Rising Lotus 
If one finds themselves lost in the woods, they might 

eventually reach elven settlements. One of those hosts the 

Rising Lotus, an inn that exists in the cavities of a huge 

tree. Locals treat it as a meeting spot, since they have no 

need for sleep, and despite being wary of intruders, the 

elves running the inn know how to accommodate 

accidental visitors and can make their stay a fond 

memory. Their wares are as fresh and nutritious as it gets 

and the environment on its own is a feast for the eyes. 

Classification: Regular Inn/Tavern 

Cost to Spend the Night: 1 sp 

  



Skipper's Burrow 
Ever seen an underground tavern? The famed Skipper’s 

Burrow is located beneath the ground floor of what would 

once be a lighthouse, just outside a port city. Whenever 

one sets foot in it, they are surprised by how big of an 

interior it actually has. Extending to more than a hundred 

feet in length, it is decorated like a pirate ship’s orlop, 

with many performers enacting the theme and magic 

creating a vivid atmosphere with lights and sounds of the 

ocean. The lodgings are somewhat rough, but that just 

adds to the experience. Needless to say, it has become 

somewhat of a tourist attraction, as many travelers 

approach the city not because of its port, but because of 

this fine establishment. 

Classification: Expensive Inn/Tavern 

Cost to Spend the Night: 1 gp 

 

 

  



La Perle Blanche 
Being the capital’s most prestigious restaurant, La Perle 

Blanche is the grand meeting place for the rich and of 

course, well-guarded. Its facilities are made of marble, 

with pillars that resemble those of myths. The furniture is 

made out of the finest oakwood, by the finest artisans. 

The food is almost unworldly, leaving even the most 

demanding of customers enchanted by the taste. One 

shall mind their manners and dress appropriately upon 

their visit, as they are about to enter the most glamorous 

social circles of the whole nation. Those who misbehave 

meet worse fates than simply getting escorted out, since 

reputation replaces the actual currency inside these walls. 
Classification: Luxurious Restaurant 

Cost to Spend the Night: Unavailable  



AWARDING FEATS FOR ROLEPLAYING 

ven though the feat ruling is optional, feats are 

important for characters. They grant many 

benefits, but players are often torn between 

getting a feat or that extra +2 to their main stat. 

This section offers ways for players to get both 

their Ability Score Improvement and a feat. 

However, the latter can only be acquired by role-playing. 

Still, this process can be a bit unbalanced at times (e.g. 

allowing the development of overpowered fighters); it is 

up to the DM to try and monitor that balance, but we offer 

alternatives that may prove more suited to your gameplay. 

How to Award Feats 
Below you can find suggested ways to incorporate feat 

awards in your campaign. 

Ability Score Improvement (ASI) 
You can allow a player to undertake a quest for a feat 

when they get an Ability Score Improvement. The player 

will choose to allocate their 2 ability score increase points 

and then select a feat for which their quest to earn it is 

now active. Note that this is not recommended for 

campaigns that tend to be hard, players get a lot stronger 

a lot faster when they get an Ability Score Improvement 

and a feat, even if it is through a quest. 

Achievements 
You can talk with your players about which feats interest 

them and note them down alongside their suggested 

‘quests’ and track them by yourself. This is not 

recommended for non-experienced DMs. This suggestion 

works better if the players are not aware of the exact way 

they may get the feat, but a hint or two may be 

encouraged for more complicated quests. 

Balanced ASI 
You can allow a player to undertake a quest for a feat 

when they get an Ability Score Improvement. The player 

will choose to allocate only 1 ability score increase point 

and then select a feat for which their quest to earn it is 

now active. This is far more balanced that the previous 

method, but it can still prove powerful for campaigns that 

get to higher levels or even for feats that already included 

an ability score increase. 

Vanilla Feats 
When a player reaches an Ability Score Improvement and 

they decide to take a feat instead of the score increase, 

the player will choose a feat and then undertake its quest. 

Upon its completion they are awarded the feat. This is 

recommended for experienced party members since for a 

while, depending on the quest, a player will have neither 

an ability score increase nor a feat. 

Personal Quests for 
Each Feat 
All the feats below can be found in Player’s Handbook ; no 

feats from other rulebooks have been included. 

Actor 
You have to gain access into three different places where 

only certain types of creatures of a certain type of 

profession are allowed (which you are none of). 

Alert 
Whenever you are surprised, you get to roll a Wisdom 

(Perception) check against your opponents’ Dexterity 

(Stealth) check. On a success, you roll your initiative with 

advantage. You are still surprised. Succeed on three 

Wisdom (Perception) checks this way. 

Athlete 
Succeed on three Strength (Athletics) checks while 

rolling with disadvantage. 

Charger 
In the same encounter, you must move at least 20 feet 

towards a target before successfully attacking them three 

times. 

Crossbow Expert 
While using a weapon with the reload property, you must 

make a successful ranged weapon attack against a 

creature that is within 5 feet of you three times. 

Defensive Duelist 
Have three attacks miss against you in the same 

encounter while you are taking the Dodge action. 

Dual Wielder 
Use only light weapons in each hand and do not drop to 0 

hit points for five encounters in a row. 

Dungeon Delver 
Spot a trap, disable a trap and succeed on a saving throw 

against a trap. 

Durable 
Roll higher than the average on your hit points increase 

when you level up two times. 



Elemental Adept 
Choose one of the following damage types: acid, cold, fire, 

lightning, or thunder. Kill a creature that has resistance to 

that type of damage and was also damaged by the type 

you chose within the last hour. 

 

Grappler 
Successfuly grapple a creature and keep it grappled for 

three turns. 

 

Great Weapon Master 
Roll a 20 on the d20 on your melee weapon attack roll 

and reduce a creature to 0 hit points with that attack roll. 

 

Healer 
Stabilize someone who is knocked unconscious with a 

successful Wisdom (Medicine) check during a fight. 

 

Heavily Armored 
Survive three encounters without dropping to 0 hit points 

while wearing heavy armor. 

 

Heavy Armor Master 
Suffer a critical hit that deals bludgeoning, piercing or 

slashing damage while wearing heavy armor without 

dropping to 0 hit points. 

 

Inspiring Leader 
When you drop at half of your maximum hit points during 

combat, you can attempt to inspire an ally as an action. 

On a successful Charisma (Persuasion) check (DC 10 + 

half of your ally's level), you and your ally both expend one 

hit die and regain hit points equal to half of what you rolled. 

 

Keen Mind 
Succeed on a Wisdom (Survival) check to determine your 

direction and succeed on an Intelligence check to recall 

information. 

 

Lightly Armored 
Survive three encounters without dropping to 0 hit points 

while wearing light armor. 

 

Linguist 
Choose training as a downtime activity and succeed on 

learning a new language. 

 

Lucky 
Roll a 20 on the d20 three times in the same day. 

 

Mage Slayer 
Successfully break the concentration of a creature that is 

concentrating on a spell. 

 

Magic Initiate 
Choose training as a downtime activity and pick a bard, 

cleric, druid, sorcerer, warlock or wizard as your teacher. 

 

Martial Adept 
Choose training as a downtime activity and pick a fighter 

as your teacher. 

 

Medium Armor Master 
Survive three encounters without dropping to 0 hit points 

while wearing medium armor. 

 

Mobile 
Attack a creature, move away from it and do not take 

damage until the end of your turn three times in a row. 

 

Moderately Armored 
Survive three encounters without dropping to 0 hit points 

while wearing medium armor and carrying a shield. 

 

Mounted Combatant 
Reduce three creatures to 0 hit points while mounted. 

 

Observant 
Roll a 20 on the d20 on a Wisdom (Perception) check 

three times. 

 

Polearm Master 
Survive three encounters without dropping to 0 hit points 

while only using a weapon with the reach property. 

 

Resilient 
Choose one ability score. Succeed three times on saving 

throws regarding the chosen ability score. 

 

Ritual Caster 
Choose training as a downtime activity and pick a bard, 

cleric, druid, sorcerer, warlock or wizard as your teacher. 

 

Savage Attacker 
Reduce a creature to 0 hit points while rolling maximum 

weapon damage on your damage roll. 

 

Sentinel 
Make a successful attack of opportunity three times. 

 

Sharpshooter 
Make a successful ranged weapon attack while rolling 

with disadvantage or make a successful ranged weapon 

attack roll against a creature with three quarters cover. 

 



Shield Master 
Successfuly shove a creature three times while carrying a 

shield. 

 

Skilled 
Choose training as a downtime activity and gain 

proficiency on a new skill. 

