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Aderyn Lloyd

Medium Humanoid (Half-Elf), CG, They/Them AC: 18 HP: 73 Speed: 30 ft., Climb 30 ft., Jump +5 ft.

STR

DEX

CON

INT

WIS



CHA

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

Resistance: Psychic

Languages: Common, Deep Speech, Elvish, Thieves’Cant Cunning Action. Dash, Disengage, or Hide as bonus action.

Sneak Attack. +5d6 damage to one creature if advantage on the attack

Supreme Sneak. Stealth check advantage if move half speed Uncanny Dodge. Reaction, halve the attack's damage against them.

Actions

Dagger +1. Melee Weapon: +10, 5 ft., 1d4+6 piercing.

Rapier of Wounding. Melee Weapon: +9, 5 ft., 1d8+5 piercing, (1d4) necrotic damage.

Traits

Agnosia. Disadvantage & −1 to recognizing & remembering faces Attention Difference. DC 10 WIS save. On failure, disadvantage on related skill checks, +2 Perception. On a success advantage, −2

Perception

Diminished Motivation. DC 10 WIS check every 2d4 minutes.

Eating Disruption (Anorexia). DC 12 WIS save or unable to eat. DC 9

CON save vs Baseless Emotion (Guilt) or (Panic) Executive Functioning. −2 initiative; ≤1, no bonus actions 1st round.

Eye Color Difference (Sclera). −1 Persuasion, +1 Intimidation Fatigue. DC 14 CON save; fail=1 level/exhaustion. DC 10 CON save or insomnia & get no benefits of long rest.

Hand Hypersensitivity. +2 Perception checks re: touch
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Hand Tremor. −1 STR & DEX checks for fine motor control Leg Pain. Concentration: DC 14 CON save per round to maintain. Any round using legs, DC 16 CON save or +1 exhaustion, +4 save vs psychic damage.

Leg Weakness. STR attribute −3 for leg STR checks. DC 9 CON check when standing, +1 DC per round or need to sit or be prone.

Phobia (Acrophobia/Arachnophobia/Trypanophobia). 10 ft., DC 9

WIS check or −1 INT, WIS, & CHA ability checks.

Repetitive Movement. 3d4 rounds or DC 6 + 3 per extra round CON

check to fight the urge each round or −3 ability checks until stim.

Sensory Processing Difference (Over-Responsivity/Auditory). DC

12 CON check or avoid stimulus. Attempt each round. While avoiding,

−4 all CON checks, +4 hearing WIS (Perception) checks.

Sensory Processing Difference (Sensory Craving, Proprioception, Touch). DC 12 WIS check, +1/round to resist. While indulging, −4 WIS (Perception) & initiative.

Sensory Processing Difference (Under-Responsivity, Touch, Pressure). −4 WIS (Perception) rolls re: stimulus. −4 DEX checks, +4 to resist pain or torture.

Social Interaction Difference. −3 CHA (Persuasion), CHA (Deception), WIS (Insight) checks. Can use Masking to mitigate.

Lower Body Stiffness. −2 any action using lower body joints. Daily walking distance −40%.

Assistive Devices

Aaron's Axles of Agility. (3 charges/day) dodge without using action Cadfael's Pressure Armor. (8 charges/day) Bonus action: deep pressure & a sense of calmness. +2d4 expended charges after long rest.

Cane. Reduces IE penalty by 1 for DEX checks & saves.



Earplugs

Weighted Blanket. +1 on all saves re: associated trait for 1d4 hours.

Wheelchair. Eliminate movement penalty, +50% to dash movement.
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Brace

Medium Humanoid (Half-Orc), NG, He/Him AC: 18 HP: 59 Speed: 30 ft.

STR

DEX

CON

INT

WIS



CHA

15 (+2)

10 (+0)

16 (+3)

10 (+0)

12 (+1)

10 (+0)

Skills: Insight +4, Intimidation +3, Medicine +4, Persuasion +3

Senses: Passive Perception 11

Languages: Common, Elvish, Halfling, Orc Spellcasting. 7th level, WIS (save DC 12, +4). cleric: Cantrips (at will): Guidance, Mending, Sacred Flame, Spare the Dying 1st Level (4): Bless, Cure Wounds, Healing Word, Purify Food & Drink 2nd Level (3): Calm Emotions, Lesser Restoration, Prayer of Healing, Spiritual Weapon

3rd Level (3): Beacon of Hope, Create Food & Water, Protection from Energy, Revivify

4th Level (1): Banishment, Death Ward, Divination, Guardian of Faith Better Together. (3/day) Action; 3 willing creatures within 30 ft; 10

minutes.1d4 + 3 temporary hp while within range.

Channel Divinity. He can channel divine energy two times per rest.

Channel Divinity: Bond of Friendship. 7 willing creatures within 30

ft.; 1 minute. Resistance to psychic damage & +3 bonus on saves vs frightened, charmed, uncomfortable emotions such as Amplified Emotions or Baseless Emotions.

Channel Divinity: Through Thick & Thin. Better Together also gives each advantage on one CON or WIS save of its choice & restores one hit die

Channel Divinity: Turn Undead. 30 ft.; WIS save; 1 minute or until it takes any damage; instantly destroyed if CR is at or below 1/2.

Relentless Endurance. When he is reduced to 0 hp but not killed, he can drop to 1 hp instead 1/long rest.

Actions

Handaxe. Melee: +6 , 20 (60) ft., single opponent. 6 (1d6 + 3) slashing
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Traits

Baseless Emotion (Worthlessness): Brace feels persistent self-doubt about his abilities & value as a person. Comparing himself to others activates this feeling. He takes a −2 to initiative rolls.

Humanoid Agnosia (Face): Brace is unable to recognize humanoid faces or distinguish them from others. As a result, he has disadvantage

& −2 to distinguish even the most basic of details regarding recognizing or remembering that feature. He’s learned to focus on the other features to recognize individuals, which gives him a +2 to INT checks to remember or know about a specific subject such as hairstyles or jewelry.

Intrusive Thoughts: −2 to saves vs. being frightened.

Missing (Right Hand): Brace has a – 1 on STR (Athletics) checks that require two hands, such as climbing, & in mounted combat, whenever he attacks or takes damage, he needs to succeed on a DC 8 DEX check or fall off his mount.

Assistive Devices

Leather Strap. Used to hold Brace’s shield to his forearm. He may use a bonus action to don or doff it.



Ring of Dispel Doubt

When worn, the Ring pulses w/a gentle, reassuring warmth whenever you experience Intrusive Thoughts, giving you +2 on all saves vs.

