


26 Caverns of the Wise Minister

Welcome to Sepulchre
In a set of caverns deep below the earth, on the 

shores of a glowing lake, is a city that should not be. 
Sepulchre is a piecemeal city, carved out from death’s 
realm by a being older than the gods themselves and 
populated by the creatures it calls to itself. 

Mood and 

Themes
Sepulchre is a city based on grudges 

and lies. Stories set here deal with 
cycles, especially cycles of vengeance, 

and memory. The ancient being 
known as the Wise Minister 

remembers every offence 
committed against it, and 

plans to avenge them. The 
cave elves believe its lies 

— and create a false 
narrative about their 

place in the city. 
Newcomers resent 

power structures 
they had no say 

in, and outsiders 
try to leave 

before 
they get 

tangled 
in the 

city’s web of traded favours and obligations. 

Adventures here feel stifling: there are always 
constraints, be they physical and environmental — no 
sky or sun, or dangerous monsters that limit how far 
it’s safe to range outside the city — or social. Specific 
themes include: 

Power corrupts. This is morally, spiritually, and 
physically true. The cave elves gained power from 
the Wise Minister, and independence through the 
transgressions of their first leader. The elves bear 
their own curse, their elders transforming into batlike 
monstrosities, and the Wise Minister’s borrowed power 
comes with the requirement of complete obedience. 

We are all connected. The Wise Minister’s 
telepathy. The cave elves’ reverie. The nix’s psychic 
records encoded in coral and the collective wisdom 
of the uizet. Connections and the community of a 
shared psychic space are a solace in a dark place. Those 
connections create in-groups and out-groups, and 
suspicion between different factions. 

The lies we tell ourselves. Our leaders are not 
monsters. Our homeland is gone. This is our home 
now. We are happy here. None of these things are true, 
but life would be unbearable if any of these illusions 
were pierced. Storytelling in Sepulchre should play 
heavily on confronting, or finding ways to avoid, 
uncomfortable truths that could shake the whole 
realm. 

Caught between life and death. Sepulchre and its 
surrounds are literally, physically, close to the realm 
of the God of Death. Death is close at hand, and final. 
For newcomers from the realms above, coming to 
Sepulchre feels like dying: they are ripped, suddenly 
and without warning, away from their loved ones and 
the world they knew. Grief and sorrow are everyday. 
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Adventuring 

in Sepulchre
Sepulchre is a dangerous place. Numerous factions 

compete for power and resources. There are uncharted 
caves to explore, mysteries to unravel, and the 
malevolent schemes of a monster to thwart. Low level 
characters face challenges just trying to make a niche 
for themselves. 

Whether characters are local to Sepulchre, from 
some other underworld civilisation, or from the blue-
skied realms of the surface, the city-state of Sepulchre 
will offer secrets and mysteries as thick as its shadows. 

People of Sepulchre
Nix. The aquatic nix colonies are the only 

indigenous residents of Sepulchre. They make their 
home in the lake and the network of subterranean 
rivers that it’s connected to, travelling into the city to 
trade or for festivals. Tensions between the nix and the 
elves run high, with each group defensive about their 
status as the Wise Minister’s most valued servants, but 
this tension doesn’t stop individual elves and nix from 
building business or personal relationships.

Cave elves. The pale, bat-eared elves were the first 
outsiders to call Sepulchre home. They built the first 
city, were the most favoured of the Wise Minister’s 
servants, and hold most of the power in the city-state. 
They set the tone for Sepulchral culture.

Goblins. Technically, all the goblins in Sepulchre 
are one family. They’re a very large family, though. 
Most don’t live in Sepulchre but amongst an increasing 
number of hollowed-out stalactites nearby but they’re 
sought after as builders and architects so they’re a 
constant presence in the city. 

Uizet. These intelligent, many-eyed oozes are a 
recent arrival in Sepulchre. Those who have interacted 
with them declare that they come from another 
plane of existence. They are possessed of deep oceans 
of arcane knowledge and power, and often attach 
themselves to powerful mages as mentors and research 
partners. Don’t call them familiars. 

Rootless. The rootless are strange, featureless 
humanoids who pass through Sepulchre from… 
elsewhere. Sometimes they travel onwards, and 
sometimes they stay. They remember fragments of 
their past and identity, and those fragments degrade 
over time until they lose all sense of identity and slowly 
turn to stone. 

Life in Sepulchre
Life in Sepulchre is notably distinct from life on the 

surface in many ways, shaped by the environment and 
the dominant nix and elven cultures. 

Currency. Sepulchre runs on barter. No currency is 
in use, and debts are recorded on tablets made of clay 
from the Torian Lake (for small debts) or inscribed in 
stone (for larger sums). 

Languages. Elven and Aquan are the most 
commonly spoken languages in Sepulchre. Both use 
dialects that are different from the surface variants 
but comprehensible. Magic items called Tonguestones 
or Witchstones are common, and allow non-locals to 
speak and understand one or both of the most common 
tongues. Most people in Sepulchre speak at least a 
few phrases of goblin, but rarely enough to hold a 
conversation. 

Calendar. With no seasons to track, the calendar 
accumulates in blocks of ten days, called phases, with 
thirty phases to a year. Each year is numbered from the 
founding of Sepulchre (using the notation ‘ff ’). When 
a year concludes, it is retrospectively given a name 
describing a significant event from that year. 

Technology. Technology is limited by access to 
materials: metal is relatively uncommon, for instance, 
and only used where it matters. Stone and bone are 
plentiful, as is wood from the Alabaster Forest. Magic 
is extremely common and in many ways stands in for 
technology. Cantrips and low level spells contribute to 
industries from agriculture to entertainment. 

Death. Sepulchre is a sidetrack on the way to the 
Underworld, a place between life and death. Most 
of those who live there don’t know that, and believe 
they simply live underground. Dying is complicated, 
and without the correct help from the nix, souls don’t 
always move on, instead loitering as ghosts in the 
shadows of the city and within the collective trance of 
the elves. 
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Stone Cold
An annual ceremony turns dark when someone 

goes missing and no one seems to notice. There are 
whispers of the missing person last seen with a dwarf 
made of living stone, but everyone knows stone 
creatures are a rumour too dangerous to even whisper 
of. Something is off in Sepulchre.

This introductory adventure for Dreadful Realms: 
Caverns of the Wise Minister is for 5-6 level 0 

characters, and takes 3-4 hours to play through. 

Level Zero 
Characters

Six playable, level zero characters 
are included with this adventure. 

