
Aderyn Lloyd
July 29, 2023

Medium Humanoid (Half-Elf), Chaotic Good
Non-binary, They/Them

Armor Class: 18
Hit Points: 73
Speed: 30 ft.

Strength Dexterity Constitution Intelligence Wisdom Charisma

16 (+3) 20 (+5) 14 (+2) 14 (+2) 16 (+3) 12 (+1)
Skills:  Acrobatics  +13,  Athletics  +11,  Deception  +5,
Investigation +6, Perception +7, Sleight of Hand +9, Stealth
+13, Survival +7
Senses: Darkvision 60 ft., Passive Perception 17
Languages: Common, Deep Speech, Elvish, Thieves’ Cant
Challenge: 10

Abilities
Cunning Action. Their quick thinking and agility allow them to
move and act quickly. They can take a bonus action on each of
their turns in combat. This action can be used only to take the
Dash, Disengage, or Hide action.

Fast Hands. They can use the bonus action granted by their
Cunning Action to make a Dexterity (Sleight of Hand) check, use
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their thieves' tools to disarm a trap or open a lock, or take
the Use an Object action.

Second-Story Work. They can climb faster than normal; climbing
no longer costs them extra movement. In addition, when they
make a running jump, the distance they cover increases by a
number of feet equal to their Dexterity modifier.

Sneak Attack. They know how to strike subtly and exploit a
foe's distraction. Once per turn, they can deal an extra 5d6
damage to one creature they hit with an attack if they have
advantage on the attack roll. The attack must use a finesse or
a ranged weapon. They don't need advantage on the attack roll
if another enemy of the target is within 5 feet of it, that
enemy isn't incapacitated, and they don't have disadvantage on
the attack roll.

Supreme Sneak. They have advantage on a Dexterity (Stealth)
check if they move no more than half their speed on the same
turn.

Uncanny Dodge. When an attacker that they can see hits them
with an attack, they can use their reaction to halve the
attack's damage against them.

Actions
Dagger +1. Melee Weapon Attack: +10 to hit, 5 ft., one target.
Hit: 8 (1d4 + 6) piercing damage.

Rapier of Wounding. Melee Weapon Attack: +9, 5 ft., one target.
Hit: 9 (1d8 + 5) piercing damage, 2 (1d4) necrotic damage.
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Traits
Agnosia (Humanoid/Faces) [IE 1, Triggered by overstimulation
and fatigue]. Disadvantage and −1 penalty to recognizing and
remembering facial features

Attention  Difference  [IE  2,  Frequent].  When  performing  a
mundane task, Aderyn must make a DC 10 Wisdom saving throw. On
a failure, they become distracted and have disadvantage on
related skill checks and have a +2 bonus to Wisdom (Perception)
checks. On a success, they have advantage on all related skill
checks and a −2 penalty to Wisdom (Perception) checks.

Diminished Motivation [IE 2, Periodic]. To begin a task, they
must make a DC 10 Wisdom check. They may reattempt every 2d4
minutes.

Eating Disruption (Anorexia) [IE 1, Frequent]. When it’s time
to eat, Aderyn must make a DC 12 Wisdom saving throw or be
unable to force themself to eat. On a success, they can eat and
must succeed on a DC 9 Constitution saving throw or experience
Baseless Emotion (Guilt) or (Panic) until they succeed on the
saving throw which they may reattempt every 10 minutes.

Executive  Functioning  [IE  2,  Frequent].  −2  penalty  to  all
initiative rolls and on a roll of 1 or less, Aderyn cannot use
their bonus actions the first round. On any attempt to find
something they previously owned, they have a −2 penalty to
Wisdom (Perception) checks to find it. They have a −2 penalty
to all reaction rolls.

Eye Color Difference (Sclera). −1 Charisma (Persuasion) checks,
+1 Charisma (Intimidation) checks

Fatigue [IE 2, Chronic]. Every long rest, Aderyn must make a DC
14 Constitution saving throw or take 1 level of exhaustion
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during the duration. They must also make a DC 10 Constitution
saving throw or experience insomnia and get no benefits from a
long rest.

