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Hidden away from prying eyes, the faithful of 
the Righteous Plague gather in their unholy 
places. They call on him by name, and entreat 

him to send his diseases and blights to their foes. They 
call on him by name, and beg to be reprieved from his 
epidemics. They call on him by name, and plead to be 
spared from the ravages of the plagues he bestows. They 
call on him by name...

BUBONICA
...Chaos God of Disease, Plague, and Pestilence.
Described herein with his adherents for First 5 Fantasy 
Roleplaying and other Basic OSR games. 
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“Who will been holle and kepe hym from sekenesse
         And resiste the strok of pestilence,
Lat hym be glad, and voide al hevynesse, 
         Flee wikkyd heires, eschew the presence
Off infect placys, causyng the violence; 
         Drynk good wyn, and holsom meetis take, 
Smelle swote thynges and for his deffence
         Walk in cleene heir, eschewe mystis blake.” 
         

A Diet and Doctrine for the Pestilence, 
John Lydgate

PUBLISHING
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Pacts with Chaos Gods
There are many reasons for which a mortal might form a pact with 
a Chaos God. Firstly, clerics of Chaotic alignment need a deity to 
grant them spells, but the gods are not just gods of divine spell-
casters. For every cleric, there are many more priests, priestesses, 
shamans, acolytes, and so on, who may have no access to divine 
spellcasting, yet they preach the teachings of their religion to 
their flock. The faithful themselves may have no formal place in 
the hierarchy of a cult or church, and certainly no access to divine 
spells, and yet they too have made a pact of sorts with their god.

In most human and demihuman societies throughout the multi-
verse, the gods of Law and Neutrality are predominantly wor-
shipped by clergy and ordinary folk alike. Their religions have 
high social status, and often form into hierarchical organizations 
- churches, which draw upon vast material resources as well as the 
divine powers of their patron deities. The majority of ordinary 
people in such societies belong to these churches dedicated to 
the respectable gods of Law and Neutrality. It might be said that 
the difference between a church and a cult is social respectability. 
The Cults of Chaos Gods are often persecuted, driven into the 
shadows, hidden away from respectable society. This is not merely 
because ordinary folk are narrow-minded - rather, it is because 
they are afraid. 

And they are right to be afraid. The Chaos Gods tempt mortals 
with promises of terrible power and dark gifts all righteous folk 
would eschew. They are more likely to actively involve themselves 
in the affairs of their mortal worshippers than the socially accept-
able gods of the established churches, and their involvement is 
generally horrific and destructive. Chaos Cults lurk in the shad-
ows, but from the shadows they are most dangerous, building 
their power, spreading their pernicious influence, waiting for the 
perfect time to strike at the mortal society around them. Great 
are the promises of the Chaos Gods to mortals; but great too is 
the price they may claim in exchange for their assistance, for the 
Chaos Gods are fickle and malicious.
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Bubonica
Bubonica is a God of Plague, Disease, and Pestilence. He tor-
ments mortals with his corrupting creations, defacing their physi-
cal forms with pustules and sores, leaving pain, sickness and death. 
He blights beasts and plants too, destroying crops and livestock, 
fathering famines. From his personal plane, he creates sicknesses 
and sends them forth to the worlds of mortals, waging war on the 
creations of Law by blighting them and twisting their forms, per-
fection giving away to decay, life to death, stasis to Chaos.

Even as his plagues lash at them, there are those mortals who raise 
their voices in prayer to Bubonica. Many are prayers of suppli-
cation, the desperate begging to be relieved of their suffering 
or spared infection, offering sacrifices in the hopes that thereby 
Bubonica will be appeased and their families spared the worst of 
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his spite. Less sympathetic are the prayers of praise, by the spite-
ful who delight in the sufferings of their rivals who sicken from 
plague and disease, or worse still, by perverse cultists who laud 
and honour Bubonica in the hopes of being granted command 
of the diseases and pestilences the god sends to the mortal world. 
These cultists, who seek to share in their god’s dark, Chaotic 
power, do Bubonica’s work by helping to spread disease on the 
worlds of mortals, and many outbreaks of plague are either caused 
by or accelerated by the clandestine efforts of Bubonica’s devo-
tees.

Nobody knows what Bubonica truly looks like, since no mortal 
has ventured to his plane and escaped. He is depicted in a variety 
of ways by the cults devoted to him, most commonly in the form 
of a rat or toad, but also in humanoid forms or those of other 
“unclean” animals. On the rare occasions he visits other planes, 
Bubonica broadly takes the form he believes he will be expected 
to take, so that he can be recognized and receive the deference 
due to him as a Chaos God. This avatar form often combines both 
beastial and humanoid elements.

