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A Note on Our Limitless NPCs

The purpose of this product is to make your life as DM easier. The following 100+ nonplayer characters can be
dropped into any setting with little to no effort on your part. Each NPC has stats, treasure, and Further
Adventure hooks to make writing followup adventures easier. Additionally, you'll find skill challenges, new
magic items, new gods, and games to make your adventures more exciting. Feel free to change the details of
these NPCs as needed to make them better fit your campaign.

We value your business and your feedback, send us your comments, questions and concerns to
support@limitless-adventures.com

Novelties

Every Limitless Adventures product will contain something new; a unique creature, spell, item, god, or
optional rule that is previously unpublished. These novelties are set apart in blue text boxes.

Further Adventure™

Each Limitless Encounter will have a Further Adventure™ section to give the DM three ideas for additional
quests that could spring from a seemingly random encounter. These hooks are merely suggestions for
continuing a plot and should be used or ignored at your discretion. For example, if a hook suggests that the
Duchess was the murderer, that is a just a possible twist you could build from and needn't be acted upon if it
would disrupt your campaign.

Perhaps you find these encounters useful and recommend them a friend or like us on Facebook or Twitter...
You could join our e-mail newsletter and get free exclusives monthly at www.limitless-adventures.com ...
Maybe you turn out to be a doppelganger...

NPC Roles

Role Description
Ally This NPC could join the party and fight along side the characters.

Charge An NPC for whom the PC's have claimed responsibility.

Contact This NPC has information they will share with the party, usually freely.
Foe This NPC works against the party's goals in subtle or overt way.

Hireling This NPC can be hired to do a task. (usually non-combat)

Merchant This NPC has products or services for sale.
Sage This NPC has information on a useful subject (shown in parenthesis) and available for sale or trade.
Quest Giver  This NPC has quests they will send the party on directly or will be at the center of a quest due to
their background or station.
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Albee the Awful

"The young man on the stage strums timidly at a battered lute, pit stains spreading on his cheap motley."
Creature(s)

Albee the Awful

Medium Humanoid (Human), Chaotic Good

Armor Class: 10 STR DEX CON INT WIS CHA
Hit Points: 9 (2d8) 9(-1) 11 (+0) 10 (+0) 11 (+0) 10 (+0) 8 (-1)
Speed 30 ft.

License: c.2019 Limitless-Adventures
Challenge O (10 XP)

Senses passive Perception 10
Languages Common
Tone Deaf Albee the Awful makes all Performance checks at disadvantage.

[red-haired, freckles]

R J/
Albee the Awful first appeared in Arcane Quarter. Albee is the house musician at the Itchy Wizard
Inn, an establishment that caters almost exclusively to arcane casters who come to discuss theory
and swap spells and barely notice the background music. Albee is a bumbling fool that can be
used as a quest giver, a foil to the party's more talented bard, or as a loveable idiot in need of
rescue.

Treasure

Albee carries 13 sp, and a worn lute worth 5 gp.

Further Adventure™

Albee asks a PC to impersonate him for a performance and generate positive reviews...

Albee is convinced that nymph hairs wrapped around his lute strings create the perfect sound...
Albee's wretched performance incites a bar fight (see below) and the party is in the middle...

e N
Tavern Brawler
Medium Humanoid (any race), Chaotic Neutral

Armor Class: 10 STR DEX CON INT WIS CHA
Hit Points: 32 (5d8+10) 14 (+2) 10 (+0) 14 (+2) 9 (-1) 10 (+0) 10 (+0)
Speed 30 ft.

License: c.2016 Limitless-Adventures
Challenge 1/2 (100 XP)

Skills Intimidation +2

Senses passive Perception 10

Languages any one language (usually Common)

Drunk The tavern brawler has disadvantage on Dexterity-based skills checks and saving
throws.

Liquid Courage The tavern brawler has advantage on saves versus fear.
Actions

Unarmed Strike Melee Weapon Attack +4 to hit, reach 5 ft., Hit: 3 (1+2) bludgeoning damage.