Hand Hypersensitivity [IE 2, Periodic]. +2 Wisdom (Perception)
checks involving touch, cannot wear hand coverings without
extreme discomfort

Hand Tremor [IE 1, Periodic and Triggered by Phobias]. −1
penalty to all Strength and Dexterity checks that require fine
motor control

Leg Pain [IE 4, Chronic]. All Concentration checks, DC 14
Constitution saving throw per round to maintain concentration.
Any  round  Aderyn  uses  their  legs,  must  make  a  DC  16
Constitution  saving  throw  or  experience  one  level  of
exhaustion, cumulative each round of exertion requiring 5d20 x
4 per level of exhaustion rounds to recover afterward. They
have a +4 bonus to saving throws against psychic damage.

Leg Weakness [IE 1, Periodic]. Movement speed reduced by 25
percent without assistance. Consider the Strength attribute to
be 3 less for all Strength checks involving leg strength. Every
round spent standing requires a successful DC 9 Constitution
check, the DC increasing by +1 each round. Failure results in
immediately needing to sit or be prone.

Phobia  (Acrophobia/Arachnophobia/Trypanophobia)  [IE  1,
Triggered]. When within 10 ft. of the phobic stimuli Aderyn,
must make a DC 9 Wisdom check or have a −1 penalty to all
Intelligence, Wisdom, and Charisma ability checks.

Repetitive Movement [IE 3, Frequent]. For 3d4 rounds, Aderyn
uses stimming to manage their emotions. When attempting to or
unable to stim, Aderyn must make a DC 6 Constitution check to
fight the urge each round with the DC increasing by 3 each
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round until the stimming behavior is engaged in. Failure to
resist results in a −3 penalty to all ability checks until
their stimming needs are met.

Sensory Processing Difference (Over-Responsivity/Auditory) [IE
4, Chronic]. When the stimulus is present, Aderyn must make a
DC 12 Constitution check or act to avoid the stimulus however
possible. Aderyn can attempt to remake this check each round.
While avoiding, they take a −4 penalty to all Constitution
checks  and  a  +4  bonus  to  all  Wisdom  (Perception)  checks
involving hearing.

Sensory  Processing  Difference  (Sensory
Craving/Proprioception/Touch) [IE 4, Chronic]. When faced with
these sensations, Aderyn must make a DC 12 Wisdom check to
resist  indulging  in  that  stimulation,  regardless  of  the
consequences. This goes on each round the stimuli are present
with  the  DC  of  the  check  increasing  each  round.  While
indulging,  they  have  −4  on  all  Wisdom  (Perception)  and
initiative rolls.

Sensory  Processing  Difference  (Under-
Responsivity/Touch/Pressure) [IE 4, Chronic]. −4 penalty to
Wisdom  (Perception)  rolls  related  to  this  stimulus.  A  −4
penalty to all Dexterity checks and +4 bonus to all rolls to
resist pain or torture with resistance to psychic damage.

Social  Interaction  Difference  [IE  3,  Chronic].  They  have
trouble  interpreting  the  social  aspects  of  language,  both
verbal and non-verbal, and the feelings being conveyed. This
can make them seem insensitive as they miss sarcasm, avoid eye
contact, take expressions literally, or don’t attend to the
subject as neurotypical people would expect, or they tend to
repeat phrases spoken to them as they process them. They have a
−3 penalty on Charisma (Persuasion) and Charisma (Deception)
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and Wisdom (Insight) checks. They can use Masking to mitigate
these effects.

Lower Body Stiffness [IE 2, Periodic]. Their hips and knees are
difficult or impossible to move without extreme pain. They have
a  −2  penalty  on  any  action  that  would  use  those  joints,
including attack rolls. Their daily walking distance is reduced
by 40 percent.