 

Skulker 
Make three successful melee weapon attacks against 

surprised creatures. 

 

Spell Sniper 
Land a ranged spell attack on a creature that has three 

quarters cover. 

Tavern Brawler 

Start a tavern brawl and survive it. 

 

Tough 
Drop to 0 hit points and succeed on your death saving 

throws. 

 

War Caster 
Succeed on three Constitution saving throws to maintain 

concentration on a spell. 

 

Weapon Master 
Choose training as a downtime activity and gain 

proficiency on a new weapon. 

  



COMBAT OPTIONS 
 

ombat tends to be extremely stale for characters 

that do not have the ability to cast spells. What if 

those players had more courses of action 

besides "attack", or "grapple", etc.? Now you can 

add more options to your arsenal and spice 

things up, if you wish so. This section includes 

combat options that were balanced in a way as to not 

render the simple Attack action obsolete.  
 

Armed 
Armed combat options can be performed by having 

certain weapons equipped. The options below are divided 

based on weapon properties. You can only attempt one 

Armed Combat Option per action.  

 

Heavy 
These options can be attempted with any weapon that has 

the heavy property. 

Blunt Strike: You attempt to hit the enemy with the 

blunt side of your weapon. 

Choose this option before you make an attack roll. If 

your attack is successful, you deal half damage to the 

target but the next attack against the creature is made 

with advantage. 

Brutalizer: Your fury carries on to another target. 

If an attack of yours reduces a creature to 0 hit points, 

as a bonus action, you can deal the excess damage dealt 

to a creature within your reach. You cannot use this 

option on a critical hit. 

Ferocious Strike: You forgo accuracy for a devastating 

strike. 

Choose this option before you make an attack. Roll a 

1d10. The result is subtracted from your attack roll but is 

added on your damage roll. 

Pommel Strike: You attempt to strike the enemy with 

the pommel of your weapon. 

Choose this option before you make an attack roll. If 

your attack is successful, you deal 1d4 + your Strength 

modifier points of bludgeoning damage. The target has to 

succeed on a Constitution saving throw with a DC of [8 + 

your Strength modifier + your proficiency bonus] or their 

speed is halved and they cannot take any reactions until 

the start of their next turn. 

 

Light 
These options can be attempted with any weapon that has 

the light property. 

Retreating Strike: You use your attacks to escape your 

enemy's range. 

Choose this option before you make an attack roll. You 

make an attack roll with disadvantage. On a hit, you can 

move away from your target without provoking attacks of 

opportunity. 

Riposte Stance: You prepare to counter an enemy. 

You give up an attack to enter a riposte stance until the 

start of your next turn. If an enemy misses you during the 

riposte, you can use your reaction to make a melee 

weapon attack against them. 
Swift Strikes: You sacrifice damage to attempt more 

strikes on your enemy. 

Choose this option before you make an attack roll. You 

make double the attacks on your turn but you deal half 

damage. 

 

Range 
These options can be attempted with any weapon that has 

the range property. 

Crippling Strike: You attempt to cripple an enemy and 

stop them from running away. 

Choose this option before you make an attack roll. You 

deal half damage but your target's speed is halved until 

the end of their next turn. 

Disarming Strike: You attempt to disarm an enemy that 

can be disarmed by hitting their weapon with your attack. 

Choose this option before you make an attack roll. You 

make the attack roll with a -10 penalty. On a hit, your 

target is disarmed. 

Steady Shot: You take your time to aim and strike true. 

Use your action to gain advantage on your next attack 

roll. 

 

Reach 
These options can be attempted with any weapon that has 

the reach property. 

Impaling Strike: You impale multiple enemies with one 

attack. 

Choose this option after you make an attack roll but 

before you make a damage roll. As a bonus action you can 

use the same attack roll to hit a creature within 5 feet in 

the same line as your attack's target. You deal the same 

damage to both creatures. You cannot use this option on a 

critical hit. 

Staggering Strike: You stagger your enemy and prevent 

them from running away.  

Choose this option after you make a successful attack 

roll. As a bonus action you can halve your target's speed 

until the end of their next turn. 

Stinger: You sacrifice mobility for a greater reach. 

Your reach increases by 5 feet but doing so costs an 

amount of movement equal to half your speed. 

Sweeping Strike: You make an attack around yourself 

hitting everyone. 

Choose this option before you make an attack roll. You 

make one attack roll. You hit any enemy around you 

within reach whose AC you beat, but the damage is 

divided equally to everyone (rounded up). 

  

 



Special 
The only special weapons are the lance and the net. Each 

option below specifies which weapon you need to have 

equipped to be able to use it. 

Boulder Toss (Net): You throw a target that is 

restrained by your net. 

As part of your attack action, you can lift and toss a 

netted target. Make a DC 10 (+5 for every size larger than 

you) Strength (Athletics) check. On a success, the target 

moves up to a number of feet equal to your Strength 

modifier times five (minimum of 5). For every 10 feet the 

target travelled, they take 1d6 bludgeoning damage. If the 

target collides with another object or creature, they both 

take 1d6 bludgeoning damage. 

Drag-along (Net): You drag along a target that is 

restrained by your net. 

As an action, you can drag along a target that is 

restrained by your net in a way that can prove damaging. 

While moving a target this way, every foot of your 

movement counts as two. The netted target takes 1d4 

bludgeoning damage for every 5 feet you drag them. 

Heavy Blow (Lance, Mounted): You hit a target so hard, 

they move away from their position. You must be 

mounted and the target must not be more than one size 

larger than you. 

Choose this option before you make an attack roll. The 

target makes a DC (8 + your Strength modifier + your 

proficiency bonus) Strength saving throw. If the target 

isn't mounted, they make the saving throw with 

disadvantage. On a failure, they are moved 15 feet 

towards the direction you are moving. 

Stampede (Lance): You impale targets while charging. 

Choose this option after you make an attack roll. If you 

move at least 10 feet before attacking you can attempt to 

impale an enemy with your lance. The target must 

succeed on a DC (8 + your Strength modifier + your 

proficiency bonus) Strength saving throw or they move 

along with you. When you move with a target, your speed 

is halved. 

 

Thrown 
These options can be attempted with any weapon that has 

the thrown property. 

Bullseye: You can make a focused ranged attack. 

You can use your action to stabilize yourself and aim 

better. Add double your proficiency bonus on your next 

thrown weapon attack roll. 

Catch: You attempt to arm an ally with your weapon. 

Choose this option before you make an attack roll. As a 

bonus action, you attempt to throw your weapon to arm 

an ally. Make a DC 5 (+5 for every 10 feet of distance 

between you) Dexterity (Acrobatics) check. On a success, 

your ally can, as a reaction, equip the weapon you threw. 

Hilt Hit: You hit the enemy with the hilt of your weapon. 

Choose this option before you make an attack roll. 

When you throw your weapon, you attempt to hit with 

your hilt. On a successful hit you deal half damage but the 

next attack against the target is made with advantage. 

 

Two-handed 
These options can be attempted with any weapon that has 

the two-handed property. 

Bulwark (Melee): You plant your feet on the ground to 

deliver a devastating blow. 

Choose this option at the start of your turn. Your speed 

is reduced to 0 until the start of your next turn. You focus 

your might on a destructive swing adding your Strength 

modifier to your damage roll twice. If you miss, your 

weapon is planted on the ground and you need to use 

your reaction to free it. 

Lift (Melee): You propel an ally the same size or smaller 

than you into the air. 

This is a Ready action. You prepare to lift an ally with 

your weapon and help them reach higher places. Their 

jump height is tripled. This is part of your ally's 

movement. If they descend on an enemy, they deal an 

extra 1d6 weapon damage for every 10 feet they travelled. 

Strongshot (Longbow): You put your strength behind a 

shot. 

At the start of your turn, you can choose to reduce your 

speed to 0. Doing so, allows you to add your Strength 

modifier to your ranged weapon attack and damage roll 

instead of your Dexterity.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

          Unarmed 

          Unarmed combat options 

      can be performed while  

   holding no weapons and either 

               by grappling an enemy first, or if 

            an enemy is knocked prone, etc. 

         You can only attempt one Unarmed 

                Combat Option per action. 

         Armlock: You lock your enemy's arm into 

 a grapple (the enemy must have arms for the 

armlock to take effect). 

As part of your action, you can armlock a grappled 

creature. The enemy has disadvantage on their attack 

rolls made with their arms as long as they are grappled by 

you. On subsequent turns, you can attempt to break the 

arm of a creature in armlock. The creature then has 

disadvantage on their attack rolls made with their arms 

until they complete a short or long rest. 