Re-Skin
e N
Alys the Wren
Str 8, Int 11, Chr 15
Performance +4
Remove Tone Deaf

Alys the Wren travels the countryside singing dirges at funerals.

[pale, sad]
&
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~—_ Barrus Splinterhelm

"The barbarian is tall and gruff. Adorned in hides and furs, with a massive axe on his back, he cuts quite
an imposing figure."
Creature(s)

7 N

Barrus Splinterhelm
Medium Humanoid (Human), Chaotic Good

Armor Class: 13 (hide armor) STR DEX CON INT WIS CHA
Hit Points: 67 (9d8+27) 16 (+3) 13 (+1) 16 (+3) 9 (-1) 10 (+0) 8(-1)
Speed 30 ft. License: c.2019 Limitless-Adventures

Challenge 2 (450 XP)

Saving Throws Con +5, Str +5

Skills Athletics +5, Survival +2,

Senses passive Perception 10

Languages Common

Reckless At the start of his turn, Barrus can gain advantage on all melee weapon attack rolls
during that turn, but attack rolls against him have advantage until the start of his next turn.
Actions

Greataxe Melee Weapon Attack +5 to hit, reach 5 ft. Hit: 9 (1d12 + 3) slashing damage.

[bones in beard, black teeth]

- W
Barrus Splinterhelm can be found anywhere. He is a traveler and warrior looking to make a name
for himself. He can fill the role of ally (low level parties) or hireling (higher level parties). He speaks
loudly and can come across as uncouth. He depises weakness and cowardice, and will openly
mock anyone who displays either trait. For all his bluster, Barrus has a soft spot for children and
often stops to joke and play with them whenever possible.

g N
: Hireling

Barrus Splinterhelm can be hired to join a party for 2 gp a day. He will fight for the party to the
best of his ability, but will not risk his life foolishly, nor will he allow himself to be placed in an
obviously deadly situation: triggering a trap, for example.

Ally
If the party is level 1 - 4, Barrus sees himself as their equals in prowess and will gladly join the
party, but will expect an equal share of the treasure.

-

J

", , Treasure
s Barrus carries a pouch full of finger bones from a famous warrior ancestor. He casts the bones
e
E_;§$ \\“:Q\\ and reads the results when he is faced with a difficult decision. He also carries 3 gp, 12 sp, and
‘\\‘S‘::\(\{&\\\\\“\\\\Q an explorer's pack.
Rutt
,".‘,‘.‘..Hﬁnn Further Adventure™
“«'.‘/},I,[” /‘ Barrus left his home to raise enough money and fame to marry the chief's daughter...
Y //,'}///l Barrus is possessed by the spirit of an ancestor seeking his lost sword...
7,

%4 Barrus's mother is cursed and he is searching for a way to break the magic...

Re-Skin

4 3
Breega Bonebreaker

Int 11, Chr 12

Breega is a fierce warrior and loyal to her friends, but social situations make her

uncomfortable. She has crooked teeth that she covers with her left hand when speaking to new

people.

[fearless, loyal]

7 4
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Basmallic the Redeemed

"The dragon has deep red scales and black horns. Around the dragon's neck is a platinum holy symbol."
Creature(s)

y ~
Basmallic the Redeemed

Large Dragon, Lawful Good

Armor Class: 18 (natural armor) STR DEX CON INT WIS CHA
Hit Points: 178 (17d10+85) 23 (+6) 10 (+0) 21 (+5) 15 (+2) 13 (+1) 19 (+4)

Speed 40 ft., climb 40 ft., fly 80 ft. License: c.2019 Limitless-Adventures
Challenge 10 (5,900 XP)

Saving Throws Dex +4, Con +9, Wis +5, Cha +8

Skills Perception +8, Stealth +4

Damage Immunities fire

Senses blindsight 30 ft., darkvision 120 ft., passive Perception 19

Languages Common, Draconic

Lay on Hands (as lvl 10 paladin) As an action, Basmallic can touch a creature and restore up to
50 hit points to that creature. Alternatively, he can expend 5 hit points healing to cure the
target of one disease or neutralize one poison affecting it. The dragon can cure multiple diseases
and neutralize multiple poisons with a single use of Lay on Hands, expending hit points
separately for each one. This feature has no effect on undead and constructs.