Assistive Devices
Aaron's Axles of Agility

Wondrous Item, uncommon

These magic axles can be adjusted and installed on nearly any
wheelchair by someone with smith's tools or carpenter's tools.
Once installed, these axles have 3 charges. While sitting in
the wheelchair, you can expend 1 charge as a reaction to dodge
without  using  your  action.  The  axles  regain  all  expended
charges daily after a long rest.

Cadfael's Pressure Armor

Wondrous Item, uncommon

Usually chainmail but sometimes found in other configurations,
this armor has 8 charges. While wearing it, you can expend 1
charge as a bonus action to cause the armor to constrict such
that it applies deep pressure and a sense of calmness, like a
hug, usually pleasurable for those that find hugs overwhelming.
If you have Phobia (Claustrophobia), this armor will trigger
it. The armor regains 2d4 expended charges daily after a long
rest.

Valkeown's Fidget Focus

https://wyrmworkspublishing.com/lair/limitless-heroics/traits/physical/legs-feet/lower-body-stiffness/
https://wyrmworkspublishing.com/lair/limitless-heroics/magic-assistance/aarons-axles-of-agility/
https://wyrmworkspublishing.com/lair/limitless-heroics/magic-assistance/cadfaels-pressure-armor/
https://wyrmworkspublishing.com/lair/limitless-heroics/magic-assistance/valkeowns-fidget-focus/


Wondrous Item, uncommon

This fidget has 3 charges and functions as both a fidget item
for assisting with general focus and as a spell focus. While
holding it, you can expend 1 charge as a bonus action to give
you advantage on your next spell attack. The fidget regains all
expended charges daily after a long rest.

Cane. Reduces the associated IE penalty by 1 for Dexterity
checks and saving throws. Requires at least one hand to be used
for balance.

Earplugs.  Aids  with  various  hearing  differences.  Consult
individual trait descriptions for details.

Weighted Blanket. At the end of a short rest under it, you
receive a +1 on all saving throws related to your associated
trait for 1d4 hours. If you take a long rest under the weighted
blanket, then you must succeed on a DC 8 Constitution saving
throw or wake up with Stiffness (Roll for Impact Extent) from
the added weight during your sleep for 1d4 hours. Such a
blanket can be made from two large animal pelts for a medium
humanoid or two medium animal pelts for a small humanoid plus
enough sand to make the total weight 10 percent of your body
weight.

Wheelchair. Wheelchairs eliminate the movement penalty and add
50 percent to your dash movement unless on rough terrain, but
many actions such as jumping are impossible while sitting in a
typical wheelchair.

Background
Born under a new moon to an elven landowner father and a human
craftswoman  mother,  Aderyn  was  unwanted.  Their  early  life,



living with their mother and younger half-brother, was spent in
school or pestering their older friends to teach them to fight.
At 12, their mother disappeared, leaving their younger brother
to relatives and leaving Aderyn to their father. Their father
reluctantly acknowledged Aderyn, providing them with a place to
live, but the hostility of the rest of the household prompted
them to follow their older elven half-sister's path and leave,
at fifteen years old. From then on until they reached adulthood,
Aderyn  drifted  between  house-shares  in  big  cities,  making
temporary friendships and developing their skills.

As their resentment of authority grew, they trained themself in
freerunning, trespassing, and map drawing, using their skills to
fight against tyranny and oppression. They were often found
flying through the city in their wheelchair, hopping from one
roof to the next flanked on either side by their companions in
chaos:  a  young  raven  named  Feathers,  whom  they  trained  to
distract  guards,  and  a  pseudodragon  named  Scales,  who
accompanies them on missions as an emotional support animal.
They  sold  their  services  to  a  range  of  criminal  clients,
breaking  into  properties,  scouting  paths  for  thieves,  and
securing getaway routes.

Eventually, Aderyn's notoriety grew enough that they began being
hired for other purposes, and now, at 24 years old, work in
partnership with an adventuring priestess called Zora, providing
the  downtrodden  with  refuge  and  safe  paths  through  an
increasingly  dangerous  city.