Intrusive Thoughts or magic effects that affect how you see yourself, such as Vicious Mockery. The ring helps you to ground & center yourself

& focus on what matters to you by reminding you of whatever you find calming, helping you to either pull yourself out of or cope w/troubling thoughts & moods & avoid maladaptive coping strategies.
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Donna Nason

Medium Humanoid (Dwarf), CG, Cisgender woman (she/her) AC: 17 HP: 60 Speed: 25 ft.

STR

DEX

CON

INT

WIS



CHA

20 (+5)

18 (+4)

16 (+3)

12 (+1)

11 (+0)

13 (+1)

Skills: Acrobatics +6, Athletics +7, Sleight of Hand +6, Stealth +6

Senses: Darkvision 60 ft., Passive Perception 10

Languages: Common, Dwarvish

Danger Sense. Advantage on DEX saves vs. effects that she can see while not blinded, deafened, or incapacitated.

Dwarven Resilience. Advantage on saves vs. poison & resistance against poison damage.

Frenzy. While raging, single melee weapon attack as a bonus action on each turn after this. When rage ends, she suffers one level of exhaustion.

Rage Damage. Bonus action, rage up to 1 minute; advantage on STR

checks & saves (not attacks), +2 melee damage w/STR weapons; resistance to bludgeoning, piercing, slashing damage.

Reckless Attack. When she makes her first attack on her turn, she can decide to attack recklessly, giving her advantage on melee weapon attack rolls using STR during this turn, but attack rolls against her have advantage until her next turn.

Stonecunning. Proficient in the History skill & adds double her proficiency bonus to the check re: stonework origin.

Actions

Greataxe. Melee Weapon: +7, 5 ft., 11 (1d12 + 5) slashing Morningstar. Melee Weapon: +7, 5 ft., 9 (1d8 + 5) piercing
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Traits

Attention Difference [Frequent]. DC 11 WIS save during monotony or disadvantage on all related skill checks. While distracted, +3 on passive WIS (Perception) checks. On success, hyperfocused & advantage on all related skill checks. While hyperfocused, -3 to passive WIS

(Perception). Before an upcoming event, DC 9 CON save or distracted until it begins.

Foot Paralysis & Numbness. Move using hands 6 ft. for 16 minutes before needing to rest.

Hand Paralysis & Numbness. 

Speech Impediments. −2 on all speech-related d20 rolls.

Assistive Devices

Donna Nason's Wheelchair Ram (Wheelchair Accessory) 3 charges; 1 charge as a bonus action to equip the ram. Once loaded, you can use an action during your next turn to charge, moving double your movement straight toward a target, & if you hit it w/a melee attack, the target takes an extra 9 (2d8) bludgeoning damage. If the target is a creature, it must succeed on a DC 14 STR save or be pushed up to 10 feet away & knocked prone. While sitting in the associated wheelchair, you also have a 20 ft., movement speed, adjusted for terrain difficulty, controlled by either voice or arm movement (determined during installation), up to eight hours per day. The accessory regains all expended charges daily after a long rest.



Jousting Gauntlets

These gauntlets have fasteners on the fingertips that attach to the thumb & palm, securing your grip so you cannot drop your weapon.

While wearing them, you can use an action to affix the fasteners to a drawn weapon. You can use an action to remove the gauntlet while affixed.
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Dread

Medium humanoid (tiefling), NG, Nonbinary, she/they AC 10 (leather armor) HP: 39 Speed: 30 ft.

STR

DEX

CON

INT

WIS



CHA

12 (+1)

8 (−1)

13 (+1)

11 (+0)

15 (+2)

18 (+4)

Saves WIS +5, CHA +7

Skills Arcana +3, History +3

Damage Resistances fire

Senses passive Perception 12

Languages Common, Infernal

Spellcasting (2). 6th level, CHA (save DC 15, +7). warlock: Cantrips: Eldritch Blast, Mage Hand, Minor Illusion, Thaumaturgy 1st level (1): Bane; Mage Armor (at will) 2nd level: (each 1/long rest): Darkness, Hellish Rebuke 3rd level: Darkness, Dispel Magic, Enthrall, Fear, Find Familiar, Protection from Evil & Good, Spider Climb, Vampiric Touch Dark One’s Blessing. When hostile creature to 0 HP, + 10 temp HP.

Dark One’s Own Luck. (1/short rest) + d10 to ability check or save.

Gaze of Two Minds. Touch; willing humanoid; use other’s senses. The humanoid is blinded & deafened.

Traits

Blindness. −4 on sight-related d20 rolls & ranged combat beyond 10

ft.; +4 when using other senses; no disadvantage to hit invisible creatures.

Disinhibited Social Engagement. −3 on all WIS (Insight) & CHA (Deception) checks & saves vs. being charmed.

Actions

Dagger. Melee or Ranged: +4, 5 ft., 20/60 ft., 3 (1d4 + 1) piercing Handaxe. Melee or Ranged: +4, 5 ft., 20/60 ft., 4 (1d6 + 1) slashing Staff. Melee Weapon: +4, 5 ft., 4 (1d6 + 1) bludgeoning, 5 (1d8 + 1) bludgeoning w/ two hands.
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Eilwynn Ilaras

Medium humanoid (high elf), LG, Cisgender, she/her AC 13 (leather armor) HP: 17 Speed: 30 ft.

STR

DEX

CON

INT

WIS



CHA

8 (−1)

14 (+2)

14 (+2)

14 (+2)

15 (+2)

10 (+0)

Saves INT +4, WIS +4; Advantage: saves vs. charmed; no magic sleep Skills Animal Handling +4, Investigation +4, Nature +4, Perception

+4, Survival +4

Senses darkvision 60 ft., passive Perception 14

Languages Common, Druidic, Elvish, Giant, Gnomish, Sylvan Spellcasting. 2nd level, WIS (save DC 12, +4). druid: Cantrips (at will): Create Bonfire, Druidcraft, Shillelagh 1st level (4): Cure Wounds, Entangle, Fog Cloud, Thunderwave Mage Hand. (at will) Her spellcasting ability for this cantrip is INT.

Natural Recovery. 1/long rest during a short rest; 1 spell slot.

Wild Shape. 2/short rest; 1 hour. Prefers to Wild Shape into a wolf.

Traits

Baseless Emotion (Panic/Nervousness, Worrying) [Periodic]. 

Panic/Nervousness. All spellcasting & ability checks require that she CON save or make the subsequent check w/a −2 penalty, & tasks that normally require a CON save are made w/a −2 penalty.

Worrying. −2 on saves vs. frightened & CHA (Persuasion) checks Traits recur in 1d20 days, rerolling cumulatively on a 20.

The penalty to saves vs. the frightened condition is always present.