Chokehold: You attempt to choke your enemy to death. 

As an action you can chokehold a grappled creature. 

You need two arms to perform a chokehold. The creature 

gains 1 level of Exhaustion. If the creature escapes the 

grapple before it dies, it loses all Exhaustion levels 

accumulated by chokehold. 

Humanoid Shield: The enemy must be the same as you 

or up to one size larger. You attempt to block attacks 

against you with a grappled enemy's body. 

As a reaction, when an attack is made against you, you 

can attempt to block it with a creature you have grappled. 

If the attack roll is higher than the grappled creature's 

AC, the attack hits you. If it is lower than the grappled 

creature's AC, the attack hits the grappled creature. 

Pin Down: You pin down your enemy to the ground. 

As an action, you can pin down a grappled creature. The 

grappled creature and you are both knocked prone and 

while the target is grappled this way, both you and the 

grappled creature can only make melee weapon attack 

rolls against each other. 

Suplex: You lift your enemy up and slam them to the 

ground. 

As part of your attack action, you can suplex a grappled 

creature. You move the grappled creature in an 

unoccupied space within 5 feet of you and the creature 

takes 1d6 + your Strength modifier points of bludgeoning 

damage. 

Toss: You toss a grappled creature to a direction of your 

choice. The creature is no longer grappled after you 

attempt to toss them. 

As part of your attack action, you can attempt to toss 

your enemy. The target is tossed to a direction of your 

choice up to a number of feet equal to your Strength 

modifier times five (minimum of 5). If the target collides 

with a solid object big enough to stop their momentum, 

they suffer 1d6 points of bludgeoning damage and are 

knocked prone.  



CURSES 

ave you ever felt the need to punish a player? 

Did the party fail to heed the warnings of the 

crazy old guy screaming about a cursed tomb? 

Perhaps you wanted a curse as a plot hook for 

your campaign. Alas, a player might even want 

to start their adventure affected by a curse. No 

matter the case, below you can explore a hundred 

different curses, their effects and of course, how to lift 

them, plus a few items that may potentially curse 

someone. 

A Hundred Curses 
A curse can be bestowed by either a deity, a spell (like 

bestow curse ), an artifact or a spiteful spirit. It is also 

possible for a curse to be inherited via family bloodline. 

Every curse can be removed by the remove curse, greater 
restoration or wish spells, as well as a cleric’s divine 

intervention and The Fates card effect from the Deck of 
Many Things, unless specified otherwise. 

The descriptions of the curses below suggest what kind 

of creatures are eligible to get cursed by them. Of course, 

you can completely ignore that part and curse whoever 

you want... 

Acid Blue 
This curse affects any creature that cannot breathe 

underwater. 

Effect: You cannot drink or stay in water. If you do, you 

take 6 (2d10) acid damage at the start of your next turn. 

Removal: Only by remove curse, greater restoration, 

wish, divine intervention or The Fates card effect from 

the Deck of Many Things. 

Agism 
This curse affects really young or really old creatures. 

Effect: Subtract your age from your race's average life 

expectancy. The result is your new age. 

Removal: Only by remove curse, greater restoration, 

wish, divine intervention or The Fates card effect from 

the Deck of Many Things. 

Amadeus' Nightmare 
This curse affects those who enjoy music but were unfair 

towards a musician. 

Effect: Music sounds like horrible screams in your ears, 

disorienting you and possibly hurting you. While hearing 

music, you have disadvantage on your skill checks and 

attack rolls. 

Removal: Fix a broken instrument and gift it to a 

creature that needs it. 

Animal Hatred 
This curse affects those who love animals. 

Effect: All animals attack you on sight. 

Removal: Only by remove curse, greater restoration, 

wish, divine intervention or The Fates card effect from 

the Deck of Many Things. 

Animalis Fieri 
This curse affects those who harm animals. 

Effect: You turn into a random animal. You retain the 

ability to understand the languages you already did before 

transforming, but you cannot speak nor write. 

Removal: Only by remove curse, greater restoration, 

wish, divine intervention or The Fates card effect from 

the Deck of Many Things. 

Backdoor 
This curse affects those who like card games. 

Effect: The next time you draw a card from any deck, 

the deck becomes the Deck of Many Things. The deck 

considers that you declared to draw one card. 

Removal: Breaks after you draw once from the Deck of 
Many Things. 

Basilisk's Gaze 
This curse affects anyone. 

Effect: You slowly start suffering the effects of 

petrification. Every day your speed is reduced by 5 feet. 

When your speed reaches half your original, you have 

disadvantage on all Dexterity checks and Dexterity saving 

throws. When your speed is reduced to 0, you are petrified. 

Removal: Only by remove curse, greater restoration, 

wish, divine intervention or The Fates card effect from 

the Deck of Many Things. 

Bender 
This curse affects anyone. 

Effect: You wake up being a different gender of what 

you were the previous day. 

Removal: Only by remove curse, greater restoration, 

wish, divine intervention or The Fates card effect from 

the Deck of Many Things. 

Black Hex 
This curse can affect anyone who messes with a cursed 

item. 

Effect: You are aware that you will die in a month's 

time. When you die this way, your existence is erased, 

meaning that you can only be brought back with true 
resurrection, a wish or a divine intervention. 

Removal: You must find a way to bring the cursed item 

back to the creature that initially put the curse on it. 



Blinker 

This curse affects anyone. 

Effect: When you attack someone with a melee attack or 

when you are attacked, roll a d20. If you roll a 1-9, you 

blink out of existence for a moment. If you were attacking 

someone you miss. If someone was attacking you, they 

miss. If you roll a 10-20, nothing happens. 

Removal: Only by remove curse, greater restoration, 

wish, divine intervention or The Fates card effect from 

the Deck of Many Things. 

 

Boozer’s Bane 
This curse affects those who drink a lot. 

Effect: When consuming any amount of alcohol you 

must succeed on a DC 15 Constitution saving throw or be 

instantly considered drunk and poisoned. 

Removal: Fight a hostile creature while drunk and win. 

Remove curse and greater restoration do not work. 

 

Breathless 
This curse affects dragonborns. 

Effect: You can no longer use your breath weapon. 

Whenever you try to do so, you instead cast stinking cloud 

around you. 

Removal: Only by remove curse, greater restoration, wish, 

divine intervention or The Fates card effect from the Deck 
of Many Things. 

 

Butterfly Effect 
This curse affects investigators. 

Effect: Every time you search for something you find a 

dead butterfly, even if you are simply trying to reach for 

something in your bag. 

Removal: Kill a butterfly. 

 

By All Means 
This curse affects those who are extremely suspicious of 

everyone around them. 

Effect: You have disadvantage on all Wisdom (Insight) 

checks and you cannot refuse requests. 

Removal: A creature that has requested something from 

you must die. 

 

Chaste Embrace 
This curse affects those who break hearts. 

Effect: You cannot be... stimulated. Also, whenever you 

make a Charisma (Persuasion, Deception and 

Performance) check, you do so with disadvantage. 

Removal: Get married. If you break up in less than a 

year, the curse returns. 

Coward’s Knot 

This curse affects anyone. 

Effect: The next ring you equip becomes bound to you. 

You cannot unequip it by any normal means. While in 

combat, you begin hearing a voice discouraging you from 

fighting. The ring can cast expeditious retreat on you to 

make you run away from a fight. Every time you take 

damage, you have to succeed on a DC 10 Wisdom saving 

throw or use your action to run away from the fight as fast 

as possible. 

Removal: Only by remove curse, greater restoration, 

wish, divine intervention or The Fates card effect from 

the Deck of Many Things. 

 

Cracked Feet 
This curse affects those who attempt acrobatic feats. 

Effect: You are haunted by extreme bad luck. Whenever 

you roll an 18 or a 19 on the d20 it counts as a 1. You 

have disadvantage on all Dexterity (Acrobatics) checks. 

Removal: Kill fifty rabbits, cook and eat them. 

 

Curse Verse 
This curse affects those who have no interest in music or 

poetry. 

Effect: In order to speak you have to rhyme. 

Removal: Kill a bard. 

 

Dark Skies 
This curse affects fighters. 

Effect: You are blinded. 

Removal: Defeat a creature in single combat. 

 

Deadlist 
This curse affects anyone. 

Effect: You keep hearing a list of names in your head at 

random times during the day. If you meet a person whose 

name is on the list, you feel obligated to kill them and you 

will do whatever it takes to do so. 

Removal: Complete the list. 

 

Death’s Scent 
This curse affects those who care a lot about their 

appearance. 