Personality
Aderyn is always trying to do the right thing by people and
works to befriend most people that they meet. However, they will
not work with people who uphold systems of oppression and view
anyone who does as an enemy. People in positions of power who
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abuse  said  power,  are  quick  to  taste  Aderyn’s  justice  and
redistribution of wealth.

When entering new locations or situations, Aderyn is already
looking for the fastest way in and out either to assure their
own escape route or a potential break-in later with a client.
However, even with well-laid plans, they are often the first to
forget or even ignore the plan instead, opting for improvising
on the spot. They do their best to listen though and will often
use  their  Fidget  Focus  to  support  them  in  taking  in  the
important  details  about  each  mission.  Aderyn  also  prides
themself  on  always  paying  back  their  debts  in  one  way  or
another. Oftentimes, this comes as money or helping a friend
with a job, as long as it is in line with their ethics.

Plot Hooks
The party needs to break into a location and needs someone1.
who knows how to get in and out easily.
The party runs into Aderyn as they are escaping from a2.
recent break-in with a crew.
Aderyn is recruiting people at a local tavern or criminal3.
hotspot for an upcoming break-in attempt.

Veralynn Sweetbriar
July 29, 2023
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Medium Humanoid (High Elf), Neutral Good
Cisgender, She/Her

Armor Class: 14
Hit Points: 73
Speed: 30 ft.

Strength Dexterity Constitution Intelligence Wisdom Charisma

10 (+0) 11 (+0) 14 (+2) 14 (+2) 16 (+3) 12 (+1)
Skills: Arcana +6, History +6, Medicine +7, Perception +7,
Survival +7
Senses: passive Perception 17
Immunities: Charmed, Disease, Frightened, Poison, Poisoned
Languages: Common, Draconic, Druidic, Elvish, Gnomish, Halfling
Challenge: 10

Abilities
Spellcasting.  Veralynn  is  a  10th  level  spellcaster.  Her
spellcasting ability is Wisdom (spell save DC 15, +7 to hit
with  spell  attacks).  She  has  the  following  Druid  spells
prepared:
Cantrips (at will): Dancing Lights, Druidcraft, Mending, Mold
Earth, Resistance, Shillelagh

1st Level (4 slots): Create or Destroy Water, Cure Wounds,
Detect Magic, Detect Poison and Disease

2nd  Level  (3  slots):  Animal  Messenger,  Barkskin,  Lesser
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Restoration, Locate Animals or Plants, Pass without Trace,
Spider Climb

3rd Level (3 slots): Call Lightning, Dispel Magic, Plant Growth,
Speak with Plants

4th  Level  (3  slots):  Conjure  Woodland  Beings,  Divination,
Dominate Beast, Freedom of Movement
5th Level (2 slots): Commune with Nature, Greater Restoration,
Tree Stride

Land’s  Stride.  Moving  through  nonmagical  difficult  terrain
costs  her  no  extra  movement.  She  can  also  pass  through
nonmagical plants without being slowed by them and without
taking damage from them if they have thorns, spines, or a
similar hazard. In addition, she has advantage on saving throws
against plants that are magically created or manipulated to
impede movement, such those created by the Entangle spell.

Natural Recovery. She can regain some of her magical energy by
sitting in meditation and communing with nature. During a short
rest, she chooses five expended spell slots to recover. She
can't use this feature again until she finishes a long rest.

Nature's Ward. She can't be charmed or frightened by elementals
or fey, and she is immune to poison and disease.

Wild Shape. She can use her action to magically assume the
shape of a beast that she has seen before, up to CR 1. When she
changes  shape,  her  wheelchair  transforms  with  her  and
incorporates appropriately into her new shape. She can use this
feature twice. She regains expended uses when she finishes a
short or long rest.
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Actions
Dagger. Melee Attack: +5, 5 ft., single opponent. Hit: 3 (1d4 +
1) piercing damage.

Staff. Melee Attack: +5, 5 ft., single opponent. Hit: 3 (1d6)
bludgeoning damage.