Reduce to −1 w/ short rest w/ staff or DC 13 CON save after 1d10

minutes in Wild Shape.

Actions

Scimitar. Melee Weapon: +4, 5 ft., 5 (1d6 + 2) slashing Shillelagh. Melee Spell: +4, 5 ft., 6 (1d8 + 2) bludgeoning Shortbow. Ranged Weapon: +4 , 80/320 ft., 5 (1d6 + 2) piercing Staff. Melee Weapon: +1, 5 ft., 2 (1d6 − 1) bludgeoning, 3 (1d8 − 1) bludgeoning w/ two hands.
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Hadarai Liadon

Medium humanoid (elf), CN, Nonbinary, fae/faer/faerself AC 15 (leather armor) HP: 23 Speed: 30 ft., Climb 30 ft., Jump +4 ft.

STR

DEX

CON

INT

WIS



CHA

8 (−1)

18 (+4)

10 (+0)

13 (+1)

13 (+1)

15 (+2)

Saves DEX +6, INT +3; advantage vs. being charmed, no magic sleep Skills Acrobatics +6, Deception +6, Insight +3, Perception +3, Performance +4, Persuasion +4, Sleight of Hand +8

Senses darkvision 60 ft., passive Perception 13

Languages Common, Draconic, Elvish, Goblin, Orc, Thieves’Cant Cunning Action. Dash, Disengage, or Hide w/ bonus action.

Fast Hands. Sleight of Hand check as bonus action: thieves’tools to disarm a trap or open a lock, or take the Use an Object action.

Sneak Attack. 1/turn, Hadarai can deal an extra 2d6 damage to one creature fae hits w/an attack w/a finesse or ranged weapon if fae has advantage on the attack roll. Fae doesn't need advantage on the attack roll if another enemy of the target is within 5 ft., of it, that enemy isn’t incapacitated, & fae doesn't have disadvantage on the attack roll.

Spellcasting. Hadarai can cast the Prestidigitation cantrip. Faer spellcasting ability is INT.

Traits

Hair Growth Difference. Hadarai has reduced hair growth relative to faer ancestry. While mostly cosmetic & cultural, it may result in a −4 on certain CHA checks, depending on the culture. The player & GM should discuss the effect in their campaign world. In extremely hot or cold environments, the saves as outlined in official fifth edition sources have a bonus or penalty of 2 accordingly.

Actions

Dagger. Melee or Ranged Weapon: +6, 5 ft., 20/60 ft., 1d4 + 4 piercing Rapier. Melee Weapon: +6, 5 ft., 8 (1d8 + 4) piercing Shortbow. Ranged Weapon: +6 , 80/320 ft., 7 (1d6 + 4) piercing
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Jaydrey Forewood

Small humanoid (halfling), LG, Cisgender, she/her AC 15 (Draconic Resilience) HP: 38 Speed: 25 ft.

STR

DEX

CON

INT

WIS



CHA

14 (+2)

15 (+2)

13 (+1)

10 (+0)

8 (−1)

17 (+3)

Saves CON +4, CHA +6

Skills Arcana +3, Medicine +2, Nature +3, Persuasion +6 (+9 w/

dragons)

Senses passive Perception 9

Languages Celestial, Common, Draconic, Halfling, Halfling Sign Spellcasting. 6th level, CHA (save DC 14, +6). Sorcerer: Cantrips (at will): Light, Mage Hand, Message, Minor Illusion, Ray of Frost

1st level (4): Magic Missile, Shield, Sleep, Thunderwave 2nd level (3): Alter Self

3rd level (3): Haste, Lightning Bolt

Font of Magic. 6 sorcery points/day Elemental Affinity (Cold). +3 to one cold damage roll. 1 sorcery point to gain resistance to cold damage for 1 hour.

Quickened Spell. 2 sorc. points: 1 action casting time=bonus action.

Subtle Spell. 1 sorcery point: no somatic or verbal components.

Lucky. Reroll 1 on attack roll, ability check, or save.

Halfling Nimbleness. Move through space of medium+ creature Naturally Stealthy. Hide when obscured by a medium+ creature Actions

Dagger. Melee or Ranged: +5, 5 ft., 20/60 ft., 4 (1d4 + 2) piercing Shortsword. Melee Weapon: +5, 5 ft., 5 (1d6 + 2) piercing Traits

Face Cleft. +3 Sleight of Hand; −3 to disguise or Stealth checks to blend into a crowd, −3 Persuasion; −3 CON saves vs. face- & ear-related diseases & poisons, −3 deception w/ speech, full round to quaff a potion.
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Lanark

Large Monstrosity (Minotaur), LG, Cisgender man (he/him) AC: 17 HP: 170 Speed: 40 ft.

STR

DEX

CON

INT

WIS



CHA

20 (+5)

17 (+3)

18 (+4)

13 (+1)

13 (+1)

11 (+0)

Skills: Acrobatics +8, Athletics +10, Intimidation +5, Perception +6, Survival +6

Senses: Passive Perception 16

Languages: Common, Dwarvish, Minotaur

Rage. Bonus action; 1 minute; advantage on STR checks & saves (not attacks), +3 melee damage w/STR weapons, resistance to bludgeoning, piercing, slashing damage.

Brutal Critical. 2 extra damage dice on critical hit w/ melee weapon.

Danger Sense. Advantage on DEX saves vs. effects that he can see while not blinded, deafened, or incapacitated.

Feral Instinct. Advantage on initiative; if surprised at start of combat but not incapacitated, act normally on first turn if he enters a rage first.

Frenzy. While raging, make a melee weapon attack as a bonus action on each turn after this. When his rage ends, 1 level of exhaustion.

Goring Rush. Immediately after he uses the Dash action on his turn & moves at least 20 feet, make 1 melee attack w/his horn as a bonus action.

Hammering Horns. After he hits w/a melee attack as Attack action on his turn, bonus action to shove that target w/his horn if no more than 1

size larger & within 5 feet. STR save (DC 18) or pushed up to 10 ft.

Intimidating Presence. 30 ft.; WIS save (DC 13) or frightened until end of his next turn. Action to extend duration each turn unless 60+ ft.

away.

Labyrinthine Navigation. Find the exit to any structure or maze.

Mindless Rage. He can’t be charmed or frightened while raging.

Persistent Rage. His rage ends early only if unconscious or chooses to.
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Reckless Attack. First attack on his turn, advantage STR melee weapon attack rolls, but attack rolls against him have advantage until next turn.

Relentless Rage. If 0 hp while raging & doesn't die, DC 10 CON save to 1 hit point. DC +5 each time he uses this after the first until rest.

Retaliation. When he takes damage from a creature within 5 ft. of him, use his reaction to make a melee weapon attack against that creature.