AvAtAr of BuBonicA

AC 2, HD 55** (250hp), Att 1 scythe (2d8) or breath, MV 120’ 
(40’), SV As F30, ML 12, AL Chaotic, XP 32,000, # Appear-
ing 1, Treasure None
• Cleric Spells: The Avatar of Bubonica casts spells as a 

17th level Cleric
• Breath Weapon: The Avatar of Bubonica can belch a 

cloud of noxious gas 50’ long, 40’ wide, and 20’ high 
once per encounter. Save vs breath or take 3d6 damage to 
Constitution (applying any reduction to hit points caused 
by changes to Constitution modifiers instantly). If a char-
acter is reduced to 0 Constitution or below, they die. This 
damage is in the form of multiple simultaneous diseases 
of the most horrific type. These diseases and the Consti-
tution damage can only be restored by magical spells and 
effects like cure disease.
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The Plane of Bubonica
How can one describe the plague of Bubonica? It is a realm of 
famine and pestilence, a dark and corrupted mirror of a mor-
tal kingdom, where the people eternally suffer with plague and 
disease, whose crops fail and livestock die through unspeakable 
blights, where death lingers everywhere but never comes, pro-
longing the agony of the twisted, suffering souls banished to 
Bubonica’s plane. These victim-subjects are the incarnations of 
mortals sacrificed to Bubonica in dark rituals by his cults on the 
worlds of mortals, drawn from across the multiverse to perpetual-
ly starve and suffer. In their agonized bodies, Bubonica incubates 
new and ever more vile creations, fresh diseases to unleash upon 
mortals on their myriad worlds. Some lucky few may be spared the 
full panoply of infections so that their emaciated bodies remain 
strong enough to serve as slaves to Bubonica’s monstrous servants 
- the rot cyclopes and the locustmen.

The landscape of this blighted realm is peppered with hamlets 
of giant shacks, wherein dwell families of rot cyclopes. No more 
than a few families of rot cyclopes live together in the same ham-
let. An indolent but cruel warrior race, the rot cyclopes exist to 
defend their master’s realm and to assist his cults across the mortal 
worlds, and when they are not on assignment, they do little else 
but wallow in their own muck. Each hamlet has dozens of slaves, 
who toil in the surrounding fields to produce just enough edible 
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food to keep their vicious masters well-fed, with 
just enough scraps left over for the slaves them-
selves to subsist in a condition which allows them 
to keep working. Still, these slaves count them-
selves lucky to not be counted among the perpetu-
ally-but-never-dying.

So too do the slaves of the locustmen count them-
selves lucky, although perhaps not as lucky as the 
slaves of the rot cyclopes. Whereas a rot cyclops 
has little interest in the small, unfortunate creature 

which labours to feed it, locustmen often pay 
rather too much attention to their slaves. These 
sadistic creatures often torment their slaves as a 

pastime. The hives in which the locustmen live are 
mostly clustered around the fortress of Bubonica 
himself, making cities of warped and unevenly 
shaped skyscrapers. Each hive houses dozens of 
locustmen families, and unlike the hamlets of the 
rot cyclopes whose slaves are collectively owned, 
each family of locustmen has slaves of their own, 
who labour and live among them in their hives.

Surrounded by this ring of locustmen hive cities, 
Bubonica himself resides in a black keep at the 
heart of the Plague Castle. Guarded by rot cy-

clopes and attended by locustmen servants, Bubonica spends his 
time concocting new and ever more terrible diseases to visit upon 
the mortal worlds. Living incubator slaves of every intelligent 
species in the multiverse are held in cages, dreading the moment 
when they are forcibly infected with Bubonica’s latest invention. 
His locustmen assistants also develop blights and diseases of their 
own, mostly experimenting on beasts and plants brought to the 
plane from every mortal world. When he deigns to hear the en-
treaties of worshippers, and often even when he doesn’t, Bubon-
ica opens portals to other planes, and unleashes his vile creations 
upon their mortal inhabitants.
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Monsters
formAt of monster stAtistics

Monster statistics are presented in green boxes in a “Basic” 
format intended for use with First Five Fantasy Roleplaying, 
Labyrinth Lord™ or Old School Essentials. 
AC = Armour Class, HD = hit dice, Att = attacks, MV = movement in 
turn (round) format in feet, SV = saving throws, ML = morale, AL = 
alignment, XP = experience points for defeating the creature, # Appear-
ing = number appearing when encountered randomly (or in a lair - in 
brackets), Treasure = treasure type to be rolled on the Treasure Table.