Traits
Confusion  [IE  2,  Triggered  by  exertion].  At  times  when
overexerted,  Veralynn  can  become  confused  and  struggle  to
recall what she was planning on doing next. When this happens,
she  has  a  −2  penalty  to  initiative,  reactions,  Wisdom
(Perception), Wisdom (Survival), and concentration checks.

Fatigue [IE 3, Chronic]. Veralynn is nearly always tired. After
every long rest, she must succeed on a DC 15 Constitution
saving throw or take 1 level of exhaustion during the duration,
regardless of the amount of rest she gets. Along with this it
takes her 60% longer to prepare spells, and every long rest,
she needs to succeed on a DC 11 Constitution saving throw or
experience insomnia and no benefits.

Intrusive Thoughts [IE 1, Chronic]. Veralynn has intrusive
thoughts about whether or not people actually want to be her
friend, that she is burdening others, and that she isn’t as
capable as she actually is. Due to this, she has a −1 penalty
on saving throws against being frightened.

Pain  (Chronic  Pain)  [IE  3,  Chronic].  Veralynn  experiences
chronic pain throughout her body. Any action that requires a
concentration check (e.g. maintaining a spell) requires a DC 13
Constitution saving throw per round to maintain concentration. 
Since she is used to managing pain, she has a +3 bonus to
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saving throws against psychic pain.

Assistive Devices
Veralynn’s Countryside Conveyance

Wondrous Item, common

This wheelchair has wide wheels that enable it to move through
wilderness areas with a 30 ft. speed, adjusted for terrain
difficulty. While seated in it and speaking directional and
speed command words, the chair will propel itself for up to 8
hours per day. The wheelchair regains its charge after a long
rest.

Salve. A jar of salve costs 1 sp for seven days’ worth and must
be applied every 2 hours to receive the benefits. One hour
after application, the Impact Extent of Chronic Pain reduces by
1 for 2 hours, continuing as long as applications continue. The
benefits wear off after 2.5 hours if not reapplied.

Background
When Veralynn was younger she loved spending time in the forests
being deeply immersed in nature and animals. Prior to becoming
sick, she could go weeks without returning to a city. However,
while out on one such adventure she was exposed to a virus that
caused  her  body  to  experience  chronic  pain  with  flu-like
symptoms.  It  took  several  years,  seeing  many  healing  folk,
before Veralynn was able to name what was ailing her. During
that  time,  she  used  her  druidic  skills  to  develop  healing
potions and salves that helped manage her symptoms. She was able
to take the skills she learned and turn them towards opening a
shop that sold her creations to help others like herself that



struggled  with  various  chronic  ailments  that  traditional
healing,  both  magical  and  non-magical,  could  not  properly
address. While this was not in her plans, Veralynn has grown to
love the work and knowing that she is helping those around her.
Wherever her shop is located, she is a hub for the community and
well known in the town.

Personality
Veralynn is the “mom friend” of the group and is known for being
caring towards those she is close to and even those she isn’t
close to yet. She will remind people regularly to eat, drink
water, and get enough rest. Being extroverted and friendly, it
is only a matter of when, not if, someone will be friends with
Veralynn. She is fiercely loyal and protective of her friends.
However, under her extroverted personality, Veralynn does have
her own struggles and does her best to not put them all on her
friends. Due to this, she will hide when struggling with intense
pain or fatigue. Veralynn also lacks confidence at times in her
abilities  and  friendship.  However,  with  reassurance  and
emotional support, she is able to work through these moments.

Plot Hooks
The party is searching for a cure for something that magic1.
and non-magical items cannot seem to cure.
A party member has an ailment or condition that needs2.
special care or items to help manage.
The party needs an expert on the local flora and fauna.3.



Kailin Bertolegin’s Potion of
Vitality
July 29, 2023
Potion, common

This yellow effervescent potion temporarily removes 1 level of
exhaustion for 1d4 hours, but when it wears off, the consumer
gains back the exhaustion and adds an additional level.
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