They use some of the races and 
features from the Dreadful 

Realms: Caverns of the Wise 
Minister Setting Guide, so 

are ideal for Stone Cold. 

If your group prefers 
to make their own, 

guidelines are as 
follows. Characters 

without class 
levels lack 

class features, 
equipment, 

or proficiencies granted by a character class. They 
determine ability scores just as 1st level characters 
do, have a proficiency bonus of +2, and have any 
equipment, proficiencies, and traits granted by their 
race and background. Characters start with 6+ their 
Constitution modifier hit points and can regain any 
lost hit points by finishing a long rest. 

Long Resting as an Elf
Characters playing as elves receive 
visions during long rests as they join in 
the shared elven trance. Usually, these 
visions are peaceful communions with the 
others, living and dead, who are part of 
this network of elves. Sometimes visions 
are more akin to nightmares, and these 
include fluttering, shrill screams in the 
dark, the sound of grinding stone, and a 
voice calling “Do not trust --” before being 
overtaken by the echoes of dripping water.

Background
The annual Festival of the Echelon is the most 

exciting event in northwestern Sepulchre’s Rest 
district. This coming-of-age ceremony celebrates 
local youths attaining adulthood, and is also when 
they are assigned to careers that serve the district, 
keep it operating smoothly, and allow them to ‘earn’ 
the food and housing provided by the city. Alderman 
Salisbury assigns roles to each person “attaining the 

next echelon”, supposedly at the behest of the city’s 
elven Elders, but in fact simply because she finds 

this the most convenient way to ensure everyone 
contributes to Rest’s wellbeing, and have every 
necessary position filled. In theory, every 

young person is assigned a career that best 
suits their personal talents and interests, 

but in practise this is muddied by 
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several factors: someone must do the undesirable jobs, 
and in Sepulchre people look out for their own. Those 
with the best connections and most influence get the 
jobs they desire; those with few or no friends get what’s 
left.

Each race's definition of “youths” varies. Elves 
taking part in the ceremony are decades older than 
humans, who in turn are years older than goblins. 
Rootless, who arrive in Sepulchre as adults of 
indeterminate age, and age slowly if at all, take part a 
year after their arrival.

For generations, dwarves of living stone have 
appeared throughout Sepulchre. Whenever they 
appear, they take one of the Rootless, travellers who 
arrive in Sepulchre from elsewhere, away with them. 
No one knows where they go or why they take these 
people. The Rest district has a staunch policy of 
disbelieving in stone dwarves. It helps that, when 
the stone dwarves take someone, most of Sepulchre 
quickly forget that they ever existed.

Non Player 

Characters
Alderman Salisbury, she/her, an middle aged 

halfling noble with tightly curled greying hair. She worked 
hard to become Alderman of her district and enforces 
the law vigorously. She encourages the happiness of her 
residents by assuring them the Elders have their best 
interests in mind. To Alderman Salisbury, the perfect 
resident is a productive, uninquisitive one. Everyone else is 
a problem to eliminate. 

Izmelda Llythwalen, she/her, an older cave 
elf with long white braids, unseeing eyes, and nimble 
fingers. She loves sewing, priding herself on her 
weaving and embroidery. She is a kindly woman who 
has lived through more than most can remember. She 
aspires to being an Elder and trusts the Wise Minister 
and Alderman Salisbury implicitly.  

Sparkitzz, he/him, a young goblin with one ear 
covered and bandages covering his hands. His ragged 
clothes are covered with pouches and pockets stuffed 
with alchemical ingredients, potions, and concoctions. 
He loves learning, especially when it involves explosions. 

Anquell, they/them, an athletic adult nix with 
muscular shoulders and gleaming opal scales. They 
love secrecy and mystery almost as much as they love 
competition. They hope to serve the Wise Minister by 
starting an all-open intramural swimming league to 
spread the good word through athletic achievement. 

Snug, they/them, a small pink uizet with specks 
of phosphorescent teal. They love history, philosophy, 
warm hugs, and a tasty snack of lichen on rose quartz. 
They love nothing more than cuddling with a friend 
over a snack and debating until they both fall asleep. 
Good conversation and knowledge are priceless to them. 

Stone dwarf has no name, but uses he/him 
pronouns. He appears as a small but heavy dwarf made 
of living stone. He is focused on achieving his goal 
and has little time for chatter. He will not be dissuaded 
from his mission. Violence is never his first choice, but 
he is not afraid of using it on someone who interferes 
with his mission. He is stoic and single-minded. 
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Starting the 

Adventure
This adventure assumes characters are from the 

Rest district in northwest Sepulchre. The Festival 
of the Echelon is about to take place when a stone 
dwarf appears, abducting a friend or relative of the 
characters. It’s up to the characters to discover where 
their friend was taken and, if possible, how to get them 
back. 

Before play begins, have players answer the 
following questions about their characters: 

• What is your favorite part of the Festival? 
Suggest aspects such as craft stalls, entertainment, 
mingling with friends, or the joy of being recognised 
as an adult. 
• What is your role in the community? How do 
you feel about it? How do you say you feel about 
it? 
• How do you know the other party members? 

If players prefer to play as someone new to 
Sepulchre, use one of the following alternative hooks: 

1) Characters are a group of villagers who saw 
something shimmering and were suddenly 
transported to Sepulchre. Everything is strange 
and dark, and some townsfolk are bustling 
about a missing person. No one questions their 
arrival, and in fact, acts as if they were always 
part of the community. 

2) The last thing the characters saw was a 
rampaging owlbear attacking their village. Now 
they’re underground in a strange dark place 
where everyone acts like they belong. Is this a 
dream? (Note: In this hook, the characters are 
dead, but don’t know it. Stone dwarves will be a 
significant threat in the following adventure.)

If using these alternative hooks, have players answer 
the following questions about their characters before 
play begins: 

• How do you know the other party members? 
• What first felt strange when you arrived here? 
How did you immediately brush it off? 
• Who do you need to get back home to see? 
What part of them can’t you remember?
• What most frightens you here? Why are you 
drawn toward it? 

Part One 

Festival of 

the Echelon
Characters attend the Festival of the Echelon and 

realize at least one friend they planned to sit with is 
missing. They learn their friend was last seen in the 
presence of a stone dwarf, though most residents fail to 
remember their friend at all. 

Newcomers to Sepulchre
For characters who are newcomers 
to Rest, as in Hooks 1 and 2, utilise 
the following information: 
• Everyone is welcoming and in fact 

acts as if they have always been 
there. “This is your home.” 