Insect Swarm
Huge swarms of insects often precede the arrival of locustmen or 
other servants of Bubonica. Insects are sent to torment those al-
ready suffering, and to weaken those still hale and healthy before 
they are stricken with Bubonica’s diseases.

insect swArm

AC 7, HD 2 to 4 (9/13/18 hp), Att 1 swarm (2 or 4 hp), MV 
30’ (10’) or Fly 60’ (20’) , SV As Normal Person, ML 11, AL 
Neutral, XP 20/35/75, # Appearing 1 (1d3), Treasure None
• Size: 10’ x 30’ area
• Immunity: Only harmed by fire, extreme cold, sleep 

spells, smoke (which drives them away), or other attacks 
as judged by the referee.

• Swarm Attack: Automatically hits and damages charac-
ters within the swarm area. 4 hp damage if unarmoured, 
2 hp damage if armoured.

• Warding Off: Brandishing a weapon at the swarm re-
duces damage by half. Brandishing a torch does 1d4 hp 
damage to the swarm.

• Escaping: Characters keep suffering damage after exiting 
the swarm until they spend 3 rounds swatting the insects 
still biting them! Alternatively, the character can sub-
merge themselves in water for one round to drown the 
insects (they still take damage that round).

• Pursuit: An angry (i.e. damaged) swarm will pursue 
characters until they are out of sight or inaccessible.



9

Locustman
Locustmen are bipedal insectoid creatures, sharing the general 
size and shape of a human, but with otherwise monstrous features 
resembling a giant insect. Cruel intelligence flickers in their eyes. 
Locustmen are sadistic creatures who enjoy inflicting suffering on 
other creatures, especially other intelligent creatures.

LocustmAn

AC 4, HD 2* (9 hp), Att 1 weapon (damage as per weapon) 
or 1 jump (1d4) or 1 spit, MV 60’ (20’) or Fly 180’ (60’) , SV 
As Fighter 2, ML 8, AL Chaotic, XP 25, # Appearing 1d4 
(2d4), Treasure D
• Jump: Locustmen can jump up to 60’ then fly away rath-

er than make an attack. Alternatively, they can jump into 
an enemy, moving up to 60’ to do 1d4 damage (roll to hit 
as usual).

• Spit: 10’ range. The locustman rolls to hit against AC 
9 irrespective of the armour worn by the target. If the 
locustman hits, the target must make a save vs death or 
be covered in stinking spittle, which makes them so vio-
lently ill that they cannot act for 1 turn. Until the spittle is 
washed off, those who come within 5’ of the victim must 
make a save vs death or vomit violently.

• Insectoid: Locustmen resemble giant, human-sized and 
shaped insects. They can pass through insect swarms 
without being attacked or otherwise suffering any ill 
effect.

• Poison Immunity: Locustmen are immune to poison.
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Plague Rat
Rats have carried plagues 
across countless worlds 
throughout the multiverse, 
often undetected in their 
mundane ubiquity.

Whereas ordinary rats are 
only sometimes carriers of 
dangerous diseases, plague 
rats are always carriers. If a 
plague rat successfully bites 
its foe, their foe will sicken 
and possibly even die from 
a horrible disease.

PLAgue rAt - normAL-size

AC 9, HD 1 hp, Att 1 bite per pack (1d6 + disease), MV 60’ 
(20’) or Swim 30’ (10’) , SV As Normal Person, ML 5, AL 
Chaotic, XP 8, # Appearing 5d10 (2d10), Treasure L

PLAgue rAt - giAnt-size

AC 7, HD ½ (1d4 hp), Att 1 bite (1d3 + disease), MV 120’ 
(40’) or Swim 60’ (20’) , SV As F1, ML 8, AL Chaotic, XP 11, # 
Appearing 3d6 (3d10), Treasure C

• Disease: Every plague rat (of both sizes) carries a viru-
lent disease. If a plague rat causes damage to a character 
with their bite attack, the victim must save vs death or 
die of the disease in 1d6 days. A successful saving throw 
indicates that the character falls ill and is bedridden for 
30 days, with a 1 in 4 chance of dying at the end of that 
time. Cure disease can cure victims of the plague, wheth-
er they succeeded on their saving throw or not.
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Rot Cyclops
A rot cyclops is a giant, hulking creature, misshapen and one-
eyed. Its flesh generally appears rancid, and can range in colour 
from yellow to green to grey. Rot cyclopes are the shock troops 
of Bubonica, who guard the Plague Castle and are sent out across 
the planes to the worlds of mortals to support Chaos cults doing 
the bidding of their dark master.