Actions

Multiattack The dragon makes three attacks: one with its bite and two with its claws.

Bite Melee Weapon Attack +10 to hit, reach 10 ft., Hit: 17 (2d10 + 6) piercing damage plus 3
(1d6) fire damage.

Claw Melee Weapon Attack +10 to hit, reach 5 ft., Hit: 13 (2d6 + 6) slashing damage.

Anointed Fire Breath (Recharge 5-6) The dragon exhales fire in a 30-foot cone. Each creature in
that area must make a DC 17 Dexterity saving throw, taking 27 (8d6) fire damage and 27 (8d6)
radiant damage on a failed save, or half as much damage on a successful one.

2

\

o
Basmallic the Redeemed is a lawful good young red dragon that claims to have encountered the
god of metallic dragons. The dragon claims that during this religious experience, truths were
revealed, questions were answered, and the true path was discovered. Basmallic can fit the role of
mentor or quest giver.

Treasure

Basmallic has vowed a life of poverty, save for a platinum holy symbol to Bahamut worth 50 gp.

Further Adventure™

A cabal of dragon hunters don't buy Basmallic's transformation and try to kill the dragon ...

Basmallic offers the location of his hoard if the PCs undertake a quest for the greater good...
The party sees a dragon on the road trying to protect a wagon full of pilgrims from wyverns...

e N
Wyvern

Large Dragon, Unaligned

Armor Class: 13 (natural armor) STR DEX CON INT WIS CHA
Hit Points: 110 (13d10+39) 19 (+4) 10 (+0) 16 (+3) 5(-3) 12 (+1) 6(-2)

Speed 20 ft., fly 80 ft.
Challenge 6 (2,300 XP)
Skills Perception +4
Senses darkvision 60 ft., passive Perception 14

Actions

Multiattack The wyvern makes two attacks: one with its bite and one with its stinger. While
flying, it can use its claws in place of one other attack.

Bite Melee Weapon Attack +7 to hit, reach 10 ft., Hit: 11 (2d6 + 4) piercing damage.

Claws Melee Weapon Attack +7 to hit, reach 5 ft., Hit: 13 (2d8 + 4) slashing damage.

Stinger Melee Weapon Attack +7 to hit, reach 10 ft., Hit: 11 (2d6 + 4) piercing damage. The
target must make a DC 15 Constitution saving throw, taking 24 (7d6) poison damage on a failed

save, or half as much damage on a successful one.
o J

License: SRD5 Open Gaming License
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~— Benero

"Portly and sweaty, the man in the cage is dressed in rags and sports several bruises in various stages of
healing."
Creature(s)

7 N

Benero

Medium Humanoid (Human), Chaotic Neutral

Armor Class: 12 STR DEX CON INT WIS CHA
Hit Points: 27 (6d8) 10 (+0) 15 (+2) 10 (+0) 12 (+1) 14 (+2) 16 (+3)
Speed 30 ft. License: c.2016 Limitless-Adventures

Challenge 1 (200 XP)

Skills Deception +5, Insight +4, Investigation +5, Perception +6, Persuasion +5, Sleight of Hand
+4, Stealth +4

Senses passive Perception 16

Languages Common, Dwarven, Thieves Cant

Cunning Action On each of its turns, Benero can use a bonus action to take the Dash,
Disengage, or Hide action.

Sneak Attack (1/Turn) Benero deals an extra 7 (2d6) damage when it hits a target with a
weapon attack and has advantage on the attack roll, or when the target is within 5 feet of an
ally of Benero that isn't incapacitated and Benero doesn't have disadvantage on the attack roll.
Actions

Multiattack Benero makes two melee attacks.

Benero has no weapons, armor, or gear
S 4

Benero first appeared in Sword Coast Encounters. Benero can be found in any urban setting, and
(%) is likely to be found in a thief's cage for some petty crime. While not evil, Benero has little respect
- for laws and order. Benero could act as a non-violent foe (see below), or a contact for rogues.

... Treasure

\\& Benero doesn't have much money, but what he does have is a particular set of skills; skills he's
'\ willing to hire out to the party.