• Some residents express concern 
about a missing person, but cannot 
remember either their name or face. 
The idea that someone is absent is 
pervasive, but the details are gone. 
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A Glorious Morning
The morning of the festival is dark, chilly, and 

damp, as all mornings in Sepulchre always are. A 
shuffling of feet echoes through the caverns at a 
somewhat jauntier clip than usual as the residents 
of the Rest district make their way to the Hall of 
Knowledge. Characters who succeed on a DC 12 
Wisdom (Perception) check overhear residents 
murmuring “the stone ones...they’ve come again” 
followed by “nonsense, you’re seeing things.” Asking 
who “they” are leads to the response of a large smile, a 
warding sign against ill omens, and the resident loudly 
expressing their desire to arrive on time for the festival. 
Characters succeeding on a DC 14 Intelligence 
(History) check remember rumours quickly 
surpressed of creatures appearing out of stone.

Missing Person
If the characters are local to Sepulchre 
then the missing person, Lysette 
Montcrief, is the best friend of one 
of them. Roll to determine which. 
For example, If there are five players, 
assign each character a number from 1 
through 5, then roll 1d6 to see whose 
friend is missing. On a 6, roll again. 
Lysette is one of the Rootless, adopted 
by an older human couple who took 
her in when she arrived, confused 
and with no memory of the time 
before she reached Sepulchre.

The Festival entails feasting, games, and the main 
event: the Choosing. The Choosing takes place in 
the Hall of Knowledge and everyone in the district is 
required to attend. Feasting and games are optional, 
but attendance is highly encouraged in the interest of 
fostering communal spirit. This is an excellent place 
to utilise what players previously mentioned as their 
favorite parts of the festival. Integrate them and give 
characters a brief opportunity to enjoy what they love 
most. In addition, the following booths and game sites 
are set up along the streets and riverways en route to 
the Hall of Knowledge: Crafting Tables, Swim Races, 
and the Philosophical Salon. 

Throughout their walk to the Hall of Knowledge, 
characters overhear district residents occasionally 

wondering why the Montcrief family is walking without 
Lysette, hopes that Lysette is not ill, etc. Tell one of the 
characters that Lysette is their friend, and this is unlike her.

Crafting Tables
Throughout the street are booths stocked with 

jewellery, woven goods, and mechanical trinkets staffed by 
cave elves and goblins. Everything on the stall is available 
for trade. Sepulchre doesn’t use currency but runs on a 
barter system, and these goods are exchangeable for items 
of similar value, a service, or a small future favour such as 
offering to cook a meal for the vendor. 

Characters who wish to take part in a Craft Your 
Vision class with Izmelda Llythwalen must provide 
their own materials, or offer something in trade for 
clay, coral, and wooden supplies, and attempt a DC 
10 Dexterity (Sleight of Hand) check to create an art 
object of their choice. On a failure, they create an item 
that only moderately resembles their vision. 

Alternatively, characters who wish to play Name 
That Concoction with Sparkitzz can attempt a DC 10 
Intelligence (Arcana) check to identify a potion, bomb, 
or oil by sight and smell alone. On a success, they receive 
the identified item. On a failure, they make Wisdom 
(Perception) checks relying on smell at disadvantage 
for the rest of the day. Sample concoctions are potions 
or oils of any cantrip from the Wizard spell list. Most 
non-goblins assume this is a terribly dangerous game 
but Sparkitzz and any other goblins are well aware that 
Sparkitzz knows exactly what each concoction does and 
there will be no serious consequences.

Swim Races
Along the road is a dark, oily river where nix 

lounge on moss-covered rocks. Today, they put 
aside their typical duties and take part in celebratory 
swimming races open to all. To win the beginner’s 
race, a character must succeed on a DC 10 Strength 
(Athletics) or Constitution check which is made 
at advantage if the character has a swimming speed. 
The prize is a bracelet of shells and crystals. To 
win the advanced race against Anquell, a character 
must succeed on a DC 16 Strength (Athletics) or 
Constitution check which is made at disadvantage if 
the character does not have a swim speed. The prize 
is a glistening bead inscribed with the fphrase Journey 
through the Fades to Rest in Aquan. Failure on either 
race results in one level of exhaustion. 
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Philosophical Salon
A battered silken awning extends from a damp 

stone building, covering tall plates of rich food. Inside, 
uizet burble contentedly and debate philosophy, 
specifically the purpose of magic and the greater 
meaning of portals. Characters are welcome to sit 
under the awning and share in the delicious meal. 

Anyone who wishes to join the debate is welcomed 
to share their thoughts. Characters wishing to 
impress the uizet must succeed at either a DC 10 
Wisdom (Insight) check to pick holes in another 
debater’s argument or succeed at a DC 10 Charisma 
(Persuasion) check to make their own case. Being 
disrespectful, negative, or mean can really distress the 
uizet, who don’t regard such attitudes as conducive 
to healthy debate. Success results in learning of the 
most recent portal opening location into The Chosen 
Heights. It was only open for a moment, but a strange 
teleporting dog (a blink dog) wandered in and was 
adopted by a farmer. Failure results in a brain fog from 
the discussion. Wisdom (Insight) checks are made at 
disadvantage until the character completes a long rest. 

Hall of Knowledge
The Hall of Knowledge is the largest building in the 

northwestern section of Rest. The immense edifice of 
wood and stone is covered with vines, phosphorescent 
mushrooms, and is being constantly eroded by 
dripping water from above. The entrance is illuminated 
by a wrought iron chandelier and a center door with  
two large staircases on either side. The staircases lead 
upwards to offices for the district's representatives. 
The center door leads to the main hall, which is grand 
and dimly lit, and contains dozens of benches carved 
into the sloping floor, all facing a circular stone stage 
reserved for speakers. 

Upon arrival, characters have space reserved for 
them in the front rows alongside their friends, with 
a conspicuously empty spot where Lysette should be. 
If using the alternative hooks, characters also have 
reserved seats, further back in the hall as they are 
observing rather than participating. A space at the 
front is conspicuously empty. 

Alderman Salisbury takes the stage, clears her 
throat, and begins the Ceremony. 

“Citizens of Rest! Welcome to this 
year’s Ceremony of the Echelon! I 
see we have an empty seat. Odd. 
Please fill in and we’ll begin.” 

Alderman Salisbury gives a short speech about the 
importance of “attaining the echelon” and affirms that 
the Elders have assured her that everyone is placed 
in the best job for their skills and for the community. 
After each name and position is announced, the crowd 
politely applauds. 