rot cycLoPs

AC 4, HD 13* (59 hp), Att 1 smash (3d8) or vomit (3d10), 
MV 60’ (20’), SV As F13, ML 9, AL Chaotic, XP 2500, # Ap-
pearing 1, Treasure F
• Vomit: 3 times a day, a rot cyclops may vomit in a cone 

shape 30’ long and 10’ wide at its widest point. Those 
caught in the cone take 3d10 damage and suffer a -4 pen-
alty to hit for the rest of the encounter (those who save vs 
breath take half damage and suffer no further penalty).
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Sputum Crawler
The sputum crawler is a disgusting blob of slimy yellow-green 
mucus which somehow takes a quadrupedal form like a large dog. 
They are possessed of animal-like intelligence, and like to loi-
ter in dark places like caves and sewers to stalk healthy creatures 
which happen to enter. They are frequently employed by Chaos 
cults dedicated to Bubonica to guard their lairs.

sPutum crAwLer

AC 8, HD 3* (13 hp), Att 1 touch (2d8), MV 90’ (30’) or Swim 
60’ (20’), SV As Fighter 2, ML 12, AL Chaotic, XP 50, # Ap-
pearing 1 (1d3), Treasure None
• Plague Touch: After a successful attack, the victim must 

make a save vs death or immediately contract an acute 
disease. If they fail their save they contract a virulent 
disease, and will be incapacitated for 1 turn after the next 
1d4 rounds. After that, they must rest every third turn, as 
they are exhausted by the disease. This effect continues 
for 1d20 days, or until the disease is cured by the cure 
disease spell.
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Bubonican Cults
There are many Bubonican cults scattered throughout the worlds 
of mortals across the multiverse. A cult will typically be granted a 
specific plague or disease by Bubonica and charged with spread-
ing it - these are often given colourful names like the Bloody 
Flux or Black Death. Every cult is different, but there are a few 
common types of Bubonican cults which might be encountered.

The Untouched
The Untouched have made a terrible deal with Bubonica to spare 
their own lives (and perhaps those of their loved ones). In ex-
change for their preservation from Bubonica’s plagues and dis-
eases, they worship the God of Plagues by sacrificing their city to 
his vile concoctions. The Untouched do everything they can do to 
clandestinely facilitate the spread of plague in their community. 
The souls of those who perish to the illness are sometimes so un-
fortunate as to find themselves on Bubonica’s plane in the after-
life, doomed to suffer there for all eternity. When the plague has 
finally run its course, the Untouched are among the final citizens 
still alive.
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The Wandering Lepers
The Wandering Lepers have been infected, and have pledged 
themselves to Bubonica to preserve their lives. Although they may 
be horribly affected cosmetically, perhaps badly pockmarked or 
even covered by festering sores, the Wandering Lepers are spared 
the life-threatening parts of the disease. In fact, they are spared 
the life-threatening parts of any disease - including old age, so 
long as they uphold their end of the bargain with Bubonica. By 
spreading infection wherever they go, the lives of the Wandering 
Lepers are extended by weeks for every victim claimed by the 
contagions they unleash. While they can keep finding and infect-
ing new victims, the Wandering Lepers will live forever.

The Vermin
The Vermin have sunk so low in life that there is little if anything 
in their behaviour to distinguish them from rats. Living under-
ground in nest-like squallor, the Vermin have turned to Bubonica 
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out of sheer hatred for the rest of their kin, ordinary folk who 
look down on them as little better than filthy animals. Forgotten 
by society, Bubonica grants the Vermin their revenge by unleash-
ing disease and pestilence on the civilised folk above. The Vermin 
kidnap and trap mortals, and sacrifice their souls to Bubonica by 
drowning them like rats, and in exchange, the Disease God grants 
them their revenge by infecting the mortals who once looked 
down on them with his deadly plagues.

The Midwives
The Midwives are women who attend the childbeds of the high-
born, who may even have stumbled onto the worship of Bubonica 
through the innocent search for white magic to assist them in 
their profession. Bubonica blesses their hands with the ability to 
deliver healthy babies in exchange for infecting the mothers they 
tend with childbed fever. Some unscrupulous members of high-
born society even seek out the Midwives to tend to expectant 
mothers they would rather not survive the childbirth experience. 
The Midwives tend to move around so that people do not notice 
the pattern of fever they leave behind them. Any child delivered 
by the Midwives is extraordinarily resistant to diseases and in-
variably lives to reach adulthood providing they do not perish by 
some misadventure, accident or violence.