W
W

I

Further Adventure™
Benero could be a spy placed in the party's path to steer them in the wrong direction...
Benero could have useful information the party needs, but demands clothes, foods, a dagger, and
@ thieves' tools should the party contain a rogue...
\' b

/- sz Benero could pickpocket a member of the party and then run into the crowded street...

e N

Catching Benero
Complexity: 4 successes before 3 failures

Difficulty: DC 15

Suggested Skills: Acrobatics, Athletics, Perception

Failure(s):

1: The party gains a level of exhaustion. Further rolls are made with disadvantage.

2: The chase draws the attention of the city guards who order the party to halt. If they comply,
Benero will escape.

% \3: Benero escapes the party, but should reappear in a later encounter.

Re-Skin

e N
Bold Sanus - Half-Elf
Chr 18
Darkvision 60 ft.
Fey Ancestry Bold Sanus has advantage on saving throws against being charmed, and magic
can’t put her to sleep.

N
hilhw

Bold Sanus grew up as a daughter of a minor noble and a chamber maid. She learned courtly
intrigue at a young age and now sells her services to the highest bidder, often taking menial
jobs in powerful households to gain the information wanted by her employers.
o

S

g “‘.‘y:i-' {9y




Brother Grys

‘Alms for blessings’, the dirty acolyte shakes his beggar's bowl without even looking up. 'A single copper 2
may feed many.' His robes and effects are dingy and torn. He glances up and sighs, shifting his attention
back to the dirt beside him that he stirs with his free hand.

Creature(s)

e N

Brother Grys

Medium Humanoid (Human), Neutral Good

Armor Class: 11 STR DEX CON INT WIS CHA
Hit Points: 9 (2d8) 9(-1) 9(-1) 9(1) 15(++2) 13 (+1) 13 (+1)
Speed 30 ft. License: ¢.2019 Limitless-Adventures

Challenge 1/4 (50 XP)

Skills Arcana +4, Investigation +4

Senses passive Perception 12

Languages Common

Spellcasting The acolyte is a 1st-level spellcaster. Its spellcasting ability is Wisdom (spell save
DC 12, +4 to hit with spell attacks). The acolyte has following cleric spells prepared:

Cantrips (at will) light, sacred flame, thaumaturgy

1st level (3 slots) O O O bless, cure wounds, sanctuary

Actions

Club Melee Weapon Attack +2 to hit, reach 5 ft. Hit: 1 (1d4-1) bludgeoning damage.

[balding, dirty]

J

Brother Grys was first introduced in the Acolyte side quest. His crisis of faith in the organized o
church left him aimless, but still called to serve his deity. He genuinely wishes to help the poor Y/ ,

and needy, and will use donations to feed the local homeless. He can serve as a Healer, a Contact w o7
among the homeless population, as well as a Quest Giver for adventures among the underbelly of /.
society. If your party hasn't tried the Acolyte side quest, running into him initially can provide the é/ 4
hook for the initial scene of that adventure. He will heal those openly wounded, but would prefer I . ',
to offer his services with a payment he can use for the greater good of the needy he serves. \

W’I/,,/,,

W

Brother Grys could be convinced to join the party if they assist him in his goal of feeding the
several dozen beggars and homeless in the area - whether with direct help or payment. He will
only fight the undead, otherwise staying in his role as healer.

Treasure

Brother Grys has a beggar's bowl with 5 cp, a carved oak stick he uses as a walking stick and
weapon (club), a small knife wrapped in cloth, as well as a holy symbol of his faith carved of wood
worth 1 gp.

Z

&/,// %
Further Adventure™ 7//////,4/,,;,
Some of the homeless women he knows, who frequently sleep near the quarry, have been missing {/,/!.I llinnn,
for several days... \k“r‘ i
Street children are telling stories of a shining lady in the night who chases away bad dreams... ;\&‘“\ \{’
A lord in the area frequents a prostitute in the slums, and Grys has seen that he beats her...
Re-Skin :
e N

Sister Constance - Dwarf

Chr 11, Con 11, 11 Hit Points

Darkvision 60 ft.