“Annabeth Adrian...tactile crafts. 
Grrzat Akkashan...arcane studies. 
Lluthien Belial...water treatment...” 

Characters wishing to determine if the professions 
assigned are actually appropriate or interesting to the 
assignee must succeed on a DC 12 Wisdom (Insight) 
check. On a success, they ascertain satisfaction from 
Grrzat, shocked disappointment from Luthien, and 
relief from Annabeth. These reactions only last a 
moment before being replaced by a polite smile and 
nod of acceptance. Alderman Salisbury is implacable 
and difficult to read. Characters must succeed on a 
DC 18 Wisdom (Insight) check to identify her lack of 
interest in each individual and their fate. 

If at any point characters ask where their friend 
is, they are met with blank stares and responses that 
everyone in the district is present. If they ask the 
Montcrief family directly, Lysette’s adoptive parents 
get a confused look on their faces before replying that 
they must have accidentally reserved too many seats by 
mistake. 

Causing a disturbance, instigating a fight, or 
attempting to stop the ceremony results in 3 (1d6) 
Guards being summoned to escort characters from the 
hall. 

Tactics: Guards do not fight to kill and use violence 
as a last resort. Their intent is to remove disturbances 
and rowdy citizens from the hall so the ceremony can 
continue in peace. 



9Stone Cold

Guard
Medium humanoid (cave elf), any alignment

Armor Class 16 (chain shirt, shield)

Hit Points 11 (2d8 + 2)

Speed 30 ft.

STR DEX CON INT WIS CHA
13 (+1) 12 (+1) 12 (+1) 10 (+1) 13 (+1) 10 (+0)

Skills Perception +3

Senses passive Perception 13, darkvision 60 ft.

Languages Sepulchre vernacular, Elven

Challenge 1/8 (25 XP)

Fey Ancestry. Cannot be put to sleep by magical 
means. Advantage on saving throws to resist being 
Charmed. 

Keen Hearing. Advantage on Wisdom (Perception) 
checks that rely on hearing. 

Sepulchral Education. The guards know the 
shocking grasp cantrip.

Actions
Spear. Melee or Ranged Weapon Attack: +3 to hit, 

reach 5 ft. or range 20/60 ft., one target. Hit: 4 (1d6 + 
1) piercing damage, or 5 (1d8 + 1) piercing damage if 
used with two hands to make a melee attack.

Development
Characters now know something is off in the 

district. Someone is missing and no one seems to 
notice or care. The next logical choice is to investigate.

 

Part Two 

A Study in 

Stonework
Characters investigate the whereabouts of the 

missing person and learn more about the dwarves of 
living stone. 

Investigation
As the festival continues outside of the Hall of 

Knowledge, characters have the option to query 
anyone running an event. They may also choose to 
investigate Lysette’s home. 

Returning to an event a character has successfully 
completed automatically provides the following 
information, otherwise they must convince the person 
running the event to take them seriously. This can 
be achieved by succeeding on a DC 10 Charisma 
(Intimidation or Persuasion) check, by bribing the 
character with something that appeals to them, by 
demonstrating a talent that suits their interests, or by 
drawing on a character’s social standing. 

• Izmelda Llythwalen knows that whatever the 
Wise Minister says is correct and that if someone 
is missing, it must be a mistake made by the 
characters. She does vaguely recall a time when 
a dwarf made of living stone passed through the 
district and she thought several friends of hers 
vanished, but realised later she had only dreamt 
those friends existed in the first place. 
• Sparkitzz recalls finding alchemical ingredients 
in The Fades and seeing a dwarf come to life from 
the stone and take a halfling by the hand before 
they both disappeared. Sparkitzz thought it was a 
neat trick and has sought to replicate it to no avail 
since then. 
• Anquell cryptically states that “all rivers flow 
downstream.” If pressed, they share an old and 
seemingly irrelevant story a nix keeper once told 
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them about nix who ferried lost passengers down 
the river, though they cannot imagine how such 
a role would be of any use to the Wise Minister. 
They reiterate the Alderman’s words that all roles 
must be filled and muse as to who is filling the 
role now. 
• Snug knows that while made of stone, the 
dwarves are not nutritious for uizet to eat. 
Those who have tried tell tales of rot, decay, and 
emptiness, similar to how stone in the Fades 
tastes. 

The above information can also be garnered from 
any resident in the district of the same race of the 
characters above (e.g. any other nix knows the same 
information as Anquell) by succeeding on a DC 12 
Charisma (Persuasion) check. Residents of other 
races are unaware of the stone dwarves but recall 
times when they thought they had a friend or relative 
and realied later that it had just been a dream. They 
assure characters this must be what’s happening with 
their missing friend and comfort them that with time, 
they’ll forget the dream and move on. 

Some characters may want to question Alderman 
Salisbury. She is always flanked by 2 (1d4) guards and 
quick to assuage fears that anything is wrong. No one is 
missing, for no one is ever lost or gone in her district. 
Stone dwarves are a myth, and a banned one at that. 
Becoming aggressive or hostile to Alderman Salisbury 
causes her guards to protect her. 

Tactics: Guards do not want to kill citizens, but 
mercilessly put down any threats to the alderman. 
Alderman Salisbury attacks as a last resort, preferring 
to have her guards act for her and “make an example” 
of someone. 

Home of the Missing
Allow characters to describe the appearance of their 

friend or ally’s home. If using Hook 1 or 2, use the 
following description instead. 

The Montcrief home is a small but 
well-appointed family home. A row of 
phosphorescent mushrooms line the 
entrance to create a ghoulishly lit entryway. 
Tiny frogs poke their heads out from the 
lichen, observing all who approach. 

No family members are home, but the house and 
garden may be investigated. Characters who succeed 
on a DC 12 Wisdom (Survival) check outside the 
home discover a set of small, deeply set footprints 
leading through the garden before vanishing. The 
plants surrounding the footprints are withered. 
Succeeding on a DC 13 Intelligence (Arcana) check 
reveals they died as a result of necrotic energy. 

The home is unlocked. Inside is a kitchen, one 
bedroom, a seating area with a bed made up in it, and 
a desk. Characters who enter and succeed on either a 
DC 11 Intelligence (Investigation) or DC 11 Wisdom 
(Perception) check realize the home has very little 
food for three people. Rootless characters understand 
that this is because the Rootless, including Lysette, 
eat less often than others. The hearth has been used 
recently. 