Effect: You smell and look like an undead. People that 

already know you will not notice any change, but people 

that see you for the first time consider you an undead. 

Removal: Deal the killing blow to as many undead 

creatures as your character's level when you were first 

afflicted by the curse. 

  



Deep Slumber 
This curse affects those who lead exhausting lives. 

Effect: You cannot wake up from a long rest until the 

rest is finished. 

Removal: Only by remove curse, greater restoration, 

wish, divine intervention or The Fates card effect from 

the Deck of Many Things. 

 

Djinn Copycat 
This curse affects anyone. 

Effect: You are forced to grant three wishes the best 

way you can to the next person you see. Failing to do so 

will result in losing your soul. 

Removal: Grant the wishes. 

 

Echo of Silence 
This curse affects magic users. 

Effect: Whenever you cast a spell, roll a d20. If you roll a 

5 or lower, you expend all of your spell slots of the same 

level as the spell you were trying to cast. 

Removal: Only by remove curse, greater restoration, 

wish, divine intervention or The Fates card effect from 

the Deck of Many Things. 

 

Envious Arms 
This curse affects anyone. 

Effect: If you carry more than one weapon on you, 

whenever you attack with a weapon the attack is made 

with disadvantage. 

Removal: Sell all your weapons. If you buy them back, 

the curse returns. 

 

Eternal Vigil 
This curse affects elves. 

Effect: You no longer gain the benefits of long rest by 

trance. You are also vulnerable to magical effects that can 

put you to sleep. 

Removal: Only by remove curse, greater restoration, 

wish, divine intervention or The Fates card effect from 

the Deck of Many Things. 

 

False Targe 
This curse affects anyone. 

Effect: Whenever you roll a 20 on the d20, treat it as a 1. 

Removal: Only by remove curse, greater restoration, 

wish, divine intervention or The Fates card effect from 

the Deck of Many Things. 

 

Familicide 
This curse affects creatures with living family members. 

Effect: The next time you see a close relative, you attack 

them until they are killed. 

Removal: Only by remove curse, greater restoration, 

wish, divine intervention or The Fates card effect from 

the Deck of Many Things. 

Fate Roll 

This curse affects anyone. 

Effect: The next time you roll a 1 on a d20, you drop to 0 

hit points. 

Removal: Only by remove curse, greater restoration, 

wish, divine intervention or The Fates card effect from 

the Deck of Many Things. 

 

Feverish Tap 
This curse affects humans. 

Effect: Whenever you hear music, you start dancing 

uncontrollably until the music stops. You cannot stop 

dancing even if you are badly hurt during your dance. 

Removal: Become deaf. 

 

Frail Hands 
This curse affects those who use two-handed weapons. 

Effect: Whenever you make a damage roll, roll twice 

and keep the lowest total. 

Removal: Roll maximum damage twice. 

 

Gambler’s Gambit 
This curse affects anyone. 

Effect: Whenever you roll a d20, if you roll a 1-14, treat 

it as if you rolled a 1. If you roll a 15-20, treat it as if you 

rolled a 20. 

Removal: Only by remove curse, greater restoration, 

wish, divine intervention or The Fates card effect from 

the Deck of Many Things. 

 

Gigantophobia 
This curse affects short creatures. 

Effect: If an enemy within 60 feet of you that you can 

see is at least one size larger than you, at the start of each 

of your turns you must succeed on a DC 10 Wisdom 

saving throw or be frightened by them. At the end of each 

of your turns you repeat your saving throw and end the 

effects immediately on a success. 

Removal: Kill a giant. 

 

Goblin's Strength 
This curse affects barbarians that were shamed in battle. 

Effect: Your Strength score becomes 8. 

Removal: Defeat a creature whose CR is greater than 

half of your level in honorable combat. 

 

Gold Rush 
This curse affects noble creatures. 

Effect: You become a kleptomaniac. You want to steal 

anything you can get your hands on. Whenever you see a 

valuable item you must succeed on a DC 10 Charisma 

saving throw to resist the urge to steal it. The DC 

increases by 5 every time you succeed on it and becomes 

10 whenever you fail. 

Removal: Donate all of your money to a temple. 

 



Gone Astray 
This curse affects dwarves, gnomes and halflings. 

Effect: Whenever you roll a 1 on the d20, you must 

succeed on a DC 10 Charisma saving throw or suffer the 

effects of banishment. You return to your original location 

after 24 hours. If you are already in a different plane than 

your original one, nothing happens. 

Removal: Roll a 20 on the Charisma saving throw. 

 

Gratia Diei 
This curse affects anyone. 

Effect: Each dawn your alignment changes. You have to 

roll a d10 and then consult the Alignment Shift table 

below. 
 

 

Removal: Roll the same alignment twice in a row. 

 

Greed’s Remedy 
This curse affects those who love money. 

Effect: You have to spend any gold you make with the 

first chance. You suddenly hate carrying gold on you. 

Removal: Only by remove curse, greater restoration, 

wish, divine intervention or The Fates card effect from 

the Deck of Many Things. 

 

Green Blood 
This curse affects those who are frequently wounded in 

battle. 

Effect: When you are wounded, instead of blood, you 

bleed acid. This deals an extra 1d4 acid damage to you 

every time you take bludgeoning, piercing or slashing 

damage. 

Removal: You have to drink a bottle of milk everyday for 

10 days without fail. 

 

Green Tea 
This curse affects those who fight using unarmed strikes. 

Effect: The next time you attack someone, roll 1d4 and 

then consult the Green Tea Effects table below. 
 

 

Removal: Breaks after at least one of the effects take 

place. 

 

Hairy Romance 
This curse affects those who hate animals. 

Effect: You fall in love with the next animal you see. 

Removal: Only by remove curse, greater restoration, 

wish, divine intervention or The Fates card effect from 

the Deck of Many Things. 

 

Heart of Gloom 
This curse affects creatures of good alignment. 

Effect: You want to scam people to get their money, stab 

them in the back and piss on their corpses. You suddenly 

become cruel and distant to those that are of no use to 

you. Additionally, your alignment changes to chaotic evil. 

Removal: Only by remove curse, greater restoration, 

wish, divine intervention or The Fates card effect from 

the Deck of Many Things. 

 

Hex of Decay 
This curse affects young creatures. 

Effect: You start aging at a rate of 10 years per day. If 

you reach your life expectancy average, you must roll a 

DC 20 at every dawn. If you roll below a 10, you die. 

Removal: Kill a newborn creature. 

  



Hexanity 
This curse affects creatures with high Intelligence. 

Effect: You suffer from insanity during fights. When you 

roll initiative, roll a d6 and consult the Hexanity Effects 

table below. Each effect lasts for a minute. 
 

 

Removal: Only by remove curse, greater restoration, 

wish, divine intervention or The Fates card effect from 

the Deck of Many Things. 

 

Hey Yo 
This curse affects sword wielders. 

Effect: Each time you attack with your sword, it screams 

"Aha! Take that you scoundrel!". 

Removal: Cannot be removed by any means. However, 

you can get rid of the sword. 

 

Horseplay 
This curse affects those with high Charisma. 

Effect: Whenever you make a Charisma check, you say 

things that you are not supposed to say, failing the check 

no matter what you rolled. 

Removal: Kill a creature with a higher Charisma score 

than you. 

 

Imp-possible 
This curse affects anyone. 

Effect: Whenever you complete a long rest, d12 imps 

appear around you in an unoccupied space. The imps 

follow you. They will never attack you directly, but they 

will try to cause mischief. They might kill a pet and blame 

it on you, sabotage a brigde on your way, tie your 

shoelace, etc. 

Removal: Kill 50 imps that spawned from this curse. 

 

Infernal Bane 
This curse affects anyone. 

Effect: Every time you take fire damage, you regain hit 

points instead. You cannot regain hit points any other 

way. 

Removal: Kill a fire elemental. 

 

 
Inner Burst 
This curse affects anyone. 

Effect: After you drop to 0 hit points, you cause an 

explosion around you. All creatures within 20 feet of you 

must succeed on a DC 15 Dexterity saving throw or take 

8d6 fire damage. 

Removal: Only by remove curse, greater restoration, 

wish, divine intervention or The Fates card effect from 

the Deck of Many Things. 

 

Iron Feet 
This curse affects those who have a walking speed higher 

than 30 feet. 

Effect: Your speed is halved. 

Removal:  Win a race. 

 

 Jack of No Trades 
This curse can affect anyone. 

Effect: The DM rolls a d20. Until the curse is removed, 

consult the Jack of No Trades Effects table below to see 

how you are affected. 
 