Dwarven Resilience Constance has advantage on Saving Throws against poison, and has
Resistance against poison damage.

Sister Constance is deliberate in her actions, and can be mistaken for being rude. She'd rather
spend time getting things done, than asking for help.

[gruff, tidy]
.




~—_Ella Brightshine

"The young elf has hair like honey, arranged with yellow flowers. She wears the brown and green
homespun cloth of a wood elf scout."”
Creature(s)

7 N

Ella Brightshine
Medium Humanoid (Wood Elf), Chaotic Good

Armor Class: 11 STR DEX CON INT WIS CHA
Hit Points: 4 (1d8) 10 (+0) 12 (+1) 10 (+0) 10 (+0) 11 (+0) 10 (+0)
Speed 35 ft. License: c.2019 Limitless-Adventures

Challenge O (10 XP)

Skills Perception +2,

Senses darkvision 60 ft., passive Perception 10

Languages Common, Elvish

Fey Ancestry The wood elf scout has advantage on saving throws against being charmed, and
magic can't put it to sleep.

Keen Hearing and Sight The scout has advantage on Wisdom (Perception) checks that rely on
hearing or sight.

Actions

Dagger Melee or Ranged Weapon Attack +3 to hit, reach b5 ft., or range 20/60 ft., Hit: 3 (1d4+1)
piercing damage.

[quiet, unassuming]
A, -

Ella first appeared in Storm King's Thunder Encounters. Ella can be encountered in any forest
where wood elves are found. She can play the role of quest giver.

Treasure
%5 Ella carries 3 sp, a comb made of tortoise shell worth 3 gp, and a pouch filled with dried fruit and

i)
\ \ nuts.
g

Further Adventure™

Ella needs help gathering healing herbs (see below)...

Ella knows of a fairy circle rumored to contain magical powers...
An orc raiding party attacked Ella's tribe...

a 2N

Herb Hunt

Complexity: 4 successes before 3 failures

Difficulty: DC 15

Suggested Skills: Nature, Perception, Survival

Success: Find enough herbs for Ella's friend to create healing potions.

Failure(s):

1: The hunt takes a full day

2: Fighting through briars causes a level of exhaustion

3: Tired, hungry, and covered in cuts; two levels of exhaustion are gained, and no herbs are
found

Exhaustion Condition
Level Effect

Disadvantage on ability checks

Speed halved

Disadvantage on attack rolls and saving throws
Hit point maximum halved

Speed reduced to O

Death

O UL N~

10




Fallion

"Fallion keeps to himself when off duty. His shaved head and beard are well-known on the battlefield, /
commanding sappers and other troops with a steady low voice. He fights wars of inches, of bricks and
shovels, and rocks and ladders. Whether tunneling below fortifications, or protecting his own castle from a
siege, Fallion keeps a level head, never rushing."

Creature(s)

a N

Fallion the Combat Engineer
Medium Humanoid (Human), Lawful Neutral

Armor Class: 17 STR DEX CON INT WIS CHA
Hit Points: 58 (9d8+18) 13 (+1) 13 (+1) 12 (+1) 12 (+1) 14 (+2) 10 (+0)
Speed 30 ft. License: ¢.2016 Limitless-Adventures

Challenge 3 (700 XP)

Skills Perception +4, Survival +4

Senses passive Perception 13

Languages Common

Actions

Multiattack The combat engineer makes two axe or shovel attacks.

Shovel Melee Weapon Attack +3 to hit, reach 5 ft. Hit: 4 (1d6 + 1) bludgeoning damage, or 5
(1d8 + 1) bludgeoning damage if used with two hands.

Axe Melee Weapon Attack +3 to hit, reach 5 ft., Hit: 5 (1d8 + 1) slashing damage, or 6 (1d10 + 1)
slashing damage if used with two hands.

[bald, calm]

o J
Fallion was introduced with the other Combat Engineers in Siege. He's a level-headed man, used
to making slow headway under immense pressure and short deadlines. He plans, and acts, in a

chess, or other games of strategy.