The desk is locked, but can be picked by succeeding 
on a DC 14 Dexterity (Thieves Tools) check. Inside 
are several half-completed maps of places above 
Sepulchre with places marked with question marks, 
balled up scraps of paper with the words Remember! 
and Avoid the Fades written on them, and a journal 
detailing recurrent dreams of dying in a fire. Scrawled 
in the margins of the journal are the words: They are 
not your family. 

Development
Characters are aware the stone dwarves are linked 

to death in some way and have been pointed by at least 
one source to the Fades. 
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Part Three 

All Things 

Fade
Characters witness a stone dwarf taking Lysette 

away and have a slim chance to save her.

A Stone-Faced 
Ambassador

The Fades are a far bleaker district than Rest. Full 
of untended gardens and houses fallen into disrepair, 
the mostly Rootless inhabitants trudge through the 
streets, hardly taking notice of their surroundings. 
This is where the Rootless go when, after decades in 
Sepulchre, their identity begins to fade away. Statues 
line the streets, their faces blank as if eroded away. 
Succeeding on a DC 12 Intelligence (History) check 
on the stonework reveals the statues were never carved. 
This is the eventual fate of the Rootless. 

Though characters stand out from the Rootless 
residents, no one takes any notice of them. Anyone 
they approach or speak to ignores them, as if looking 
past them. Inhabitants stand at shops and stalls, but 
make no motion to sell their wares. There is no food 
anywhere, either in homes, shops, or growing as 
plantlife. 

After characters have attempted to speak to a 
resident, investigated a statue, or examined a shop, 
read the following. 

The ground quakes and ahead, the stone 
pavement rises up and assumes the 
form of a dwarf made entirely of stone, 
holding one of the Rootless by the hand. 
Lysette. All eyes turn to him hungrily.  
“This is the way out?” she asks, and the 
dwarf nods. “Will it hurt?” He shakes 
his head and extends his hand to her. 

Characters who watch the interaction see the 
pair take hands, walk several steps, and sink into the 
ground, vanishing into the stonework. No one gives 
any sign of recognition that anything strange has 
occurred and continues to ignore the characters as 
before. If choosing to stay in The Fades to investigate 
further, characters witness a similar interaction the 
following day. Characters using Hook 2 must succeed 
on a DC 12 Dexterity (Stealth) check to avoid being 
spotted by any stone dwarves. 

Characters choosing to interfere must do so quickly 
before the dwarf vanishes with Lysette. While attacking 
is unwise, characters have a few moments to speak 
with the dwarf. He doesn’t answer in any way the 
characters understand, but he communicates with 
Lysette and she speaks for him: 

• If asked where he is going or what he is doing, 
“We guide the lost.” 
• If asked why, “We serve.” If asked to clarify this, 
“All things must have a purpose and all things 
must end; our purpose is to serve the Ending.” 
• If approached with anger or hostility, “We only 
take those who were already gone.” 
• If asked how to get someone back, “There is no 
continuing a game that has ended.” 
• If asked to accompany the dwarf and not using 
alternative Hook 2: “Your journey continues. We 
will see you at its end.” 
• Hook 2 only: “Do not leave this place. We will 
return for you. Fear not. Your journey has ended.” 

Lysette does not seem distressed or even 
particularly alert. She doesn’t recognise her friends 
until reminded of their name, of times together, etc. 
Then she smiles and shakes her head. “It’s a relief. I’m 
not pretending anymore.” 
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The stone dwarf does not attack characters, but is 
focused on his job and does not entertain idle chatter. 
If characters are rude, repetitive, or aggressive, he 
and the person accompanying him vanish into the 
pavement using the dwarf ’s Stonewalk ability. 

The dwarf is single-minded, but there are ways to 
deal with him. The characters might, together, be able 
to defeat him. He doesn't want to murder multiple 
living beings to get to Lysette, so if the characters 
obstruct him and show no signs of relenting, he leaves 
empty-handed. Alternatively, the characters might flee 
(dragging Lysette with them; she neither resists nor 
assists them) and hide, or fetch guards to deal with the 
dwarf. 

Conclusion
If the characters save Lysette, by the next morning 

she has completely forgotten her experience, and those 
who knew her forget that she was ever gone. This does 
mean she has no assigned career, no prospects, and 
will survive on charity until next year’s ceremony. 

Otherwise, Lysette is gone where characters cannot 
or will not yet follow. Stone dwarves continue to 
appear and take people who are quickly forgotten, 
except by a certain few. There are no funerals, for 
no one is dead or missing. Everyone performs their 
assigned roles happily,  for who could be unhappy 
when the Elders have a plan for them? All is as it 
should be in Sepulchre, just as it always has been and 
will be. 

Rewards
Characters advance to Level 1. 

STONE Dwarf
Medium construct, neutral

Armor Class 14 (natural armour)

Hit Points 45 (6d8 + 18)

Speed 30 ft.

STR DEX CON INT WIS CHA
15 (+2) 10 (+0) 16 (+3) 9 (-1) 14 (+2) 7 (-2)

Skills Perception +3

Senses passive Perception 13, blindsight 60 ft.

Condition Immunities Charmed, Exhausted, Frightened, 
Poisoned, Prone, Stunned

Languages Understands all but does not speak. Telepathy 
(with Stone Dwarves and Rootless only) 10 ft.

Challenge 2 (450 XP)

Stonewalk. The Stone Dwarf can walk through rock and 
stone at its normal speed, taking with it one creature of up to 
Large size (which does not need to breathe for the duration of the 
stonewalk). While doing so, the Stone Dwarf does not disturb the 
material it moves through.

No Sleep. Cannot be put to sleep by any means. 

The Forgetting. Those who encounter a Stone Dwarf forget 
them, and Rootless who answer Maelach's Call, unless they 
succeed on a DC 16 Intelligence saving throw.  

Maelach's Call. When in physical contact with one of the 
Rootless, the Stone Dwarf causes it to remember its nature: a dead 
soul, diverted from its journey to the Death God's garden. Most 
Restless are eager to resume their journey, but some may resist. 
When no longer in contact with the Stone Dwarf, the Rootless 
forgets Maelach's Call. 

Actions
Fist. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. 

Hit: 4 (1d4 + 2) bludgeoning damage.

Bonus Actions
Choke. When the Stone Dwarf successfully grapples a 

creature, it may choke it as a bonus action. A choking creature 
makes a DC 13 Constitution saving throw. If it fails consecutive 
saving throws equal to its Constitution modifier +1 (minimum 1), 
it falls unconscious and is Incapacitated. 
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Pregenerated 
Characters

We've included six pregenerated level 0 characters that show off some of the playable races available to you in 
Dreadful Realms: Caverns of the Wise Minister. 