The Doombringers
The world is filled with pernicious sinners, and is rotten to its 
very core, so preach the Doombringers. The Doombringers 
worship Bubonica as the Righteous Plague which will sweep over 
their world and purge it of sinners. Sickness is regarded by the 
Doombringers as a justified chastisement of the wicked, and they 
do whatever they can to further the redemption of their world 
through the annihilation of its people by the Righteous Plague. 
Though they too must die, most likely by the very same illnesses 
they help to spread, the Doombringers hope that Bubonica will 
show them some mercy in the afterlife, and that their righteous 
motives will be remembered when their god’s servants sort out 
those to be tormented from those meant for other things.
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Spells

Call for Bubonica’s Aid
Type & Level: Cleric 1
Range: Touch
Duration: Instant
Reversible: False

This spell can only be cast on a plinth, altar, or other unholy place 
of worship consecrated to Bubonica. It summons assistance from 
Bubonica’s plane. It does not grant the caster any power over 
the creatures summoned, however, so it should only be cast if the 
caster is desperate or is certain of Bubonica’s assistance. Sum-
moned creatures appear at the start of the next round, within 10 
feet of the plint/altar/unholy place the spell has been cast upon. 
Roll 2d6 on the table below:

2d6 Creatures Summoned
2 Insect Swarm (1d3+1 HD)

3-4 3d6 Plague Rats (Giant)

5-9 2d4 Locustmen

10-11 3d6 Plague Rats (Giant) and 2d4 Locustmen

12 Rot Cyclops

Infuse with Disease
Type & Level: Cleric 1
Range: 10 feet
Duration: Permanent
Reversible: False

This spell contaminates food with a Bubonican disease. The food 
gives no indication by its colour or odour that it has been contam-
inated. Anybody who eats the food must make a save vs death or 
contract a randomly created disease (or whatever disease the cult 
is spreading). One of the following may be affected:
• 6 quarts of drink.
• One trail ration (iron or standard).
• A quantity of unpreserved food for 12 human-sized beings.
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Summon Swarm
Type & Level: Cleric 2
Range: 25 feet
Duration: 1 turn/level
Reversible: False

This spell summons an insect swarm or a swarm of 2d10 rats (cast-
er’s choice), which attacks all other creatures within its area. The 
swarm may be summoned so that it shares the area of other crea-
tures. If no living creatures are within its area, the swarm attacks 
or pursues the nearest creature as best it can. The caster has no 
control over its target or direction of travel.

Weaken Immune System
Type & Level: Cleric 2
Range: Touch
Duration: 1 turn/level
Reversible: False

This spell makes the victim more susceptible to disease and poison 
for a brief duration. The victim receives a -4 penalty to saves vs 
death caused by disease, poison, or similar triggers. While the 
spell is active, if they are re-exposed to a disease or poison they 
already successfully saved against, they must make a save again, 
with a -4 penalty.
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Diseases
Bubonica and his servants send forth horrific plagues and diseases 
which may infect the player characters. Roll 1d20 on this table to 
randomly determine which disease has taken hold!

1 Bubonic plague 6 Smallpox 11 Consumption 16 Dysentery

2 Septicemic plague 7 Leprosy 12 Scarlet Fever 17 Grey Death

3 Pneumonic plague 8 Ague 13 Influenza 18 Lung Rot

4 The Red Death 9 Typhus 14 Yellow Fever 19 Cholera

5 The Great Pox 10 Measles 15 Bloody flux 20 Goblinpox

Disease Symptom Generator
Roll 1d3 times on each of the columns in the table on the next 
page. Some rolls are indicated as exploding rolls - these are nor-
mal rolls, but if the maximum number is rolled on exploding dice, 
that number is kept, and the dice is rolled again, and its result 
added. If the second roll is also the maximum number, the num-
ber is added and the dice rolled again, until a result other than the 
maximum number for the dice is rolled. 
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1d12 Cosmetic Body Part What Happens?
1 Red spots Nose Vomitting. Save vs death every time food or 

drink is consumed, or else vomit it back up in 
1d20 minutes. You do not gain nourishment 
from food you vomit. Lasts 1d6 (exploding) 
days.

2 Turns pale Eyes Blindness. Lasts 1d6 (exploding) days.

3 Turns dark Ears Necrotic tissue. The affected body part may 
become necrotic. Unless the body part is 
removed, make a save vs death each day for 
1d6 (exploding) days or die.

4 Hair loss Fingers Fever. Debilitated for 1d6 (exploding) days. 
Each day of the fever after the first, make a 
save versus death, or die.