Treasure
Fallion carries 20 gp, 15 sp, and 10 cp in separate pouches. He carries a blackened steel shovel
that he calls Bulette.

4 N
Bulette

Wonderous item (shovel), uncommon (requires attunement)

Melee Weapon: 1d6 bludgeoning, 1d8 versatile

Bulette can be activated once per long rest as a bonus action to begin digging. For one hour,
Bulette grants the user a 20 ft. burrowing speed in soil or sand. Once activated, the user can
use a bonus action to swap between the shovel and other items (so they may attack) or may use
the shovel as a non-magical weapon without swapping. The user must hold their breath while
burrowing. This travel speed does not allow for anyone else to travel with the user, filling in the
space behind them. To create a tunnel, the user must maintain a 5 ft. burrowing speed, which
will create a narrow tunnel capable of allowing medium-sized creatures to crawl through. Sand
tunnels have a 10% chance of collapsing, trapping and suffocating the occupants. Alternatively,
the tunnel can be a 5 ft. deep trench. Sand trenches may collapse, but are easily escaped

unless the creature is prone or incapacitated.
o J

Further Adventure™

He can be hired to consult on (and participate in) difficult battles for a fee, if the problem is
interesting...

Fallion likes to drink, which might loosen his tongue on backdoors into local fortifications...
Fallion became separated from an old friend in a recent battle; he'd pay to have his friend found...

11




"The elf wears green and brown clothing of homespun linen. His face is ageless and friendly. He wears a
shortbow on one shoulder, and an elegant longsword in a deerskin sheath at his belt."

Creature(s)

e N
Finnron
Medium Humanoid (Wood Elf), Chaotic Good

Armor Class: 14 (leather armor) STR DEX CON INT WIS CHA
Hit Points: 16 (3d8+3) 12 (+1) 17 (+3) 12 (+1) 10 (+0) 14 (+2) 12 (+1)
Speed 35 ft. License: c.2016 Limitless-Adventures

Challenge 1/2 (100 XP)

Skills Nature +4, Perception +5, Stealth +6, Survival +5

Senses darkvision 60 ft., passive Perception 15

Languages Common and Elvish

Mask of the Wild Finnron can attempt to hide even when only lightly obscured by foliage, rain,
snow, mist, and other natural phenomena.

Fey Ancestry Finron has advantage on saving throws against being charmed, and magic can't
put him to sleep.

Keen Hearing and Sight Finronn has advantage on Wisdom (Perception) checks that rely on
hearing or sight.

Actions

Multiattack Finnron makes two melee attacks or two ranged attacks.

Shortsword Melee Weapon Attack +5 to hit, reach 5 ft., Hit: 5 (1d6 + 2) piercing damage.
Longbow Ranged Weapon Attack +5 to hit, range 150/300 ft., Hit: 7 (1d8 + 2) piercing damage.

[youthful, handsome]

o

5. .-~ Finnron can be found in any wooded area. He likes to travel from his village and meet new people
x and races, and has been known to join adventuring parties for short quests. He can fill the role of

.\ an ally. Finnron is cheerful and enjoys singing around the campfire.

|, Treasure

Finnron carries a fine elvish bow, named Kelgold, worth 75 gp, that has been in the elf's family for
generations.

plaguing his tribe...

Finnron can create potions of healing, but needs protection while gathering the herbs needed...

X A noble has hired the party to find an elven scout to train a special band of his soldiers in stealth

%\6\\\:\\\\\\ and archery...
2

NN

W | Feral Gnoll
Medium Humanoid (gnoll), Chaotic Evil
Armor Class: 13 (hide armor) STR DEX CON INT WIS CHA
Hit Points: 27 (5d8+5) 16 (+3) 12 (+1) 12(+1) 6(-2) 8(-1) 7(-2)
Speed 30 ft. License: c.2016 Limitless-Adventures

Challenge 1/2 (100 XP)

Senses darkvision 60 ft., passive Perception 9

Languages Gnoll

Rampage When the gnoll reduces a creature to O hit points with a melee attack on its turn, the
gnoll can take a bonus action to move up to half its speed and make a bite attack.