Actions

Extra Attack. He can attack twice, instead of once, whenever he takes the Attack action on his turn.

Greataxe. Melee Weapon: +10, 5 ft., 11 (1d12 + 5) slashing Horn. Unarmed; +10, 5 ft., 8 (1d6 + 5) piercing Traits

Diverse Face Shape. Lanark’s missing horn draws immediate attention. Due to its break, it isn’t within the typical range of shapes of his ancestry. Consequently, when people who don't know them see Lanark, they usually only see his face w/a missing horn. This gives him

+3 to DEX (Sleight of Hand) rolls but -3 to any rolls involving disguise or stealth rolls to blend into a crowd as well as a -3 on CHA (Persuasion) checks due to many people’s discomfort around those w/unexpected appearances.

Phobia (Agoraphobia) [Triggered]. Lanark’s Labyrinthine Navigation makes him more comfortable in enclosed spaces where he has a better sense of the environment. The more open the space, the more uncomfortable he becomes. When in an open environment, he must succeed on a WIS save each minute: DC 8 in a dense city or forest, DC 9 in an open village, DC 10 in an open plain. On failure, he must move away from the stimulus or have a −1 on all INT, WIS, & CHA ability checks due to distraction.
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Lechlun Adarian

Medium humanoid (human), CN, Cisgender, he/him AC 13 (16 w/mage armor) HP: 38 Speed: 30 ft.

STR

DEX

CON

INT

WIS



CHA

9 (−1)

16 (+3)

14 (+2)

17 (+3)

13 (+1)

11 (+0)

Saves INT +6, WIS +4

Damage Resistances psychic

Senses passive Perception 11

Languages Common, Elvish, Primordial, Undercommon Spellcasting. 6th level, INT (save DC 14, +6). wizard: Cantrips (at will): Chill Touch, Dark Shape, Mage Hand, Prestidigitation 1st level (4): Disguise Self, Mage Armor, Nullified Senses, Protection from Evil & Good

2nd level (3): Darkness, Invisibility, Untouchable Minion 3rd level (3): Sphere of Annihilation, Touch Oblivion Arcane Recovery. 1/day after short rest, recover up to 3 spell slots.

Forced Oblivion. Counterspell & Dispel Magic each 1/long rest as a bonus action or reaction at 3rd level without expending spell slots.

Traits

Diverse Face Shape. Lechlun's face draws immediate attention. It isn’t within the typical range of shapes of his ancestry, including underdeveloped cheek bones & jaw, eyes that slant downward, sparse eyelashes, & a notch in the lower eyelids. Consequently, when people who don't know him see him, they usually only see his face. This gives him +2 to DEX (Sleight of Hand) checks but −2 to disguise checks or DEX (Stealth) checks to blend into a crowd as well as a −2 on CHA (Persuasion) checks due to many people’s discomfort around those w/unexpected appearances.

Actions

Dagger. Melee or Ranged Weapon: +6, 5 ft., 20/60 ft., 5 (1d4 + 3) piercing
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Moonmaeven

Medium Humanoid (High Elf), LG, Cisgender woman (she/her) AC: 13 HP: 60 Speed: 30 ft.

STR

DEX

CON

INT

WIS



CHA

12 (+1)

14 (+2)

15 (+2)

12 (+1)

17 (+3)

17 (+3)

Skills: Acrobatics +5, Arcana +4, Deception +6, Insight +6, Investigation +4, Nature +4, Perception +9, Performance +9, Persuasion +6

Senses: Passive Perception 19

Languages: Common, Druidic, Elvish, Infernal Druid Spellcasting. 3rd level, WIS (save DC 14, +6): Cantrips (at will): Druidcraft, Guidance, Produce Flame, Resistance 1st Level (4): Charm Person, Create or Destroy Water, Detect Magic 2nd Level (3): Enhance Ability, Gust of Wind, Heat Metal, Locate Object, Pass without Trace

Bard Spellcasting. 3rd level, CHA (save DC 14, +6): Cantrips (at will): Mage Hand, Prestidigitation 1st Level (4): Charm Person, Comprehend Languages, Identify 2nd Level (3): Shatter, Silence, Suggestion Bardic Inspiration. 60 ft., 10 minutes, +1D6.

Cutting Words. Bardic Inspiration, Reaction, 60 ft.; −1D6 to attack roll, ability check, or damage roll.

Fey Ancestry. Advantage on saves vs. charmed; no magic sleep.

Jack of All Trades. +1 to any non-proficient ability check Natural Recovery. 1/long rest during a short rest, recover 2 spell slots.

Song of Rest. Extra 1d6 hp to all regaining during short rest.

Wild Shape. 2/short rest, 1 hour.

Traits

Baseless Emotion [Triggered by own shadow & the tricks that it plays on her]. In addition to the listed traits, any day that she experiences these for more than four hours, she needs to take a short rest or take one level of exhaustion due to the physical toll they take.
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Dread [Triggered]. Moonmaeven feels something looming, as if an unexpected event or entity will come unexpectedly to bring harm.

Dread differs from worry in that it has an object, even if she doesn't know what or who that object is. She has a −2 to resist CHA (Intimidation) checks & saves vs. the frightened condition.

Restlessness [Triggered]. Moonmaeven feels agitated or panicked.

This causes her to be hypervigilant, giving her a +2 bonus to all WIS

(Perception) in contested DEX (Stealth) checks but a −2 to notice harmless details.

Memory Loss (Anterograde Amnesia) [Chronic]. Moonmaeven is unable to form new memories but recalls her past until 1d100 × 30

days ago or after a specific story arc. Recalling new events, people, directions, or other details requires a successful DC 22 check to remember general information or a higher DC for specific details. She can still sometimes learn procedures & routines. All Experience Points she earns are divided by 4 or, if not using XP level advancement, when gaining or increasing a feat or proficiency, she needs an additional 3d20

days to gain the bonus. It also takes her 15 times as long to prepare spells. This form of memory loss has no Frequency. When charmed, Moonmaeven gets an extra save each round as she may forget her favorable impression of the source of the charm.

Actions

Scimitar. Melee Weapon: +5, 5 ft., 5 (1d6 + 2) slashing Assistive Device

Lyssa’s Necklace of Remembering (Memory Loss) The orb glows gold after significant events (GM's or player's discretion) as it records the memory. When attempting to recall a memory, you have advantage on associated WIS checks. On success, the orb glows blue-violet, & you receive a vivid mental image of the memory.
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Freckles (Service Dog)

Medium beast (dog), unaligned

AC 16 (studded leather barding) HP: 27 (6d8) Speed: 40 ft.