 

Removal: Succeed three times in a row on a skill that 

you are not proficient with. 

  



Killing Thirst 
This curse affects those who are bloodthirsty. 

Effect: You cannot go a day without killing someone. If 

you do, at dawn you have to succeed on a Wisdom saving 

throw (DC 10) or attack the first creature you encounter 

until you kill them or until you are knocked unconscious. 

Removal: Cure a creature’s disease by yourself or nurse 

someone back to full health. 

 

Lich-prentice 
This curse affects creatures with low Wisdom. 

Effect: Make a DC 10 Wisdom saving throw. On a 

failure, you become the loyal subject of a lich. Nothing in 

your behavior can indicate that you are the lich's subject. 

You follow the lich's orders to the letter and the lich can 

commmunicate with you telepathically. 

Removal: Succeed on the initial saving throw or have 

the lich killed. 

 

Lost Sheep 
This curse affects cartographers, explorers and scouts. 

Effect: You can never tell which way is north, you can 

never accurately follow directions and you always get lost 

if you are alone or if you are in charge of leading a group 

of people. You automatically fail all Wisdom (Survival) 

checks. 

Removal: Breaks after one month. 

 

Mad Warudo 
A beholder can inflict this curse to anyone. 

Effect: Within a year after getting this curse, every 

single creature that has ever been a companion to you will 

die. You are aware of this. 

Removal: The creature that cursed you must die. 

 

Magically Impaired 
This curse affects those who have an affinity with magic. 

Effect: You completely forget any information that has 

to do with magic. You can cast spells by instinct if you 

could cast spells before being cursed, but you 

automatically fail every Intelligence (Arcana) check you 

make. 

Removal: Breaks after a month. 

 

Malus Somnia 
This curse affects rich creatures. 

Effect: Whenever you attempt to complete a long rest 

while having more than 200 gold pieces on you, a devil 

visits you in your dreams and demands you dig a hole 

when you wake up and bury 200 gold pieces in it. After 

buried, the gold vanishes. If you fail to bury the gold, the 

devil will warn you once more. If you fail to bury the gold 

again, an avatar of death will attack you in your dream. 

During the fight, you have your equipment. 

Removal: Defeat the avatar of death. 

Manners’ Remedy 

This curse affects those who are rude to others. 

Effect: Any time you use a bad word (both as a player 

and as a character), you are struck by a bolt of lightning 

from the call lightning spell. 

Removal: Only by remove curse, greater restoration, 

wish, divine intervention or The Fates card effect from 

the Deck of Many Things. 

 

Master of All 
This curse affects those who have many talents. 

Effect: Your proficiency bonus becomes 0. 

Removal: Only by remove curse, greater restoration, 

wish, divine intervention or The Fates card effect from 

the Deck of Many Things. 

 

Mitescere 
This curse affects those who get into many fights. 

Effect: If you were into a fight and in the same day you 

attempt a long rest, you get your normal benefits but you 

wake up with a level of exhaustion. A long rest cannot 

reduce your exhaustion levels. 

Removal: Avoid fighting for a week. 

 

  



 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Moontouched 
This curse affects those who hate the wild. 

Effect: You become a werekin. Roll a 1d6 and consult 

the Moontouched Kins table below to determine what 

kind of a werekin you become. 
 

 

Removal: A simple remove curse will not be enough. 

You have to be reduced to 0 hit points by the use of a 

silver item/weapon and then have remove curse cast on 

you. 

 

Mirror Deed 
This curse affects anyone. 

Effect: Whenever you attack someone, you both take the 

same amount of damage. 

Removal: Reduce a creature to 0 hit points. 

Mute Eulogy 
This curse affects highly charismatic creatures. 

Effect: Whenever you try to talk to someone you make 

absolutely no sense. 

Removal: Only by remove curse, greater restoration, 

wish, divine intervention or The Fates card effect from 

the Deck of Many Things. 

 

Nova Adjectio 
This curse affects anyone. 

Effect: You become addicted to the next beverage that 

you consume. If you fail to consume that beverage for 

more than a day, you must succeed on a DC 10 

Constitution saving throw or be poisoned until you 

complete a long rest. The DC increases by 5 every time 

you succeed on it and becomes 10 whenever you fail. 

Removal: Only by remove curse, greater restoration, 

wish, divine intervention or The Fates card effect from 

the Deck of Many Things. 

 

Numb Tongue 
This curse affects highly charismatic creatures. 

Effect: You can no longer speak or write Common. 

Removal: Only by remove curse, greater restoration, 

wish, divine intervention or The Fates card effect from 

the Deck of Many Things. You can, however, try to relearn 

Common. 

 

Nyctophobia 
This curse affects those with darkvision or superior 

darkvision. 

Effect: You lose your darkvision or superior darkvision. 

While in the dark, you have disadvantage on any saving 

throws made against being frightened and your speed is 

halved. 

Removal: You have to succeed on a saving throw 

against an effect that causes you to be frightened while in 

the dark. 

 

Oblivium 
This curse affects anyone. 

Effect: Your existence is erased from the course of 

history. No one remembers you or your name. History is 

rewritten so that others are credited for any of your 

achievements. 

Removal: Only by wish, divine intervention or The Fates 
card effect from the Deck of Many Things. 

 

Out Loud 
This curse affects those who avoid talking. 

Effect: Your thoughts are audible to all creatures that 

stand within 20 feet of you. 

Removal: Only by remove curse, greater restoration, 

wish, divine intervention or The Fates card effect from 

the Deck of Many Things. 

 



Owner’s Touch 
This curse affects anyone. 

Effect: The next item the you touch, must always remain 

on you. It cannot be removed by normal means. If it is a 

weapon, you must always wield it in combat. 

Removal: Only by remove curse, greater restoration, 

wish, divine intervention or The Fates card effect from 

the Deck of Many Things. 

 

Pacifist 
This curse affects those who have killed an innocent 

creature. 

Effect: Every time you attack someone you have to 

succeed on a DC 10 Wisdom saving throw or the attack 

misses. The DC increases by 5 every time you succeed on 

it and becomes 10 whenever you miss. 

Removal: Only by remove curse, greater restoration, 

wish, divine intervention or The Fates card effect from 

the Deck of Many Things. 

 

Pale Moon 
This curse affects those who hate nobles. 

Effect: You become a vampire. 

Removal: A simple remove curse will not be enough. 

You have to be exposed to sunlight or thrown into running 

water and then have remove curse cast on you. 

 

Pedlar’s Curse 
This curse affects those who like to bargain a lot. 

Effect: You can never tell if a bargain is good and you 

can never appraise items correctly. You automatically fail 

every Wisdom (Insight) check made to assess the asking 

price of an object. 

Removal: Kill a merchant. 

 

Pelle Notas 
This curse affects anyone with tattoos. 

Effect: Your tattoos start crawling through your skin, 

becoming alive. If your skin is exposed, you have 

advantage on Charisma (Intimidation) and disadvantage 

on Charisma (Persuasion) checks. 

Removal: Take fire damage equal to your level or higher 

by one instance of damage. 

 

Perpetual Presence 
This curse affects those who are too sure of themselves. 

Effect: At random moments throughout the day, you feel 

a presence staring at you, but you cannot locate it. When 

sleeping (unless you are under the effects of a magical 

sleep), you regain hit points by rolling hit dice instead of 

regaining all of your lost hit points. At the end of a long 

rest you still regain half of your maximum hit dice. Also, 

you have disadvantage on Wisdom (Perception) checks 

since your mind is always occupied with finding out who 

is staring at you. 

Removal: Stay awake for 3 (1d4 +1) days. 

 

Personal Cloud 
This curse affects extremely happy creatures. 

Effect: A small cloud of rain follows you all the time 

even indoors. You suddenly feel extremely sad all the time 

and have disadvantage on Wisdom, Intelligence and 

Charisma saving throws. 

Removal: Persuade someone to accept the cloud over 

them. If they do, the cloud moves over to them. 

 

Phantom Pain 
This curse affects brave creatures. 

Effect: You cannot enter abandoned houses, churches, 

old temples, tombs and places that are rumored to be 

haunted because you are too afraid of ghosts. 

Removal:  Deal the killing blow to an undead. 

 

Pureblood 
This curse affects half-elves and half-orcs. 

Effect: If you are a half-elf, you become a high elf. If you 

are a half-orc, you become an orc. 

Removal: Only by remove curse, greater restoration, 

wish, divine intervention or The Fates card effect from 

the Deck of Many Things. 

 

Pyrophobia 
This curse affects brave creatures. 