You'll find they're almost complete. There are a few opportunities for players to customise them and (being 
painfully honest here) we've omitted Backgrounds because we're not allowed to print that text. You are, we're 

not! 

Social Standing is a mechanic unique to Sepulchre. We've simplified it here, but you'll find more detailed rules 
in the Setting Guide. For now, just use it as a roleplaying guide for groups characters have interacted with before. 

That's all! Print, play, and have fun! 



CHARACT ER N AME

PLAYER N AME

PORTRA IT

RACE

BACKGROUND

CLASS LE VEL

SIZE MOVEMEN T

strength dexterity

constitution intelligence

wisdom
charism a

SKILLS SAVING THROWS

INSPIRATION

R

ROFICIENC ES

LA NGUAG ES

SENSES

PROFICIENCY

BONUS

PASSI VE

PERCEPTION

PASSI VE

INSIGHT

DEATH SAVES INITIATI VE

BONUS

ACTI VE ABILITIES PASSI VE ABILITIES

COMBAT

SPELL SLOTS

ACRO BATICS (DEX)

ANI MAL HA NDLING (WIS)

ARCA N A (IN T)

ATHLETICS (S TR)

DECEPTION (CHA)

HIS TORY (IN T)

INSIGHT (WIS)

IN TI MIDATION (CHA)

INVES TIG ATION (IN T)

MEDICINE (WIS)

NATURE (IN T)

PERCEPTION (WIS)

PERFORMA NCE (CHA)

PER SUASION (CHA)

RELIG ION (IN T)

SLEIGHT OF HA ND (DEX)

ST EALTH (DEX)

SURVI VAL (WIS)

S TR

CON

WIS

DEX

IN T

CHA

AC

HP

tota
l tem

p

h it dice

weap on atk bonus dam age dmg type

first level

ninth level

eighth level

seventh level

sixth level

fifth level

fourth level

th ird level

second level

Human

Craftsperson

N/A
M 30

+2
14

+2
15

+3

16

+0

11

-1

9

+1

13

9

9

12

+2

9

9

+1

+3

Choose one additional skill.

Sepulchral Vernacular, Nix

+2

1d6+3

Club +4 1d6+2 B

SOCIAL STANDING
Craftspersons of Rest
(positive - you can
expect a warm reception
from this group)
Local government of
Rest (negative - you can
expect a cold reception
from this group)

✔

✔
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PLAYER N AME

PORTRA IT

RACE

BACKGROUND

CLASS LE VEL

SIZE MOVEMEN T

strength dexterity

constitution intelligence

wisdom
charism a

SKILLS SAVING THROWS

INSPIRATION

R

ROFICIENC ES

LA NGUAG ES

SENSES

PROFICIENCY

BONUS

PASSI VE

PERCEPTION

PASSI VE

INSIGHT

DEATH SAVES INITIATI VE

BONUS

ACTI VE ABILITIES PASSI VE ABILITIES

COMBAT

SPELL SLOTS

ACRO BATICS (DEX)

ANI MAL HA NDLING (WIS)

ARCA N A (IN T)

ATHLETICS (S TR)

DECEPTION (CHA)

HIS TORY (IN T)

INSIGHT (WIS)

IN TI MIDATION (CHA)

INVES TIG ATION (IN T)

MEDICINE (WIS)

NATURE (IN T)

PERCEPTION (WIS)

PERFORMA NCE (CHA)

PER SUASION (CHA)

RELIG ION (IN T)

SLEIGHT OF HA ND (DEX)

ST EALTH (DEX)

SURVI VAL (WIS)

S TR

CON

WIS

DEX

IN T

CHA

AC

HP

tota
l tem

p

h it dice

weap on atk bonus dam age dmg type

first level

ninth level

eighth level

seventh level

sixth level

fifth level

fourth level

th ird level

second level

Human

Acolyte

N/A
M 30

+0
11

+1
13

-1

9

+1

13

+3

16

+2

15

5

11

+2

13

15
+5

+5

Choose one additional skill.

Sepulchre vernacular, Goblin

+1

1d6-1

Staff +2 1d6 B

SOCIAL STANDING:
Clergy of the Wise
Minister in Rest (positive
- you can expect a warm
reception from this
group)
Clergy of other deities in
Rest (negative - you can
expect a cold reception
from this group)

✔

✔



CHARACT ER N AME

PLAYER N AME

PORTRA IT

RACE

BACKGROUND

CLASS LE VEL

SIZE MOVEMEN T

strength dexterity

constitution intelligence

wisdom
charism a

SKILLS SAVING THROWS

INSPIRATION

R

ROFICIENC ES

LA NGUAG ES

SENSES

PROFICIENCY

BONUS

PASSI VE

PERCEPTION

PASSI VE

INSIGHT

DEATH SAVES INITIATI VE

BONUS

ACTI VE ABILITIES PASSI VE ABILITIES

COMBAT

SPELL SLOTS

ACRO BATICS (DEX)

ANI MAL HA NDLING (WIS)

ARCA N A (IN T)

ATHLETICS (S TR)

DECEPTION (CHA)

HIS TORY (IN T)

INSIGHT (WIS)

IN TI MIDATION (CHA)

INVES TIG ATION (IN T)

MEDICINE (WIS)

NATURE (IN T)

PERCEPTION (WIS)

PERFORMA NCE (CHA)

PER SUASION (CHA)

RELIG ION (IN T)

SLEIGHT OF HA ND (DEX)

ST EALTH (DEX)

SURVI VAL (WIS)

S TR

CON

WIS

DEX

IN T

CHA

AC

HP

tota
l tem

p

h it dice

weap on atk bonus dam age dmg type

first level

ninth level

eighth level

seventh level

sixth level

fifth level

fourth level

th ird level

second level

Riftside Goblin

Apprentice Engineer

N/A
S 30

-1
8

+3
16

+1

13

+3

16

+0

10

+1

12

7

7

13

+2

10

10+5
+2

Arcane Sense. You have an intuitive ability to recognise
magical effects or items. You can cast detect magic twice per
day, without the need for material components.

Nimble. You can take the Disengage action as a bonus action,
and you have advantage on all attempts to escape being
grappled.

Sepulchre vernacular, Elven,
Goblin

Darkvision 60 ft.