STR

DEX

CON

INT

WIS



CHA

12 (+1)

13 (+1)

11 (+0)

8 (-2)

15 (+2)

12 (+1)

Saves WIS +5, CHA +4

Skills Insight +5, Medicine +5, Perception +5

Senses passive Perception 15

Languages -

Evasive Maneuvering. If Freckles is subjected to an effect that allows her to make a DEX save to take only half damage, Freckles instead takes no damage if she succeeds on the save, & only half damage if she fails.

Keen Hearing & Smell. Freckles has advantage on WIS (Perception) checks that rely on hearing or smell.

On The Job. Freckles has advantage on Saves vs. being charmed.

Powerful Build. Freckles counts as one size larger when determining her carrying capacity & the weight she can push, drag, or lift.

Bonus Actions

Pocket Sized (For Your Convenience). As a bonus action, Freckles can be shrunk down to fit in her partner’s pocket. It takes an additional bonus action to have her revert back to her true size.

Supportive. As a bonus action, Freckles can expend one of her hit dice (1d8) to help her partner regain hp. She regains half of her expended hit dice at the end of a long rest.
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Naiara Trevica

Medium humanoid (human), LN, Cisgender, she/her AC 18 (chain mail, shield) HP: 12 Speed: 30 ft.

STR

DEX

CON

INT

WIS



CHA

16 (+3)

14 (+2)

15 (+2)

9 (−1)

13 (+1)

11 (+0)

Saves STR +5, CON +4

Skills Athletics +5, Nature +1, Perception +3, Survival +3

Senses passive Perception 13

Languages Common, Dwarvish, Giant, Gnomish Fighting Style: Dueling. When Naiara is wielding a melee weapon in one hand & no other weapons, +2 bonus to damage rolls w/ weapon.

Second Wind. 1/short rest, bonus action to regain 1d10 + 2 HP.

Action Surge. (1/rest) One additional action on her turn.

Traits

Finger Difference (Shape Diversity). 8 fingers bend sideways, away from her thumb. −2 on attack rolls, ability checks, & saves requiring grip.

Hand Stiffness. −2 on action that would use that joint, including attack rolls. When she hits, DC 10 CON check to continue to hold her weapon.

Actions

Light Crossbow. Ranged Weapon: +4 , 80/320 ft., 6 (1d8 + 2) piercing Longsword. Melee Weapon: +5, 5 ft., 7 (1d8 + 3) slashing, 8

(1d10 + 3) slashing w/ two hands.

Assistive Devices

Compression Gauntlets. These gauntlets reduce arm or hand pain by 1 IE for 10d6 minutes per day & require an action to equip.

Weapon Brace. This brace attaches to the forearm & provides a wider grip for most melee weapons, along w/a rubber strap for additional stability, reducing the IE or grip-associated actions by 1 IE.
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Ollie Dragao

Small humanoid (Halfling/Dragonborn (Copper)), LG, Cisgender, he/him AC 13 (leather armor) HP: 23 Speed: 20 ft.

STR

DEX

CON

INT

WIS



CHA

14 (+2)

15 (+2)

10 (+0)

8 (−1)

12 (+1)

18 (+4)

Saves DEX +4, CHA +6

Skills Acrobatics +4, Animal Handling +5, Deception +8, Perception

+3, Performance +6, Persuasion +6, Sleight of Hand +4, Stealth +4

Senses passive Perception 13

Languages Common, Common Sign, Draconic, Halfling Spellcasting. 4th level, CHA (save DC 14, +6). bard: Cantrips (at will): Mage Hand, Minor Illusion, Prestidigitation 1st level (4): Charm Person, Cure Wounds, Hideous Laughter, Unseen Servant

2nd level (3): Calm Emotions, Invisibility, Suggestion Bardic Inspiration (4/long rest). 60 ft., 10 minutes, +1D6.

Brave. Ollie has advantage on saves vs. being frightened.

Cutting Words. Bardic Inspiration, Reaction, 60 ft.; −1D6 to attack roll, ability check, or damage roll.

Halfling Nimbleness. Move through space of medium+ creature Naturally Stealthy. Hide when obscured by a medium+ creature Jack of All Trades. Ollie can add half his proficiency bonus, rounded down (+1), to any ability check he makes that doesn’t already include it.

Lucky. Reroll 1 on attack roll, ability check, or save.

Song of Rest. Extra 1d6 hp to all regaining during short rest.

Actions

Breath Weapon (1/rest). 15 ft line, 5 feet wide. 5 (2d4) acid damage, DC 7 DEX save for half.

Dagger. Melee or Ranged: +4, 5 ft., 20/60 ft., 4 (1d4 + 2) piercing Rapier. Melee Weapon: +4, 5 ft., 6 (1d8 + 2) piercing
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Traits

Diverse Face Shape. +2 to Sleight of Hand checks, −2 to disguise checks or Stealth checks to blend into a crowd. +2 on Persuasion checks.

Intellectual Disability. Gains 40% less XP than usual or extra 2d20

days; −2 on INT ability checks.

Leg Weakness. Movement speed −25% w/o assistance. Consider the STR attribute to be 3 less for all STR checks involving leg STR. Every round standing requires DC 9 CON check, +1 DC/round or sit or prone.

Reduced Airways. −2 on saves vs. gas-based poison attacks. 1/long rest, choose to roll a STR, DEX, or CON check or save w/advantage.

Assistive Devices



Heroic Lute

While playing the lute for 1 minute, you can choose up to 5 creatures including yourself that can hear it. Each target's hit point maximum & current hp increase by 5 for the duration. Each target also gains 5

additional temporary hp & is immune to being frightened for the duration. This property can’t be used again until the next dawn.
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Tazz (Service Dog)

Medium beast (Mastiff/Staffordshire), unaligned AC 14 HP: 23 Speed: 40 ft.

STR

DEX

CON

INT WIS



CHA

15 (+2)

14 (+2)

13 (+1)

3 (−4)

12 (+1)

7 (−2)

Saves Str +4, Con +3

Skills Athletics +6 (Advantage), Intimidation +0, Perception +3

Senses passive Perception 13

Languages —

Bolster. (2/Day) Tazz can provide Ollie support & stability when he needs it most. As a bonus action, Tazz may give Ollie advantage on STR

& CON saves or ability checks that would knock him prone.

Keen Hearing & Smell. Advantage: hearing/smell Perception checks.

On The Job. Immune to being charmed & cannot be controlled by spells such as Dominate Animal, Command, Polymorph, or similar.

Soul-Bonded. Ollie & Tazz are bonded. Tazz gains the following benefits:

Their hp are equal to Ollie’s. They have separate hit point pools, but when Ollie gains a level, Tazz’s hp increase to mirror his own.