5 Rapid hair 
gain

Arms High sex drive. Lasts 1d6 (exploding) weeks, 
and 1d6 days.

6 Green 
spots

Chest Madness.  Lasts 1d6 (exploding) weeks, and 
1d6 days.

7 Sores Back Diarrhea. Save vs death every time food or 
drink is consumed, or defecate it rapidly in 
1d20 minutes. Every incidence of diarrhea 
dehydrates you as if you had not drank water 
for 1 day. Lasts 1d6 (exploding) days.

8 Pox Stomach Deafness. Lasts 1d6 (exploding) days.

9 Buboes Genitals Consumption. Lose 1d4 hit points per day.

10 Swelling Buttocks Migraine. Debilitated for 1d4 (exploding) 
days.

11 Extreme 
dryness

Legs Amnesia. Lose all memories (including pre-
pared spells) for 1d6 (exploding) weeks, after 
which memories start coming back over time.

12 Warts Feet Immune deficiency. Roll 1d6 and suffer the 
result as a penalty to any saves made against 
any disease or poison of any kind. Lasts 1d12 
(exploding) months.

Disease Symptom Generation Table
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Sewer Hideout
This example Bubonican cult hideout is suitable to “drop in” to 
a city in any low-level campaign. Every second turn, roll 1d6 for 
random encounters. On a 1, the party encounters 2d4 cultists, at 
least one of whom will be a cleric with 1d4 levels.



N

1 square = 5 feet












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Location Key

1
Ladder down into sewers, shows signs of 
regular use.

2
Barrels full of plague-tainted food stuffs, 
infested with 2d10 plague rats (normal 
size).

3
Iron trapdoor in floor, with a fold-up 15’ 
ladder. Underneath the trapdoor is a win-
dow-less pit, 15 feet deep. The cult keeps 
its prisoners here, awaiting sacrifice and/or 
experimentation. 1d4+1 prisoners.

4
Pipe down into the water below, the lair 
of 3 sputum crawlers. They are hidden in 
the sludge at the bottom of the pipe (1 in 
6 chance of being spotted by torchlight). 
They prefer to wait until intruders have 
their backs turned or have stepped back 
out into the hallway beyond before attack-
ing by surprise.

5
Experimentation pits. Each grill conceals 
a circular pit 10’ deep. Each pit contains a 
victim who has been infected with a differ-
ent random disease. Each victim has a 1 in 4 
chance of being already dead.

6
River of effluent, which spills forth from 
the pipe on the north wall. 3 in 6 chance of 
finding a group of 2d6 cultists (including 
1 cleric with 1d4 levels for every 5 cultists), 
walking along the walkway on the eastern 
wall on their way towards area 7.

7
Apparent cave in when viewed from the 
opposite side of the river of effluent, when 
inspected from the north eastern corner of 
this room, a roughly hewn passage is visi-
ble. The cave beyond is naturally occuring.

8
A strange, smooth green stone plinth. Bu-
bonican runes are painted on the surface 
of the stone. The cult worships Bubonica 
here. 1 in 20 chance of a dark prayer ser-
vice in-progress if the cult has been taken 
by surprise (1 cleric with 1d4+1 levels, 3d6 
cultists). If the cult is aware it is under 
attack, a cleric will attempt to cast Call for 
Bubonica’s Aid here.

9
Cult’s accommodation, including a tent 
wherein resides the lead cleric (1d4+1 lev-
els) and the other clerics of the cult (3 with 
1d4 levels each). The lead cleric has a mace 
+1. Any clerics already encountered ran-
domly elsewhere in the hideout will not be 
found here. In chests, crates, and barrels, 
there are untainted rations and water suf-
ficient for a week. In the tent, asides from 
bedding and robes, there are 1d8 unholy 
symbols of Bubonica, 1d4 clerical scrolls, 
each with 1d3 randomly selected cleric 
spells (roll 1d3 to determine the spell level). 
If a spell is reversible, the “evil” version of 
the spell is the one inscribed in the scroll. 
At least one scroll includes the spell Call for 
Bubonica’s Aid. Also hidden in the tent is a 
type E treasure hoard.
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OPEN GAME LICENSE Version 1.0a