+3

1d6+1

Sling (30/120) +3 1d4+3 B

SOCIAL STANDING:
Goblins of Rest (positive
- you can expect a warm
reception from this
group)
Clergy of the Wise
Minister (negative - you
can expect a cold
reception from this
group)

✔

✔
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PLAYER N AME

PORTRA IT

RACE

BACKGROUND

CLASS LE VEL

SIZE MOVEMEN T

strength dexterity

constitution intelligence

wisdom
charism a

SKILLS SAVING THROWS

INSPIRATION

R

ROFICIENC ES

LA NGUAG ES

SENSES

PROFICIENCY

BONUS

PASSI VE

PERCEPTION

PASSI VE

INSIGHT

DEATH SAVES INITIATI VE

BONUS

ACTI VE ABILITIES PASSI VE ABILITIES

COMBAT

SPELL SLOTS

ACRO BATICS (DEX)

ANI MAL HA NDLING (WIS)

ARCA N A (IN T)

ATHLETICS (S TR)

DECEPTION (CHA)

HIS TORY (IN T)

INSIGHT (WIS)

IN TI MIDATION (CHA)

INVES TIG ATION (IN T)

MEDICINE (WIS)

NATURE (IN T)

PERCEPTION (WIS)

PERFORMA NCE (CHA)

PER SUASION (CHA)

RELIG ION (IN T)

SLEIGHT OF HA ND (DEX)

ST EALTH (DEX)

SURVI VAL (WIS)

S TR

CON

WIS

DEX

IN T

CHA

AC

HP

tota
l tem

p

h it dice

weap on atk bonus dam age dmg type

first level

ninth level

eighth level

seventh level

sixth level

fifth level

fourth level

th ird level

second level

Nix

Hunter

N/A
S 25, swim 35

+2
14

+2
15

+2

14

-1

8

+2

14

+0

10

8

8

12

+2

12

12

+4

+1

Amphibious. You can breathe both air and water.

Coral Record. You have the ability to form a telepathic link with the nix’s coral record.
Bioluminescence. You cause your markings to glow, shedding dim light for 20 feet around
you. You can do this a number of times equal to your Constitution modifier before taking a
long rest.

Natural Weapons. your claws are natural weapons, which you can use to make unarmed
strikes. If you hit with them, you deal slashing damage equal to 1d4 + your Strength
modifier, instead of the bludgeoning damage normal for an unarmed strike.

Sepulchre vernacular, Nix

Darkvision 60 ft.

+2

1d6+2

Claws +4 1d4+2 S

Javelin (30/120) +4 1d6+2 P

SOCIAL STANDING:
Nix of Rest (positive -
you can expect a warm
reception from this
group)
Elves of Rest (negative -
you can expect a cold
reception from this
group)

✔

✔



CHARACT ER N AME

PLAYER N AME

PORTRA IT

RACE

BACKGROUND

CLASS LE VEL

SIZE MOVEMEN T

strength dexterity

constitution intelligence

wisdom
charism a

SKILLS SAVING THROWS

INSPIRATION

R

ROFICIENC ES

LA NGUAG ES

SENSES

PROFICIENCY

BONUS

PASSI VE

PERCEPTION

PASSI VE

INSIGHT

DEATH SAVES INITIATI VE

BONUS

ACTI VE ABILITIES PASSI VE ABILITIES

COMBAT

SPELL SLOTS

ACRO BATICS (DEX)

ANI MAL HA NDLING (WIS)

ARCA N A (IN T)

ATHLETICS (S TR)

DECEPTION (CHA)

HIS TORY (IN T)

INSIGHT (WIS)

IN TI MIDATION (CHA)

INVES TIG ATION (IN T)

MEDICINE (WIS)

NATURE (IN T)

PERCEPTION (WIS)

PERFORMA NCE (CHA)

PER SUASION (CHA)

RELIG ION (IN T)

SLEIGHT OF HA ND (DEX)

ST EALTH (DEX)

SURVI VAL (WIS)

S TR

CON

WIS

DEX

IN T

CHA

AC

HP

tota
l tem

p

h it dice

weap on atk bonus dam age dmg type

first level

ninth level

eighth level

seventh level

sixth level

fifth level

fourth level

th ird level

second level

Rootless

Explorer

N/A
M 30

+3
17

+2
15

+1

13

+0

10

+1

12

-1

8

7

7

12

+2

11

11

+4
+3

Breathless. You breathe, but rarely. You can hold your breath for 10 minutes +
your Constitution modifier. You have advantage on saving throws made against
harmful gases and vapors, and inhaled poisons.
Tireless. You barely need to sleep, although you do so out of habit. You take no
penalties for your first level of Exhaustion, but all subsequent levels affect you
normally. You cannot die of Exhaustion.
Dreamless. You do not dream, cannot be put to sleep by magical means, and
are not affected by any magic that affects dreams (e.g. a Night Hag’s
Nightmare Haunting).

Sepulchre vernacular, Infernal

+2

1d6+1

Handaxe +4 1d6+2 S

SOCIAL STANDING:
Hunters of Rest (positive
- you can expect a warm
reception from this
group)
Nix of Rest (negative -
you can expect a cold
reception from this
group)

✔

✔
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PLAYER N AME

PORTRA IT

RACE

BACKGROUND

CLASS LE VEL

SIZE MOVEMEN T

strength dexterity

constitution intelligence

wisdom
charism a

SKILLS SAVING THROWS

INSPIRATION

R

ROFICIENC ES

LA NGUAG ES

SENSES

PROFICIENCY

BONUS

PASSI VE

PERCEPTION

PASSI VE

INSIGHT

DEATH SAVES INITIATI VE

BONUS

ACTI VE ABILITIES PASSI VE ABILITIES

COMBAT

SPELL SLOTS

ACRO BATICS (DEX)

ANI MAL HA NDLING (WIS)

ARCA N A (IN T)

ATHLETICS (S TR)

DECEPTION (CHA)

HIS TORY (IN T)

INSIGHT (WIS)

IN TI MIDATION (CHA)

INVES TIG ATION (IN T)

MEDICINE (WIS)

NATURE (IN T)

PERCEPTION (WIS)

PERFORMA NCE (CHA)

PER SUASION (CHA)

RELIG ION (IN T)

SLEIGHT OF HA ND (DEX)

ST EALTH (DEX)

SURVI VAL (WIS)

S TR

CON

WIS

DEX

IN T

CHA

AC

HP

tota
l tem

p

h it dice

weap on atk bonus dam age dmg type

first level

ninth level

eighth level

seventh level

sixth level

fifth level

fourth level

th ird level

second level

Cave Elf

Professional Singer

N/A
M 30

-1
8

+2
14

+0

10

+1

13

+2

14

+3

16

6

6

12

+2

12

12

+5

+5

Keen Senses (proficient in Perception)
Keen Hearing (advantage on Perception checks based on hearing)
Fey Ancestry: magic can't put you to sleep; advantage on rolls to resist being
charmed
Trance. When you meditate for 4 hours you gain the benefits of a long rest.
Educated. You have proficiency in one set of tools or one additional weapon.
Sunlight Sensitivity. Disadvantage on attack rolls and Perception checks in
direct sunlight.