Ollie’s proficiency bonus is added to Tazz’s AC, attack, & damage rolls, as well as any saves & skills they are proficient in.

Tazz uses Ollie’s initiative while in combat but takes their own actions, bonus actions, & reactions separate from his.

Actions

Bite. Melee Weapon: +6, 5 ft., 7 (1d6 + 4) piercing damage. If the target is a creature, it must succeed on a DC 12 STR save or be knocked prone.
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Orrelius

Medium humanoid (human), LG, Cisgender male, he/him AC 15 (blue dragon scale mail) HP: 116 Speed: 30 ft.

STR

DEX

CON

INT

WIS



CHA

18 (+4)

13 (+1)

15 (+2)

9 (−1)

11 (+0)

18 (+4)

Skills Athletics +9, Insight +5, Medicine +5, Religion +4

Damage Resistances lightning (when wearing armor) Senses passive Perception 10

Languages Celestial, Common, Draconic, Elvish Spellcasting. 14th level, CHA (save DC 17, +9). paladin: 1st level (4): Protection from Evil & Good, Sanctuary 2nd level (3): Lesser Restoration, Zone of Truth 3rd level (3): Beacon of Hope, Remove Curse 4th level (1): Freedom of Movement, Guardian of Faith Auras. 10 ft., can’t be frightened or charmed; +4 bonus to all saves.

Channel Divinity. (1/rest). Save DC 18.

Channel Divinity: Sacred Weapon. Action,1 minute. A weapon is magical, adds +4 to hit, bright light 20 ft., dim light for 20 ft beyond that.

Channel Divinity: Turn the Unholy. 30 ft.; WIS save; 1 minute or until it takes any damage.

Cleansing Touch. (4/day) Action; end a spell on himself or on one willing creature that he touches.

Divine Health. Orrelius is immune to disease.

Divine Sense. (5/day) Action, detect good & evil 60 ft.

Improved Divine Smite. On hit w/a melee weapon, use 1 spell slot to deal 3d8 extra radiant damage + 1d8/level higher than 1st (max 5d8) &

+ 1d8 against undead or fiends (max 6d8 total).

Fighting Style: Great Weapon Fighting. Orrelius can reroll a 1 or 2

on damage dice w/melee weapons wielded w/two hands.

Lay on Hands Pool. 70 HP/day. (5 to cure disease or poisoned)
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Actions

Multiattack. 2 Attacks per turn.

Greatsword, +2. Melee Weapon: +11, 5 ft., 13 (2d6 + 6) slashing Staff of Healing. Melee Weapon: +9, 5 ft., 7 (1d6 + 4) bludgeoning, 8

(1d8 + 4) bludgeoning w/ two hands.

This staff has 10 charges. While holding it, you can use an action to expend 1 or more of its charges to cast one of the following spells from it, using your save DC & spellcasting ability modifier: Cure Wounds (1

charge per spell level, up to 4th), Lesser Restoration (2 charges), or Mass Cure Wounds (5 charges).The staff regains 1d6 + 4 expended charges daily at dawn. If you expend the last charge, roll a d20. On a 1, the staff vanishes in a flash of light, lost forever.

Traits

Blindness [Chronic]. Orrelius's vision is absent completely, & he has learned to navigate the world w/no reliance on his eyes, depending on other senses instead. Because he has grown accustomed to this condition a long time, he has a −4 on sight-related attack rolls, ability checks, & saves, including ranged combat beyond 10 ft., but a +4 bonus when using other senses to compensate, not because they’ve become stronger, but because he's learned to use them more effectively.

Orrelius does not have disadvantage to hit invisible creatures.
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Precision

Medium humanoid (tiefling), CN, Cisgender, he/him AC 16 HP: 87 Speed: 50 ft.

STR

DEX

CON

INT

WIS



CHA

12 (+1)

19 (+4)

14 (+2)

11 (+0)

15 (+2)

10 (+0)

Skills Acrobatics +8, Athletics +5, Insight +6, Religion +4

Damage Resistances fire

Damage Immunities poison; disease Senses darkvision 60 ft., passive Perception 12

Languages Common, Gnomish, Goblin, Infernal Infernal Legacy. CHA (save DC 12, +4): At will: Thaumaturgy

1/day each: Hellish Rebuke, Darkness

Ki. 12 points per short rest, Ki save DC 14.

Patient Defense. 1 ki point: Dodge action as a bonus action Step of the Wind. 1 ki point: Disengage or Dash action as a bonus action, jump distance is doubled for the turn.

Stunning Strike. On melee weapon attack hit, 1 ki point: CON save (DC

14) or target stunned until the end of Precision's next turn.

Evasion. When making a DEX save to take only half damage, he instead takes no damage if he succeeds & only half damage if he fails.

Open Foot Technique. On hit w/ Flurry of Blows attacks, the target: DC

14 DEX save or fall prone, DC 14 STR save or get pushed up to 15 ft., or it can't take reaction until the end of Precision's next turn.

Stillness of Mind. End 1 charmed or frightened effect on himself.

Unarmored Movement Improvement. Move along vertical surfaces

& across liquids on his turn without falling during the move.

Wholeness of Body. 1/long rest as an action, Precision regains 36 HP.

Tranquility. At the end of a long rest, Precision gains the effect of a Sanctuary spell (DC 14) that lasts until the start of his next long rest (unless it ends as normal).
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Actions

Dart. Ranged Weapon: +8 , 20/60 ft., 6 (1d4 + 4) piercing Flurry of Blows. After Attack action on his turn, 1 ki point to make two unarmed strikes as a bonus action.

Hand Crossbow. Ranged Weapon: +8, 30/120 ft., 7 (1d6 + 4) piercing Unarmed Strike. Melee Weapon: +8, 5 ft., 8 (1d8 + 4) bludgeoning damage. Make one unarmed strike as a bonus action; counts as magical for the purpose of overcoming resistance & immunity.

Extra Attack. 2 attacks/turn.

Reactions

Deflect Missiles. Deflect or catch missile w/ toes when hit by a ranged weapon attack. The damage he takes from the attack is –(1d10 + 16). If reduced to 0 & has a free foot, he can spend 1 ki point to make a ranged attack w/the same missile (as w/a monk weapon) w/range 20/60.

Slow Fall. Reduce any falling damage he takes by 60.

Traits

Muscle Control. Precision's arms & hand muscles don't always act the way he wishes. The muscles are permanently contracted, w/only slight fine motor control. Precision’s IE serves as a guideline for specific effects and, generally, a −4 on all STR checks & saves & attacks. Precision has learned to use his feet for unarmed attack rolls & can use his tail to draw

& load his hand crossbow.