Effect: You are frightened whenever you see fire. You 

have disadvantage on any saving throws to remove the 

condition. 

Removal: Succeed on ten saving throws after being 

frightened from fire. 

 

Ravenloft Syndrome 
This curse affects creatures with high charisma. 

Effect: You become a trusty servant to the first unknown 

person you meet. You will die for them and you will 

ignore your faiths and beliefs in order to complete their 

desires. 

Removal: Your new master dies. 

 

Regium Vivat 
This curse affects creatures of lawful alignment. 

Effect: You want your country's ruler dead and will 

attack them on sight. You are not aware of that until you 

see them. 

Removal: Only by remove curse, greater restoration, 

wish, divine intervention or The Fates card effect from 

the Deck of Many Things. 

 

Rotten Mouth 
This curse affects those who greatly enjoy food and 

drinking. 

Effect: Food and drinks cannot satisfy you. You can only 

eat raw meat and drink salty water. Both taste terrible. If 

you try to consume any other type of food or any other  

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 
 

type of drink, it burns your internal organs dealing 3 (1d6) 

necrotic damage for every bite or gulp you take. 

Removal: Breaks after a month. 

 

Safe Strikes 
This curse affects those who use weapons that deal 

piercing damage. 

Effect: If you miss an attack, you must make the next 

attack against yourself. 

Removal: Be reduced to 0 hit points by dealing the final 

blow yourself. 

 

Sentient Ore 
This curse affects barbarians, bards, fighters, sorcerers 

and wizards. 

Effect: The next weapon you wield becomes sentient 

with the following mental stats: Wisdom 16, Intelligence 

18, Charisma 14. You cannot unequip the weapon by any 

normal means. The weapon will always try to convince 

you to murder random creatures at the DM’s discretion. 

Removal: Only by casting remove curse, greater 
restoration, wish or divine intervention on the weapon. 

 

Size Matters 
This curse affects anyone. 

Effect: After a long rest, roll 1d20. On a 1-9, you suffer 

the effects of Reduce from the enlarge/reduce spell. On a 

11-19, you suffer the effects of Enlarge from the 

enlarge/reduce spell. On a 10 or a 20 nothing happens. 

Removal: Roll a 10 or a 20 on the d20. 

 

Sleep-murder 
This curse affects those who kill without guilt. 

Effect: When you attempt to complete a long rest, you 

sleepwalk and seek to murder a person that is not known 

to you. You cannot recall any of this. At dawn, you must 

succeed on a Constitution saving throw (DC 10) or you do 

not gain the benefits of the long rest. 

Removal: Drink a goliath’s or an orc’s drop of blood. 

 

 
 
 
 
 
 
 
 
 
 
 
 

Society's Plague 
This curse affects chaotic creatures. 

Effect: You begin laughing uncontrollably whenever you 

try to communicate with another creature. 

Removal: Kill a jester. 

 

Soulswap 
This curse affects narcissistic creatures. 

Effect: The next creature you touch swaps souls with 

you. 

Removal: You have to kill the other creature or have 

remove curse cast at the same time on both of you. 

 

Spectral Bane 
This curse affects anyone. 

Effect: You lose your racial traits and turn into a . 

You cannot communicate, but you can understand the 

languages that you spoke before. You cannot write, but 

you can nod affirmatively or negatively. After 100 days, 

you lose your sanity and will start hunting down your 

allies. 

Removal: Only by wish, divine intervention or The Fates 
card effect from the Deck of Many Things. 

 

Strider 
This curse affects creatures that have less than 30 feet of 

walking speed. 

Effect: Your speed is doubled while in combat, but you 

must use your full movement in your round or you will 

suffer one level of Exhaustion. 

Removal: Only by remove curse, greater restoration, 

wish, divine intervention or The Fates card effect from 

the Deck of Many Things. 

 

Stronk 
This curse affects creatures with high Strength. 

Effect: After you land a critical hit, your Strength score 

is reduced by 1d4. 

Removal: Drink a Potion of Fire Giant Strength. 



Sudden Fool 
This curse affects highly intelligent creatures. 

Effect: Every dawn you have to roll a d20. On a 1, you 

suffer the effects of feeblemind. 

Removal: If you succeed on 20 rolls, the curse cannot 

take place. 

Taberna Ignis 
This curse affects those who frequent inns. 

Effect: After sleeping at an inn, the inn burns down a 

week later. 

Removal: Only by remove curse, greater restoration, 

wish, divine intervention or The Fates card effect from 

the Deck of Many Things. 

Talking Head 
This curse affects creatures with persuasive skills. 

Effect: When you try to say something, you say the exact 

opposite of what you wanted to say, but you are not aware 

of it. 

Removal: Breaks after two weeks. 

Thin Skin 
This curse affects anyone. 

Effect: You are vulnerable to cold damage and if you are 

reduced to 0 hit points by cold damage, you die. 

Removal: Be reduced to 0 hit points by fire damage. 

Toxic Commis 
This curse affects those who cook. 

Effect: Any consumable you cook or gather is poisoned 

(even water) and deals 3 (1d6) poison damage to 

whomever consumes it. 

Removal: Consume something you cooked or gathered 

every day for a week. 

Trickster’s Remedy 
This curse affects those who fight dirty. 

Effect: You deal 0 damage to any creature that does not 

carry a weapon. 

Removal: Only by remove curse, greater restoration, 

wish, divine intervention or The Fates card effect from 

the Deck of Many Things. 

Trusty Betrayal 
This curse affects anyone. 

Effect: After you make an attack, a piece of your 

equipment disappears. The DM determines what 

      kind of equipment that is (armor, boots, 

   gloves, helmet, main weapon or off-hand 

    weapon/shield). 

         Removal: Successfully unequip an 

item after one of your items 

    disappears. 

Twinsanity 
This curse affects creatures with no siblings. 

Effect: An illusory duplicate of yourself appears in your 

space, sharing all your statistics and abilities. You have no 

control over it and it acts friendly towards you, offering to 

help on whatever you are doing at the time. Your illusory 

duplicate is plotting your murder. 

Removal: Kill your illusory duplicate first. Remove curse 

and greater restoration do not work. 

Vox Populi 
This curse affects stealthy creatures. 

Effect: Whenever you talk, your voice booms up to three 

times as loud as normal. 

Removal: Do not speak for two days. 

Wild-casting 
This curse affects creatures that can cast spells. 

Effect: Every time you cast a spell you roll 1d100 and 

consult the Wild Magic Surge table. 

Removal: Roll a 1 or a 100 on the d100. 

Cursed Items 
Curses can be inflicted to others through various  

means, but the most straight-forward and hassle- 

free way is upon contact with a cursed object.   

Below is a relatively short list of items that  

can be used to curse party members. 



DISEASES 

iseases are a subject that is not explored in 5th 

Edition. They can be many things; from the 

main point of a quest to just a hindrance to the 

party. They can be contracted in a variety of 

ways and become lethal, depending on how 

aggressive the disease is and how far from a 

healer the infected creature is. This section includes 

numerous unique diseases, along with their effects, 

symptoms and treatments. 

Guide to Diseases 
In order for a creature to avoid contracting a disease, a 

Constitution saving throw is in order. Each disease has a 

different Constitution save DC. If a creature succeeds on 

the saving throw, they are not affected by the disease, 

unless stated otherwise. 

The tier of a disease indicates how dangerous it is. 

Consult the Disease Eligibility table below to determine 

when a disease is appropriate for a player’s character. 

Clarifications: 

• Immunity to diseases renders a creature immune to

Tier 1 and Tier 2 diseases and grants them advantage

on their saves for Tier 3 diseases and up.

• Spells, abilities and magic items that cure diseases may

cure the diseases described in this section (unless

stated otherwise), but for Tier 3 diseases and up, the

caster must succeed on an ability check using their

spellcasting ability (DC equals the Constitution saving

throw) or the disease is not cured.

• Whenever a disease refers to a Constitution saving

throw, the DC is equal to the Constitution save DC of

the disease.

• Downtime does not grant advantage on Tier 3 diseases

and up.

Diseases: Tier 1
Tier 1 diseases are the most common diseases and they 

rarely cause death. 

Cold Feet 
This disease restricts movement. 

Constitution Save DC: 11 

Symptoms: Dark circles under the eyes, insomnia, pale 

skin and shivering. 

Effects: The victim's speed is halved. If a victim affected 

by cold feet tries to take the Dash action, they have to 

succeed on a Constitution saving throw or they are 

knocked prone and take 3 (1d6) poison damage. 

