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Peacesmith Story Award

Chosen by the Peacestone

e Extraordinary Long Lifespan

* Free Lodging at Emudomier’s Peacesmith
Guild

2o

Peacesmith Principles

1. Honest
2. Respectful
3. Kind

4. Takes only what is given willingly and
enthusiastically, with the person's full
understanding

5. Attempts to negotiate peace

Negotiation Techniques

DM signature for Chosen by the Péa(;éétone Story Award

Peacesmith Negotiator

* Novice Negotiator

S e o

DM siﬁnature for Peacesmith Neﬁé‘)tia:fér Stoz Award

to help with principle number five
Listen More Than Speak

Listen to their concerns, obstacles, and goals.
Quiet your own thoughts so you can truly hear.

Ask

Ask questions that can not be answered with a
"yes" or "no." These questions usually start with
"What," "How," "When," and "Where" and can
lead to far more information.

Validate What They Say

Repeat what you hear them saying, in your
own words, it's validating and shows your
understanding. They'll correct you if you don't
have it quite right but they will know you are
trying to hear them.

Focus on the Problem

Accusatory “You did...” word choices shut
down conversations or derail negotiations
because the listener feels they need to spend
energy defending past behaviors. Saying things
like "When ____ happened...," focuses on the
problem, not the person, and provides an
opportunity for the other person to have an
active role in future problem-solving.

You Do Not Have the Answers, They Do
Don't give advice and avoid the words "should,"
"have to," "need to," and "must;" they ignore
personal wisdom and choice. Allow them to tell
you what will work best for them and find a
common solution or compromise all parties are
open to.

Respect Autonomy

Part of negotiations is the likelihood of hearing
"No." That is not a failed negotiation, it is one of
many possible outcomes.

Be Patient

As long as the parties are willing to come
back to the table to negotiate at a future date,
negotiations are still open.

Check In

Even after a solution has been agreed upon

by all parties, more communication may be
necessary to maintain the agreement. What is
working? What adjustments are needed, if any?

BLEEDING GATE




From the Journal of the Paragon, Peacesmith

On Anger and | § on Happiness
the Value of All Life

Mistakes are Easy, | J :
Change Takes Work .

- When You Can't Help

Q

On Autonomy
Heroics and Adventu rcej.ﬁ-_”

“Where Peace is Found

On Self-Improvement

 On Death and Living Life

Negotiation
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DREAM CHAOTIC SCRIBBLING
BLEEDING GATE: PANDEMONIUM

Print following page.
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BLEEDING GATE: AMALGAMATION
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Bleeding Gate,
Far Realm Effects
Tents

Page 1/3,

Chaos bleeds through
the open gate taking
up a 5 ft space. On
the each round the
space enlarges to
cover 5 more ft on all
sides. Any creature
within this area
experiences 1 of the
following effects.
These tents can help
you keep track of the
effects.

|
:((

I9WQ

2 | one round

4 | one round

6 | one round

8 | one round

Sinking Sand. The
environment becomes
the texture of sand,

1d20
Roll

Affect
Duration

sloping toward the
ground below the

portal which has
become a sink hole.
If a creature moves

— ——

Gravity Falls. Gravity

I is decreased, making
creatures float
uncontrollably, 10

I feet above the ground.
Flying creatures

I float uncontrollably.
Just as in space, any

they must make a Dex | force will send the

(Acrobatic) DC 12
| saving throw or fall
prone & slide 10 ft

acting creature in the
I opposite direction.

Bounce Back. Any
attacks made do no
damage to the target
but instead bounce
back to heal the
attacker for the same

| amount of hit points.

— —

Wound Benefit. Any
| wounded characters

are no longer in pain

& instead feel better
| than they ever have.

They gain advantage
| to attacks.

toward the sink hole.
PRI - — — o — - — — - — — —

I
1 one round of

| rain. Coins
remain.

! Coins from Heaven.
Gold falls from the

| sky; roll a % die &
1d10 for the amount

| of gold. The coins hit
all creatures within
the area of effect for

| 1d6 damage

- == =

|{ ISOVHD 4O
\J3LSYW

3 | one round

— —

5 | one round

7 | one round

9 | one round

Burning Snow. Snow
| falls from the sky. All
hairless creatures
touched by the
burning snow receive
| 2d6 damage. Any

character with hair
| or no head covering

receives 1/2 damage,
| & lose any exposed

hair, until it grows
 back naturally.

.

All Exalt. Everything
that is vocalized
sounds like, “Lord
Saultrophine, Master
of Chaos.”
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_fire damage.

Karma Fire. Each
creature catches

fire but does not
receive damage. Their
attacks are made at

disadvantage. If hit by

a melee attack they

receive the damage as

normal however the
attacker also receives
an equal amount of

BLEEDING GATE

.

Health Hurts.
Any uninjured
characters within
the area of effect
are in excruciating
I pain. They take 1d6
psychic damage &
I their attacks are at
disadvantage.