At the same time, the extra balance & exertion required tires him, so every time Precision attempts a STR (Athletics) or DEX (Acrobatics) check, he must succeed on a DC 10 CON save or reduce his movement by 5 until taking a short rest.
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Rivaan Linxakasendalor

Medium humanoid (blue dragonborn), LN, Cisgender, she/her AC 16 (scale mail) HP: 53 Speed: 5 ft.

STR

DEX

CON

INT

WIS



CHA

15 (+2)

16 (+3)

12 (+1)

10 (+0)

15 (+2)

9 (−1)

Skills Investigation +3, Nature +3, Survival +5

Damage Resistances lightning

Senses passive Perception 12

Languages Common, Draconic, Minotaur, Sylvan Spellcasting. 7th level, WIS (save DC 13, +5). ranger: 1st level (4): Hunter’s Mark, Snare

2nd level (3): Animal Messenger, Lesser Restoration, Spike Growth Escape the Horde. Opportunity attacks against her have disadvantage.

Favored Enemy: Beasts, Monstrosities. Advantage on Survival checks to track & on INT checks to recall information about them.

Fighting Style: Archery. +2 bonus to attack rolls w/ranged weapons.

Horde Breaker. 1/turn when making weapon attack, she makes another attack w/the same weapon vs. creature within 5 ft./ target & in range.

Natural Explorer: Arctic, Grassland. Proficiency bonus is doubled for related proficient INT or WIS skill check. Difficult terrain doesn’t slow group’s travel; group can’t become lost except by magical means; always alert to danger; can move stealthily at a normal pace (while alone); finds twice as much food while foraging; & while tracking creatures, she learns the exact number, sizes, & how long ago they passed through.

Primeval Awareness. Expend one ranger spell slot (1 minute per level of spell slot) to sense whether any aberrations, celestials, dragons, elementals, fey, fiends, or undead are within 1 mile (or up to 6 miles if in favored terrain), not location or number.

Traits

Altered Growth. Height 40% less than minimum for her ancestry.
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Disproportionate Growth (Arms & Hands, Legs & Feet). Limbs are 40% smaller than typical. +2 bonus on DEX (Stealth) checks.

Arms & Hands. Rivaan can’t use 2-handed weapons effectively.

Because she has less leverage, she has a −2 on contested STR checks.

Legs & Feet. Movement reduced by 10 ft.; −2 on DEX saves to balance.

Finger Difference (Shape Diversity). −1 on melee weapon attack rolls & DEX (Sleight of Hand) checks.

Back Stiffness [Triggered]. Long walks or other forms of leg exertion cause pain in her lower back. STR (Athletics) checks or walking over an hour = DC 12 CON save or 1 level of exhaustion until short rest.

Actions

Extra Attack. Rivaan can attack twice on her turn.

Breath Weapon. 1/ rest, 5 by 30 ft. line (DEX DC 12, half damage on success) for 10 (3d6) lightning

Dagger. Melee or Ranged Weapon: +5/+8, 5 ft., 20/60 ft., 5 (1d4 + 3) piercing

Javelin. Melee or Ranged Weapon: +4/+7, 5 ft., 30/120 ft., 5 (1d6 + 2) piercing

Shortbow. Ranged Weapon: +8 , 80/320 ft., 6 (1d6 + 3) piercing Assistive Device



Wheelsled

AC: 12, HP: 20

Rivaan uses a sled for mobility. As a bonus action, she can pull a lever that lowers wheels below the rails as needed. She uses her javelins like ski poles to move & turn, enabling her to pivot quickly even on the slickest ice. The wheelsled increases her movement to 30 ft., & adds 50

percent to her dash movement unless on rough terrain, but many actions, such as jumping, are impossible while sitting in it.



Forearm Crutches

When her wheelsled is inconvenient, Rivaan uses a pair of forearm crutches. These allow her to walk longer distances without triggering back stiffness, but don’t affect her movement rate.
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Rohna Ginnsley

Medium Humanoid (Human), NG, Cisgender woman (she/her) AC: 14 HP: 20 Speed: 30 ft.

STR

DEX

CON

INT

WIS



CHA

12 (+1)

16 (+3)

14 (+2)

16 (+3)

17 (+3)

18 (+4)

Skills: Nature +5, Perception +5, Performance +6, Persuasion +6, Sleight of Hand +5

Senses: Passive Perception 15

Languages: Common, Dwarvish

Spellcasting. 2nd level, CHA (save DC 14, +6). Bard: Cantrips (at will): Mage Hand, Prestidigitation 1st Level (3): Comprehend Languages, Detect Magic, Identify, Illusory Script, Silent Image

Bardic Inspiration. 60 ft., 10 minutes, +1D6.

Song of Rest. Extra 1d6 hp to all regaining during short rest.

Actions

Dagger. Melee or Ranged Weapon: +5, 5 ft., 20/60 ft., 5 (1d4 + 3) piercing

Rapier. Melee Weapon: +5, 5 ft., 7 (1d8 + 3) piercing Traits

Muscle Control [Chronic]. −4 on all STR checks & saves & attacks.

Assistive Device

Rohna's Manipulative Mobility (Mobility Aid) 4 arms extending up to 5 feet. Move according to your movement speed, controlling w/ thoughts. You control each arm separately, using functions according to the attachment on each arm. Each carries up to 10 lb. Includes attachments for grasping, pounding, & handling tools.

Switching attachments: 1 action. Skill check w/the arms has −2

penalty. The arms cannot make the swift movements necessary for melee or thrown attacks but can load & fire bows, crossbows, & similar devices w/the proper attachments & the same penalty.
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Rork

Small Humanoid (Kobold), N, Cisgender man (he/him) AC: 14 HP: 33 Speed: 30 ft.

STR

DEX

CON

INT

WIS



CHA

8 (-1)

14 (+2)

12 (+1)

14 (+2)

16 (+3)

8 (-1)

Skills: Animal Handling +6, Nature +2, Stealth +2, Insight +6

Senses: Passive Perception 13, Darkvision 60 ft., Languages: Common, Draconic, Druidic

Spellcasting. 5th level, WIS (save DC 14, +6). druid: Cantrips (at will): Produce Flame, Guidance, Mending 1st Level (4): Cure Wounds, Speak w/Animals, Fog Cloud, Create or Destroy Water

2nd Level (3): Barkskin, Lesser Restoration, Spider Climb 3rd Level (2): Dispel Magic, Feign Death, Plant Growth Wild Shape. 2/short rest; 1 hour. Prefers to Wild Shape into a crocodile.

Natural Recovery. 1/long rest during a short rest, recover 2 spell slots.