1 set of tools/weapon (player's choice)

Sepulchre Vernacular, Elven

Darkvision 60 ft.

+2

1d6

 Dagger +4 1d4+2 P

SOCIAL STANDING:
Performers of Rest
(positive - you can
expect a warm reception
from this group)
Craftspersons of Rest
(negative - you can
expect a cold reception
from this group)

✔

✔
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Thank you for Reading! 
If you enjoyed this journey into Sepulchre, and want to learn more of the city's secrets and frailties, we hope 

you'll consider backing the Dreadful Realms: Caverns of the Wise Minister Kickstarter. For our core funding goal, 
we've created a 40,000+ word setting guide full of lore, locations, plot hooks, and player options. One of our 
stretch goals is a full, levels 1-11 adventure path by some of the best RPG writers out there, in which players will 
plumb the depths of Sepulchre's dangers, and attempt to claw back some victories from the darkness. 

Make your Pledge

Credits
Developers: Cat Evans, Liz Gist

Writer: Jessica Marcrum

Editor: Liz Gist

Layout: Cat Evans

Art: David Markiwsky, Adobe Stock

Special thanks to everyone who has followed the Kickstarter campaign, expressed interest and support, and 
made us brave enough to even attempt this. 

All original material in this work is copyright 2020 by Ex Stasis Games Ltd. 

https://www.kickstarter.com/projects/exstasisgames/dreadful-realms-caverns-of-the-wise-minister-0


15Stone Cold

OPEN GAME License Version 1.0a The following text is the prop-
erty of Wizards of the Coast, LLC. 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, exten-
sion, upgrade, improvement, compilation, abridgment or other 
form in which an existing work may be recast, transformed or 
adapted; (c) "Distribute" means to reproduce, License, rent, lease, 
sell, broadcast, publicly display, transmit or otherwise distribute; 
(d)"Open Game Content" means the game mechanic and includes 
the methods, procedures, processes and routines to the extent 
such content does not embody the Product Identity and is an 
enhancement over the prior art and any additional content clearly 
identified as Open Game Content by the Contributor, and means 
any work covered by this License, including translations and 
derivative works under copyright law, but specifically excludes 
Product Identity. (e) "Product Identity" means product and prod-
uct line names, logos and identifying marks including trade dress; 
artifacts; creatures characters; stories, storylines, plots, thematic 
elements, dialogue, incidents, language, artwork, symbols, de-
signs, depictions, likenesses, formats, poses, concepts, themes and 
graphic, photographic and other visual or audio representations; 
names and descriptions of characters, Spells, enchantments, per-
sonalities, teams, personas, likenesses and Special abilities; places, 
locations, environments, creatures, Equipment, magical or super-
natural Abilities or Effects, logos, symbols, or graphic designs; and 
any other trademark or registered trademark clearly identified as 
Product identity by the owner of the Product Identity, and which 
specifically excludes the OPEN Game Content; (f) "Trademark" 
means the logos, names, mark, sign, motto, designs that are used 
by a Contributor to Identify itself or its products or the associated 
products contributed to the Open Game License by the Contrib-
utor (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, nonexclusive License with the exact terms of this 
License to Use, the Open Game Content.

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

6.Notice of License Copyright: You must update the COPY-
RIGHT 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 distribut-
ing are Open Game Content.

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

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

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

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

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

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

15. COPYRIGHT NOTICE Open Game License v 1.0a Copyright 
2000, Wizards of the Coast, LLC. System Reference Document 
5.1 Copyright 2016, Wizards of the Coast, LLC.; Authors Mike 
Mearls, Jeremy Crawford, Chris Perkins, Rodney Thompson, 
Peter Lee, James Wyatt, Robert J. Schwalb, Bruce R. Cordell, Chris 
Sims, and Steve Townshend, based on original material by E. Gary 
Gygax and Dave Arneson.
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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, exten-
sion, upgrade, improvement, compilation, abridgment or other 
form in which an existing work may be recast, transformed or 
adapted; (c) "Distribute" means to reproduce, License, rent, lease, 
sell, broadcast, publicly display, transmit or otherwise distribute; 
(d)"Open Game Content" means the game mechanic and includes 
the methods, procedures, processes and routines to the extent 
such content does not embody the Product Identity and is an 
enhancement over the prior art and any additional content clearly 
identified as Open Game Content by the Contributor, and means 
any work covered by this License, including translations and 
derivative works under copyright law, but specifically excludes 
Product Identity. (e) "Product Identity" means product and prod-
uct line names, logos and identifying marks including trade dress; 
artifacts; creatures characters; stories, storylines, plots, thematic 
elements, dialogue, incidents, language, artwork, symbols, de-
signs, depictions, likenesses, formats, poses, concepts, themes and 
graphic, photographic and other visual or audio representations; 
names and descriptions of characters, Spells, enchantments, per-
sonalities, teams, personas, likenesses and Special abilities; places, 
locations, environments, creatures, Equipment, magical or super-
natural Abilities or Effects, logos, symbols, or graphic designs; and 
any other trademark or registered trademark clearly identified as 
Product identity by the owner of the Product Identity, and which 
specifically excludes the OPEN Game Content; (f) "Trademark" 
means the logos, names, mark, sign, motto, designs that are used 
by a Contributor to Identify itself or its products or the associated 
products contributed to the Open Game License by the Contrib-
utor (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, nonexclusive License with the exact terms of this 
License to Use, the Open Game Content.

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

6.Notice of License Copyright: You must update the COPY-
RIGHT 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 distribut-
ing are Open Game Content.

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

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

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

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

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

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

15. COPYRIGHT NOTICE Open Game License v 1.0a Copyright 
2000, Wizards of the Coast, LLC. System Reference Document 
5.1 Copyright 2016, Wizards of the Coast, LLC.; Authors Mike 
Mearls, Jeremy Crawford, Chris Perkins, Rodney Thompson, 
Peter Lee, James Wyatt, Robert J. Schwalb, Bruce R. Cordell, Chris 
Sims, and Steve Townshend, based on original material by E. Gary 
Gygax and Dave Arneson.
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