_I
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Bleeding Gate, "

Far Realm Effects |
Tents Page 2/3 |

Chaos bleeds through
the open gate taking
up a 5 ft space. On |
the each round the
space enlarges to |
cover 5 more ft on all
sides. Any creature |
within this area
experiences 1 of the

. | | !
following effects. C 11 | oneround ' 13 ends after 15 ends after . I permanent
These tents can help Pt “rall. An | gate is closed | successful — T75mp100ey. 1d8 !
you keep track of the | ) . saving throw .
effects. invulnerable bubble Constitution. : ; zombies appear. Each

appears, for each Gain advantage on Zombie Sprouts. | corpse killed, pops |
1d20 Affect character in the area. l Constitution saving Zombie hands reach in an explosion of
Roll Duration On a failed DC 13 throws. up from the ground. | confetti, leaving 1d20
Dex saving throw it | All creatures touching gold & 1d4 healing
absorbs a character the ground must make | potions. |
| who will only be aware | a DC 15 Dex saving
of the inside(a warm throw or be grappled.

lake, masquerade ball, | | |
etc). When the round

ends they pop & cause . —_ — = — —_ —
1d6 falling damage. |_ + +

10 ends when
| hit points
reach O

.—.—1————_—ﬂ_——_

| | | |
Druid Owlbear Party. 1 | |
| All creatures make a |
DC 15 Con saving H
| throw or become an L |
|
|

| | |
1 T 1
owlbear. They have 14 ends'after i I one round i 18 I one use |
the max points of an 12 ends after | gate is closed Fighting Words. Tit for Tat. The last
| owlbear but keep their gate is closed K Dexterity. Gain | All creatures get 1 | player character |
Wis, Int, & Cha stats. . . advantage on bonus attack, just by | affected by an Eye
Wisdom. Gain . . . h . .
| They can not speak . Dexterity saving speaking. Their voice =~ Ray attack gains that
advantage on Wisdom o
or cast spells, they | throws. | sends sound-waves | ability for 1 use.

saving throws. powerful enough to

| become a 1d8 ranged | |
| bludgeoning attack
against the creature

attack as an owlbear.

When their hit points
| reach O, they return

to their original form \

| with the hit points | | they speak to. | |

they had before the \

| transformation. L — — — — 1 - - - - 4L - - = — 4
_ = — — d

NOT FOR RESALE. PERMISSION GRANTED TO PRINT OR PHOTOCOPY THIS DOCUMENT FOR PERSONAL USE ONLY. BLEEDING GATE PAGE 15



NOT FOR RESALE. PERMISSION GRANTED TO PRINT OR PHOTOCOPY THIS DOCUMENT FOR PERSONAL USE ONLY. BLEEDING GATE PaAGE 16



Bleeding Gate,
Far Realm Effects |
Tents Page 3/3 |

Chaos bleeds through I
the open gate taking

up a 5 ft space. On |
the each round the
space enlarges to

cover 5 more ft on all
sides. Any creature |
within this area
experiences 1 of the

following effects.

20 |

|
I
These tents can help i

you keep track of the
effects.

1d20 Affect
Roll Duration

19 | permanent

Seer. DM or a player

| character is gifted with |
insight into how(not

| when) a randomly |
picked creature will

| die. The DM can use |
the insight in future
campaigns & the

l player may choose to l
allow it to affect their

| character long after |

I_this campaign.

— = = = 4
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These tokens can be cut out, folded, and used as
NP C, ENCOUNTER, AND minis for your game. Each token lists the creature’s
name, if it is a “Far Realm Effect,” and what module

FAR RE ALM EFFECT TO I{EN the creature appears in. If the module isn't listed

then it is possible for the creature to appear in all

MINIS three.
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MAPS

The following maps are formatted to fit onto two
to four 8.5x11(letter) paper. They can be taped or
laminated together.

The maps will print double-sided on 8.5x11(letter)
paper, by module. For example, Bleeding Gate:
Pandemonium has three maps. Map 1 will print with
Map 2 on the back. Map 3 will print, single-sided.
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BLEEDING GATE: AMALGAMATION
Sewer Campsite Map 1of 2 Py é{
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Sewer Campsite Map 2 of 2 .
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BLEEDING GATE: AMALGAMATION
Border Forest Clearing Map 1of 4
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BLEEDING GATE

FOR USE WITH THE FIFTH EDITION PLAYER'S HANDBOOK,
MONSTER MANUAL, VOLO'S GUIDE, AND DUNGEON MASTER'S GUIDE

(GuiLD m
Ce

In a world overwhelmed by
violence Emudomier’s people
strove to live in isolation,
practicing compassion and peace.
When they break their solitude,
in order to broaden peace, they
become targets of an enemy bent
on tipping the balance within Toril
toward chaos. Can your party,

a pregnant tiefling, and those
who have accepted the calling of
“Peacesmith” stop the chaos of the
Far Realm from bleeding through
and overtaking the Forgotten
Realms?