Treatment: The victim can repeat their Constitution 

saving throw every 8 hours while they remain warm and 

rested. On a success, they are cured. 

Empty Mouth 
This disease causes speech loss. 

Constitution Save DC: 12 

Symptoms and Effects: The victim becomes unable to 

speak, bleeding from their mouth whenever they attempt 

to do so. They can still communicate in written form or 

telepathically. 

Treatment: A water-based potion with honey and salt. 

King's Cough 
This disease causes a series of coughs whenever the 

victim strains themselves. 

Constitution Save DC: 8 

Symptoms: Coughing; red scars appear around the 

victim's forehead, resembling a crown. 

Effects: When a victim has to make an Ability check or 

an attack roll they must succeed on a Constitution saving 

throw (DC 8) or use up their action to cough. 

Treatment: If the victim rests well for 3 (1d4 + 1) days, 

the disease goes away. 

White Fever 
This disease causes exhaustion. 

Constitution Save DC: 10 

Symptoms: Hypothermia, pale skin and vomiting. 

Effects: The victims suffer one level of exhaustion every 

time they fail the Constitution save DC. The victims 

repeat their Constitution saving throw at the end of each 

long rest, reducing their exhaustion level by one on a 

success or increasing it by one on a failure. 

Treatment: The victim must succeed on enough 

Constitution saving throws to reduce their exhaustion 

levels to 0, then they are cured. 



Diseases: Tier 2 
Tier 2 diseases are not as common as the diseases of Tier 

1. They are mostly non-lethal, but might cause death if left

untended.

Black Adder 
This disease multiplies the pain suffered by the body. 

Constitution Save DC: 13 

Symptoms: The victim gets bite marks all over their 

skin. 

Effects: The victim is considered poisoned until they are 

cured. Whenever they take any amount of damage, the 

victim takes an additional 2 (1d4) poison damage. 

Treatment: The victim has to rub the blood of a snake 

on their wounds. They will be cured after a long rest. 

Bloodeyes 
This disease causes blindness. 

Constitution Save DC: 10 

Symptoms: The victim's eyes turn pale red. 

Effect: The victim loses their ability to see and is 

considered blind. 

Treatment: Apply drops of a mixture made from salt 

water, honey and goblin saliva two times per day for 3 

(1d4 + 1) days. 

Jester's Laughter 
This disease forces the victim to cough, producing sounds 

of laughter. 

Constitution Save DC: 13 

Symptoms: The victim gets a fever and coughs, 

producing sounds of laughter. 

Effects: The victim has to repeat their Constitution 

saving throw every hour, taking 5 (1d10) necrotic damage 

on a failure and start uncontrollably laughing until the 

next Constitution saving throw. While laughing this way, 

the creature cannot speak. 

Treatment: The victim has to consume warm milk and 

honey with a drop of holy water each time they cough. 

They have to do this three times to be completely cured. 

Silent Night 
This disease causes sleep issues, but cannot affect 

creatures that are immune to sleep. 

Constitution Save DC: 12 

Symptoms: The victim tends to oversleep and cannot 

wake up by normal means. 

Effects: Whenever you attempt a long rest, you can only 

wake up if you take damage and not before completing 

the long rest. 

Treatment: The victim has to stay awake for three days 

straight. 

Diseases: Tier 3 
Tier 3 diseases are notorious for causing deaths in areas 

where there is little to no access of medication. There 

have been cases of such diseases completely wiping out 

small communities. 

Deadface 
This disease ruins a victim's face and skin. 

Constitution Save DC: 14 

Symptoms: The victim's face starts melting off of their 

head gradually. 

Effects: The victim has disadvantage on all Charisma 

checks (except for Intimidation). If the victim is not cured 

within a day, the skin on their body starts to melt off too. 

The victim's maximum hit points are reduced by 11 

(2d10) every 24 hours. 

Treatment: The victim has to rub brass dragon's blood 

on their wounds. 

Rotskin 
This disease makes the victim smell incredibly bad, 

almost sickening. The disease itself might cause rot on 

some vulnerable body parts. 

Constitution Save DC: 15 

Symptoms: The victim smells incredibly bad. The skin 

around an open wound turns purple and the victims tend 

to vomit a lot. 

Effects: When a victim contracts this disease, everyone 

around them in a 15-foot radius has to succeed on a 

Constitution saving throw or contract rotskin. If someone 

succeeds on their Constitution saving throw they are 

immune to the disease for 24 hours. If the victim takes 

any amount of damage while under the effects of rotskin 

they suffer an additional 11 (2d10) necrotic damage. The 

victim repeats the Constitution saving throw after a long 

rest. 

Treatment: There is no treatment for rotskin. The 

victims have to succeed on a Constitution save DC to cure 

themselves. 

Rusty Bones 
This disease weakens the bones of a victim. 

Constitution Save DC: 15 

Symptoms: The victim begins to have trouble moving 

their limbs. Moving worsens the condition. 

Effects: The victim takes 2 (1d4) bludgeoning damage 

for every 5 feet they move. If they suffer more than 10 

bludgeoning damage from this effect on their turn, the 

damage die increases to a d6 and so on (up to a d12). If 

the victim drops to 0 hit points while affected by this 

disease, their speed is reduced to 0 until they are cured. 

Treatment: The victim has to stop moving for at least 24 

hours. Also, the victim has to acquire bone dust from an 

undead, mix it with manticore's milk and apply it on their 

body. The victim can repeat the Constitution saving throw 

24 hours after the application. On a success they are 

cured, otherwise they have to repeat the process. 



Vampire Taint 
This disease makes the victim extremely vulnerable to 

running water and sunlight, much like a vampire. 

Constitution Save DC: 16 

Symptoms: The victim's skin turns extremely pale and 

their teeth start weakening and hurting. The victim has 

trouble digesting most solid food. 

Effects: The victim suffers 20 radiant damage if they 

start their turn in sunlight, also the victim suffers 20 acid 

damage if they end their turn in running water. If the 

disease is not cured within a week, the victim loses all of 

their teeth. If the victim consumes non-liquid food they 

immediately throw up. The victim can repeat the 

Constitution saving throw once every dawn, ending the 

effects on a success. 

Treatment: The disease proves fatal for the victim after 

a month if it is not cured by a successful Constitution 

saving throw. 

Diseases: Tier 4 
Tier 4 diseases are incredibly dangerous. They do not 

always lead to death, but they can make one wish for it. 

Eyes of the Ivy 
This disease causes extreme hallucinations. 

Constitution Save DC: 17 

Symptoms: Green veins pop around the faces of the 

victims and their behavior changes dramatically. 

Effects: The victim's vision turns blurry and everything 

around them looks colorful. They cannot discern faces 

and they cannot understand spoken language. At each 

dawn, the victim can repeat the Constitution saving throw 

with disadvantage, ending the effects on a success. If they 

fail, the effects of the disease are worse the next day. If 

the victim is not cured within 2d6 days they suffer the 

effects of feeblemind permanently. 

Treatment: There is no known cure, apart from 

succeeding on the Constitution saving throw. 

Hollow Head 
This disease ruins the mind and memories of a creature. 

Constitution Save DC: 18 

Symptoms: The victim starts forgetting small things and 

then gradually forgets everything within a time frame. 

Effects: The victim forgets small things like faces of 

people that they rarely encounter. Within a week, the 

victim forgets very important facts like their parents' 

names, how old they are etc. Within a month, they cannot 

remember their own name and they cannot create new 

memories. 

Treatment: The victim has to drink the blood of a mind 

flayer. The mind flayer has to be alive at the time the 

victim consumes the blood, otherwise the victim is not 

cured. 

Ruin Roulette 
This disease randomly ruins parts of a victim. 

Constitution Save DC: 16 

Symptoms: The victim suffers random disabilities every 

day without a distinguishable pattern. 

Effects: After contracting the disease, the victim rolls 

1d6 at the end of every long rest. Consult the Ruin 

Roulette Effects table below to determine the effects of 

the disease after each long rest.  

Treatment: The victim has roll the same effect twice in 

a row. They are cured after 8 hours. 

Touch of the Cockroach 
This disease is extremely deadly to creatures with low 

constitution. 

Constitution Save DC: 18 

Symptoms: The victim feels weak and tends to vomit a 

lot. Weird scars appear on the victim's skin. 

Effects: Every 1d4 hours (rolled after each Constitution 

saving throw) the victim has to succeed on a Constitution 

saving throw or take 35 (10d6) necrotic damage. On three 

successes within a day, they are cured. If they are reduced 

to 0 hit points from this damage, all creatures within 100 

feet radius around them has to make a Constitution 

saving throw. On a failure they contract the disease. On a 

success they are immune to the disease for a week. 