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

1. Definitions: (a)”Contributors” means the 
copyright and/or trademark owners who have 
contributed Open Game Content; (b)”Derivative 
Material” means copyrighted material including 
derivative works and translations (including into 
other computer languages), potation, modification, 
correction, addition, extension, upgrade, improve-
ment, compilation, abridgment or other form in 
which an existing work may be recast, transformed 
or adapted; (c) “Distribute” means to reproduce, 
license, rent, lease, sell, broadcast, publicly display, 
transmit or otherwise distribute; (d)”Open Game 
Content” means the game mechanic and includes 
the methods, procedures, processes and routines to 
the extent such content does not embody the Prod-
uct Identity and is an enhancement over the prior 
art and any additional content clearly identified 
as Open Game Content by the Contributor, and 
means any work covered by this License, including 
translations and derivative works under copyright 
law, but specifically excludes Product Identity. (e) 
“Product Identity” means product and product 
line names, logos and identifying marks including 
trade dress; artifacts; creatures characters; stories, 
storylines, plots, thematic elements, dialogue, 
incidents, language, artwork, symbols, designs, 
depictions, likenesses, formats, poses, concepts, 
themes and graphic, photographic and other visual 
or audio representations; names and descriptions 
of characters, spells, enchantments, personalities, 
teams, personas, likenesses and special abilities; 
places, locations, environments, creatures, equip-
ment, magical or supernatural abilities or effects, 
logos, symbols, or graphic designs; and any other 
trademark or registered trademark clearly identi-
fied as Product identity by the owner of the Prod-
uct Identity, and which specifically excludes the 
Open Game Content; (f) “Trademark” means the 
logos, names, mark, sign, motto, designs that are 
used by a Contributor to identify itself or its prod-
ucts or the associated products contributed to the 
Open Game License by the Contributor (g) “Use”, 
“Used” or “Using” means to use, Distribute, copy, 
edit, format, modify, translate and otherwise create 
Derivative Material of Open Game Content. (h) 
“You” or “Your” means the licensee in terms of 
this agreement.

2. The License: This License applies to any Open 
Game Content that contains a notice indicating 
that the Open Game Content may only be Used 
under and in terms of this License. You must affix 
such a notice to any Open Game Content that you 
Use. No terms may be added to or subtracted from 
this License except as described by the License 
itself. No other terms or conditions may be applied 
to any Open Game Content distributed using this 
License.

3.Offer and Acceptance: By Using the Open Game 
Content You indicate Your acceptance of the terms 

of this License.

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

5.Representation of Authority to Contribute: If 
You are contributing original material as Open 
Game Content, You represent that Your Contribu-
tions are Your original creation and/or You have 
sufficient rights to grant the rights conveyed by 
this License.

6.Notice of License Copyright: You must update 
the COPYRIGHT NOTICE portion of this License 
to include the exact text of the COPYRIGHT 
NOTICE of any Open Game Content You are 
copying, modifying or distributing, and You must 
add the title, the copyright date, and the copyright 
holder’s name to the COPYRIGHT NOTICE of 
any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use 
any Product Identity, including as an indication 
as to compatibility, except as expressly licensed in 
another, independent Agreement with the owner 
of each element of that Product Identity. You agree 
not to indicate compatibility or co-adaptability 
with any Trademark or Registered Trademark in 
conjunction with a work containing Open Game 
Content except as expressly licensed in another, 
independent Agreement with the owner of such 
Trademark or Registered Trademark. The use of 
any Product Identity in Open Game Content does 
not constitute a challenge to the ownership of 
that Product Identity. The owner of any Product 
Identity used in Open Game Content shall retain 
all rights, title and interest in and to that Product 
Identity.

8. Identification: If you distribute Open Game 
Content You must clearly indicate which portions 
of the work that you are distributing are Open 
Game Content.

9. Updating the License: Wizards or its designated 
Agents may publish updated versions of this 
License. You may use any authorized version of 
this License to copy, modify and distribute any 
Open Game Content originally distributed under 
any version of this License.

10 Copy of this License: You MUST include a copy 
of this License with every copy of the Open Game 
Content You Distribute.

11. Use of Contributor Credits: You may not mar-
ket or advertise the Open Game Content using the 
name of any Contributor unless You have written 
permission from the Contributor to do so.

12 Inability to Comply: If it is impossible for You 
to comply with any of the terms of this License 
with respect to some or all of the Open Game Con-
tent due to statute, judicial order, or governmental 
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regulation then You may not Use any Open Game 
Material so affected.

13 Termination: This License will terminate 
automatically if You fail to comply with all terms 
herein and fail to cure such breach within 30 days 
of becoming aware of the breach. All sublicenses 
shall survive the termination of this License.

14 Reformation: If any provision of this License is 
held to be unenforceable, such provision shall be 
reformed only to the extent necessary to make it 
enforceable.

15 COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards 
of the Coast, Inc.

System Reference Document © 2000, Wizards of 
the Coast, Inc.; Authors Jonathon Tweet, Monte 
Cook, Skip Williams, based on original material by 
E. Gary Gygax and Dave Arneson. 