Actions

Quarterstaff. Melee Weapon: +2, 5 ft., 2 (1d6 − 1) or 3 (1d8 − 1) bludgeoning

Traits

Baseless Emotion (Panic/Nervousness) [Impact Extent 2, Triggered by crowds of medium or larger humanoids]. After 4+

hours of intense anxiety, short rest or take one level of exhaustion. All spells & ability checks require a concentration check or following check w/a -2, & tasks that require a concentration check are made w/a -2.

Sensory Over-Responsivity [Impact Extent 3, Triggered by crowds of medium or larger humanoids]. Rork is highly sensitive to loud sounds (volume) & visual overwhelm. DC 11 CON check to stay engaged w/the stimuli or spend 3 rounds attempting to avoid it.

Attempt the same CON check w/ -3 penalty each round. CON save w/advantage if barrier to block. +3 to WIS (Perception) checks to notice sounds & visual changes in the environment.
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Veralynn Sweetbriar

Medium Humanoid (High Elf), NG, Cisgender Woman, She/Her AC: 14 HP: 73 Speed: 30 ft.

STR

DEX

CON

INT

WIS



CHA

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 Spellcasting. 10th level, WIS (save DC 15, +7). druid: Cantrips (at will): Dancing Lights, Druidcraft, Mending, Mold Earth, Resistance, Shillelagh

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

2nd Level (3): Animal Messenger, Barkskin, Lesser Restoration, Locate Animals or Plants, Pass without Trace, Spider Climb 3rd Level (3): Call Lightning, Dispel Magic, Plant Growth, Speak w/Plants 4th Level (3): Conjure Woodland Beings, Divination, Dominate Beast, Freedom of Movement

5th Level (2): Commune w/Nature, Greater Restoration, Tree Stride Land’s Stride. Difficult terrain costs no extra movement. Pass through nonmagical plants w/o being slowed by them & without taking damage from thorns, spines, or a similar hazard. Advantage on saves vs. plants magically created or manipulated to impede movement, like Entangle.

Natural Recovery. 1/long rest during a short rest, recover 5 spell slots.

Wild Shape. 2/short rest; 1 hour, up to CR 1. When she changes shape, her wheelchair transforms w/her & incorporates appropriately into her new shape.

Actions

Dagger. Melee: +5, 5 ft., single opponent. 3 (1d4 + 1) piercing Staff. Melee: +5, 5 ft., single opponent. 3 (1d6) bludgeoning
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Traits

Confusion [Triggered by exertion]. When overexerted, Veralynn can become confused & forget what she was planning next. −2 to initiative, reactions, WIS (Perception), WIS (Survival), & concentration checks.

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

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

Pain (Chronic Pain) [Chronic]. Veralynn experiences chronic pain throughout her body. Any action that requires a concentration check (e.g. maintaining a spell) requires a DC 13 CON save per round to maintain concentration. Since she is used to managing pain, she has a

+3 bonus to saves vs. psychic pain.

Assistive Devices

Veralynn’s Countryside Conveyance

This wheelchair has wide wheels that enable it to move through wilderness areas w/a 30 ft., speed, adjusted for terrain difficulty. While seated in it & speaking directional & 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 & 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.
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Veritas Cadell

Medium humanoid (tiefling), CG, Nonbinary, it/its AC 14 (leather armor) HP: 27 Speed: 18 ft., Climb 18 ft., Jump +3 ft.

STR

DEX

CON

INT

WIS



CHA

10 (+0)

16 (+3)

12 (+1)

14 (+2)

15 (+2)

10 (+0)

Saves DEX +5, INT +4

Skills Arcana +4, History +6, Insight +4, Investigation +6, Perception

+4, Stealth +5

Damage Resistances fire

Senses darkvision 60 ft., passive Perception 14

Languages Common, Elvish, Infernal, Thieves’Cant Expertise. +7 to all Thieves' Tools ability checks Cunning Action. Bonus action each turn to Dash, Disengage, or Hide.

Fast Hands. Bonus action to make a Sleight of Hand check, use thieves’

tools to disarm a trap or open a lock, or take the Use an Object action.

Infernal Legacy. CHA (save DC 10, +2): Cantrips (at will): Thaumaturgy

1st level (1): Hellish Rebuke

Sneak Attack. +2d6 damage to one creature if advantage on the attack

Traits

Muscle Control & Gait Difference. −3 on all DEX (Acrobatics), STR

(Athletics) checks & saves involving legs. Forearm crutches reduce IE by 1.

Actions

Dagger. Melee or Ranged Weapon: +5, 5 ft., 20/60 ft., 5 (1d4 + 3) piercing

Shortsword. Melee Weapon: +5, 5 ft., 6 (1d6 + 3) piercing Sling. Ranged Weapon: +5 , 30/120 ft., 5 (1d4 + 3) bludgeoning
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Zilji Larka

Small humanoid (rock gnome), LG, Cisgender, he/him AC 9 (12 w/mage armor) HP: 20 Speed: 25 ft.

STR

DEX

CON

INT

WIS



CHA

10 (+0)

8 (−1)

13 (+1)

17 (+3)

14 (+2)

13 (+1)

Saves INT +5, WIS +4

Skills Arcana +5, History +5, Investigation +5, Persuasion +3

Senses darkvision 60 ft., passive Perception 12

Languages Common, Dwarvish, Gnomish, Goblin Spellcasting. 2nd level, INT (save DC 13, +5). wizard: Cantrips (at will): Fire Bolt, Mage Hand, Prestidigitation 1st level (3): Burning Hands, Hideous Laughter, Mage Armor Arcane Recovery. 1/day after short rest, recover 1 spell slot.

Artificer’s Lore. Zilji adds twice his proficiency bonus to History checks related to magic items, alchemical objects, or technological devices.

Gnome Cunning. Advantage on INT, WIS, & CHA saves vs. magic.

Sculpt Spells. Evocation spell that affects other creatures that he can see, 1+ the spell’s level of them automatically succeed on saves vs. the spell, & take no damage if they would normally take half on save.

Tinker. Proficient w/tinker's tools & can make tiny clockwork devices.

Traits

Finger Difference (Missing Fingers). −1 w/ right hand & −2 w/ left.

Missing Arms (Partial Forearms). Zilji is missing a partial forearm on both sides. He is unable to use 2-handed weapons without a prosthesis.

He has a −1 on STR (Athletics) checks that require two hands, such as climbing, & in mounted combat, whenever he attacks or takes damage, he needs to succeed on a DC 8 DEX save or fall off his mount.

Actions

Dagger. Melee or Ranged Weapon: +2, 5 ft., 20/60 ft., 2 (1d4) piercing Fire Bolt. Ranged Spell: +5 , 120 ft., 8 (1d10 + 3) fire damage.
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