Treatment: Either succeed three times in one day on the 

Constitution saving throw or consume a drink made of 

mold from the back of a purple worm. 



Diseases: Tier 5 
Tier 5 diseases are almost curses that affect the 

unluckiest of creatures. There is no known treatment for 

them and can lead to devastating effects. The only way to 

cure Tier 5 diseases is through magic, but lesser 

restoration does not seem to work. 

Chains of Decay 
This disease causes extreme decay to your limbs and 

eventually to the whole body. 

Constitution Save DC: 22 

Symptoms: Fingers start to rot and decay extremely 

fast. Within a day a creature with weak constitution may 

lose their fingers. Within a week an arm. Within a month, 

their whole body collapses. 

Effects: The victim's Constitution score decreases by 1 

every day. 

Treatment: — 

Erebus
This disease drives a creature to insanity. 

Constitution Save DC: 23 

Symptoms and Effects: This disease has three phases. 

During the first phase, the victim will stop recognizing 

face characteristics. Instead of a face they start seeing 

blank skin. In the second phase, the victim is unable to 

hear voices. They can hear sounds normally, but they 

cannot seem to be able to perceive voices. In the third and 

final phase, the victim cannot see other creatures. The 

effects are permanent. 

Treatment: — 

Fool's Curse 
This disease causes extreme pain and ruins the victim's 

body very fast. 

Constitution Save DC: 19 

Symptoms: The victim experiences pain in random 

instances throughout the day. Organs may be affected and 

eventually ruined, ultimately causing death. 

Effects: Every 1d12 hours you must succeed on a 

Constitution saving throw or your maximum hit points are 

reduced by 28 (8d6). 

Treatment: — 

Scythe Sweep 
This disease slowly infects creatures and suddenly kills 

them all. 

Constitution Save DC: 21 

Symptoms: The victim’s nails turn black and their teeth 

rot and fall off within a day. 

Effects: This disease has a countdown of one month 

since it infects its first victim. Anyone within 60 feet of the 

victim at any time must succeed on a Constitution saving 

throw or be infected, too. On a success, they are immune 

to the effects of scythe sweep for 24 hours. When one 

month passes since the first victim, all creatures suffer 

the effects of power word kill. 
Treatment: — 



ALTERNATIVE OPTIONS TO DEATH 

ad things happen to all of us; death is one of 

them – and it plays a major role in Dungeons & 

Dragons. It makes every choice count, every 

battle intense and every interaction important. 

It is the spice of roleplaying; your players know 

that death exists and that is what makes them 

heroes. But, sometimes, dying from falling off a cliff or by 

a lucky critical hit is not that heroic. Below, you can 

explore several ways to treat death so that player 

characters are given a second chance and survive after an 

experience that should have normally killed them. 

Death Alternatives 
Having a death alternative may put the players at ease 

and allow them to act more recklessly – that is not always 

good. To keep the threat of death alive, it is suggested 

that each character is granted only one death alternative 

per campaign (meaning the second time they die, they 

actually die). If you want your characters to keep rolling 

alternatives, then simply change one entry on each Death 

Table with "Death". 

Heroic Deeds (Optional Rule) 
When a character attempts something extremely heroic 

and survives, reward them with a Heroic Deed. 

Characters can expend their Heroic Deeds to roll on the 

Death Tables instead of dying. Determining when to 

award a Heroic Deed is up to the DM. It is suggested to 

cap the Heroic Deeds number to one per character, 

similar to how inspiration points are allocated. 

Death Tables 
To figure out what happens instead of dying, first you 

have to determine the cause of apparent death. To do so, 

consult the titles of the following tables and roll on the 

appropriate ones. Each effect is detailed to explain what it 

actually means mechanically-wise. 



Dealing with Death 
There is another alternative in which the player character 

does not suffer any effects (but they are still bound to die). 

Instead, if they have unfinished business in the living 

world, they can make an actual deal with Death and come 

back temporarily as a vengeful spirit. 

Normally, Death does not make deals; it has to be a 

special kind of situation for Death to bargain some  

extra time with someone. The details can be  

arranged by the DM. Below are a few deals  

that Death would propose. 

Vengeful Spirit
The player character returns to life as a vengeful spirit to 

do Death’s biddings. They lose all of their racial traits and 

instead gain the following: 

Ability Score Increase: You increase one of your stats by 

2 and a different stat by 1. 
Borrowed Time: If you deviate from the goal Death set 

for you, Death can instantly terminate their deal with you. 

Upon termination, you die permanently. 

If you accomplish your goal as a vengeful spirit, you die 

after 24 hours have passed. If you die while in your 

vengeful spirit form, you die permanently; Death does not 

deal twice. 

Ethereal Silhouette: You look as if you do not belong 

into this world. You gain advantage on Charisma 

(Intimidation) checks and disadvantage on Charisma 

(Persuasion) checks to appear friendly. 
Undead Nature: You no longer need food or water to 

sustain yourself and you do not age. Additionally, you are 

vulnerable to radiant damage. 

Vengeful Link: Once per long rest, you can designate a 

target as a bonus action. You add your proficiency bonus 

to your damage rolls against the designated target. 

Additionally, whenever the designated target moves 

away from you, their speed is halved until the start of their 

next turn. If you drop the target to 0 hit points, you regain 

hit points equal to the creature's Constitution score. 



Death 

If one is bold enough, they can attempt to defeat Death itself... 



APPENDIX 

Appendix A: Core 
Rulebook Stat Blocks 
Searching up each of this supplement’s referenced stat 

blocks one by one can become pretty annoying; we know 

that. This section’s stat block summaries are provided 

with permission by the OGL (Open Gaming License, 

Version 1.0a) and presented as seen in the SRD5 

(System Reference Document 5.1) for your convenience 

and/or in case you do not own the referenced material. 

Note, however, that there are a few – which we do not 

have jurisdiction to distribute – missing. 

Gladiator 

Knight

Mage 



 

 
 

Mastiff 

 

 

 
 

Night Hag 

 

 

 

Noble 

 

 

 



Treant 

Young Gold Dragon 

Appendix B: 
Missing Entries
This supplement’s referenced stat blocks that belong to 

external (core rulebook) sources are listed below: 



Appendix C: Spell Sources 
All the spells referenced in this supplement can be found 

in the Player’s Handbook, exept for the ones in the table 

below: 

Appendix D: Sorted NPC 
Presets by CR 
Below you can find all of this supplement’s NPCs in 

Challenge Rating order for easier level management. 



FINAL WORD & LEGAL STUFF 

We initially intended to insert recommended stat blocks 

on all NPC presets, but decided to create original ones for 

most of them during development. That said, we left a few 

as originally planned, in order to save time (and cost) and 

because the recommended stat blocks actually suited 

them perfectly. 

Make sure to check out the 

medieval music mix uploaded on 

Realm of Dementia’s YouTube 

channel, that was specifically 

compiled to accompany this 

supplement. 
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Our world is shrouded by a veil. A veil that protects us from the wickedness of the unknown 

and the horrors of the incomprehensible. Devils and gods, demons and tricksters, the holy and 

the unholy, they are everywhere around us, unseen by mortals. But the veil grows thinner and 

the nights grow darker. They walk among us and away from us. They inhabit mountains and 

islands, bridges and sewers. They are inside our houses and our temples, above us in the sky 

and below us within the oceans. 

 

They are the yōkai. 

 

THE YŌKAI COMPENDIUM is a bestiary inspired by apparitions and demons of the Japanese 

folklore, taking a plethora of shapes and forms spanning from lowly beasts to maddened gods. 

 

 

 

 

 

 

 

 

 

 

 

 
 

Summon the dead at your side, command devils and demons, leap through the shadows and 

become evil incarnate in this supplement for the world's greatest roleplaying game. 

 

THE DARK ARCHETYPES consists of subclasses for each official class, along with magical items, 

spells and minions. Several new mechanics are introduced and the subclasses are built 

thematically and playtested to achieve balance. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 
 

 

 

 

Do you find 5th edition lacking in poisons? 

Do the poisons in the Dungeon Master's Guide not cover your needs? 
 

Poisons are a tool more than a weapon. They are used to seal deals, sign contracts, decide 

who reigns and who falls, control people and manipulate countries. The art of poisoning is a 

delicate one and there are many facets one must consider before delving deeper. 

 

Poison your campaign with the TOME OF POISONS; 50 detailed, unique poisons to enrich your 

experience.
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