System Reference Document © 2000-2003, Wizards 
of the Coast, Inc.; Authors Jonathan Tweet, Monte 
Cook, Skip Williams, Rich Baker, Andy Collins, 
David Noonan, Rich Redman, Bruce R. Cordell, 
John D. Rateliff, Thomas Reid, James Wyatt, based 
on original material by E. Gary Gygax and Dave 
Arneson.
 
Modern System Reference Document © 2002-2004, 
Wizards of the Coast, Inc.; Authors Bill Slavicsek, 
Jeff Grubb, Rich Redman, Charles Ryan, Eric 
Cagle, David Noonan, Stan!, Christopher Perkins, 
Rodney Thompson, and JD Wiker,  based on 
material by Jonathan Tweet, Monte Cook, Skip 
Williams, Richard Baker, Peter Adkison, Bruce R. 
Cordell, John Tynes, Andy Collins, and JD Wiker. 

Castles & Crusades: Players Handbook, © 2004, 
Troll Lord Games; Authors Davis Chenault and 
Mac Golden.
 
Castles & Crusades: Monsters Product Support, © 
2005, Troll Lord Games.
 
Basic Fantasy Role-Playing Game © 2006–2008 
Chris Gonnerman.
 
New Spells: A Basic Fantasy Supplement © 2007 
Chris Gonnerman, Ola Berg, Angelo Bertolli, Jeff 
Querner, Everett Bradshaw, Emiliano Marchetti, 
Ethan Moore, Jim Bobb, and Scott Abraham.
 
OSRIC™ © 2006, Stuart Marshall, adapting mate-
rial prepared by Matthew J. Finch, based upon the 
System Reference Document, and inspired by the 
works of E. Gary Gygax, Dave Arneson, and many 
others.
 
Swords & Wizardry Core Rules, © 2008, Matthew 
J. Finch.
 
Eldritch Weirdness, Book One, © 2008, Matthew 
J. Finch.
 

Darwin’s World © 2002, RPGObjects; Authors 
Dominic Covey and Chris Davis.
 
Mutant Future™ © 2008, Daniel Proctor and 
Ryan Denison. Authors Daniel Proctor and Ryan 
Denison.
 
Advanced Edition Companion, © 2009–2010, 
Daniel Proctor. Author Daniel Proctor.
 
Lamentations of the Flame Princess: Weird Fantasy 
Role-Playing Deluxe Edition, © 2010, LotFP. Au-
thor James Edward Raggi IV.
 
First Level Magic-User Spells Grindhouse Edition 
Spell Contest: Bookspeak, ©  2011 Daniel Smith.
 
First Level Magic-User Spells Grindhouse Edition 
Spell Contest: Howl of the Moon, ©  2011 Joel 
Rojas. 

Lamentations of the Flame Princess: Weird Fantasy 
Role-Playing Grindhouse Edition, © 2011, LotFP, 
Author James Edward Raggi IV.
 
Lamentations of the Flame Princess: Weird Fantasy 
Role-Playing Player Core Book: Rules & Magic © 
2013 LotFP, author James Edward Raggi IV.
 
Labyrinth Lord™ © 2007-2009, Daniel Proctor. 
Author Daniel Proctor.
 
B/X Essentials: Core Rules © 2017 Gavin Norman. 
Author Gavin Norman.
 
B/X Essentials: Classes and Equipment © 2017 
Gavin Norman. Author Gavin Norman.
 
First Five Fantasy Roleplaying Player’s Guide 
© 2018 Andrew Marrington. Author Andrew 
Marrington.
 
First Five Fantasy Roleplaying © 2019 Andrew 
Marrington. Author Andrew Marrington.

Theorems & Thaumaturgy, © 2012, Gavin Norman.

The Complete Vivimancer, © 2014, Gavin Norman.

Wizardzine Issue #1, © 2014, Gavin Norman.

Theorems & Thaumaturgy Revised Edition, © 
2016, Gavin Norman.

Chaos Cults: Bubonica © 2019, Andrew Mar-
rington. Author: Andrew Marrington

DESIGNATION OF OPEN GAME CONTENT:
The stat block of the Avatar of Bubonica (p5) ,text 
and stat blocks of all monsters (p8 to p12), the text 
of all spells (p16 to p17), and the text and tables 
about disease (p18 to p19).

DESIGNATION OF PRODUCT IDENTITY:
All other text, artwork, maps, logos, trademarks 
etc.
END OF LICENSE
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