Actions :
Bite Melee Weapon Attack +4 to hit, reach 5 ft., Hit: 6 (1d6 + 3) piercing damage. 5

8

R\ )
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Forgotten

"The warrior is hidden in a dark cloak, a gloved hand resting on the pommel of a rusted sword."

Creature(s)

y ~
Forgotten

Medium Undead, Chaotic Good

Armor Class: 13 STR DEX CON |INT WIS CHA
Hit Points: 39 (6d8+12) 14 (+2) 10 (+0) 14 (+2) 11 (+0) 10 (+0) 6 (-2)
Speed 30 ft. License: c¢.2016 Limitless-Adventures

Challenge 1 (200 XP)

Damage Immunities poison

Damage Vulnerabilities bludgeoning

Condition Immunities exhaustion, poisoned

Senses darkvision 60 ft., passive Perception 10

Languages Common

Turn Resistance Forgotten has advantage on saving throws against effects that turn undead.
Actions

Greatsword Melee Weapon Attack +4 to hit, reach 5 ft., Hit: 9 (2d6 + 2) Slashing damage.

[skeletal, confused]
o J

Forgotten can be found anywhere. He was raised from the dead for a purpose, but cannot
remember who he was, or his purpose. He hides in shadows and thwarts criminals. He can fit the
role of foe (see below), or ally.

Treasure

Forgotten carries 13 sp, and one of the following:

1.) A tarnished holy symbol of a CG god of freedom

2.) A signet ring of a minor house

3.) A fine steel shield bearing a silver dragon emblem

Further Adventure™

Reports of a death knight preying on the shadier elements of the city...

Forgotten has vague memories of a great purpose for his undeath and asks the party to help him
investigate...

The party learns that a powerful relic was stolen after the temple's guardian wandered off...

The Forgotten's Mission
Complexity: 6 successes before 3 failures

Difficulty: DC 15

Suggested Skills: Religion, History, Investigation

Success: The Forgotten was once a silver knight of Argenta, tasked with guarding a dangerous
grimoire.

Failure(s):

1: A sage is required to locate the next clue, and the cost is 25 gp.

2: Local clerics try to destroy the Forgotten.

3: The party learns the Forgotten's mission, but wanders into a death trap laid by the cultists
who stole the grimoire.

-
The Reichfell Grimoire

spellbook

This dark book is written in blood on sheets of humanoid skin. If decoded, the book lists the
true names of three powerful demons (a balor, glabrezu, and Marilith). The book also functions

as a spellbook, and contains only the Gate spell.
u W/
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"The young man swims in robes that are clearly hand-me-downs. Despite being in his late teens or early

twenties, the man's hair is already in retreat."”

Creature(s)

7 D
Har the Apprentice Mage

Medium Humanoid (Human), Neutral

Armor Class: 11 STR DEX CON |INT WIS CHA
Hit Points: 9 (2d8) 10 (+0) 12 (+1) 10 (+0) 14 (+2) 12 (+1) 12 (+1)
Speed 30 ft.

License: c.2019 Limitless-Adventures
Challenge 1/4 (50 XP)

Skills Arcana +4, Investigation +4

Senses passive Perception 11

Languages any one language (usually Common)

Spellcasting Har is a 1st-level spellcaster. His spellcasting ability is Intelligence (spell save DC
12, +4 to hit with spell attacks). The apprentice has following wizard spells prepared:

Cantrips (at will) Iight, firebolt, minor illusion

1st level (3 slots) O O O  mage armor, identify, comprehend languages

Actions

Dagger Melee or Ranged Weapon Attack +3 to hit, reach 5 ft. or range 20/60 ft., Hit: 3 (1d4+1)
Piercing damage.

[balding, awkward]
A,

J

Har could fill the role of Ally for a low-level party, or as an apprentice to a high-level caster. Har
has recently left his master's side, either by completing his training, or after being dismissed for
some transgression.

TS
<« | Apprentice Mechanics

: A wizard may take on a junior wizard (1st level) to aid in arcane research. A wizard may only

benefit from one apprentice at a time.

Requirements:Wizard, level seven or higher. The wizard is expected to keep his charge safe, and

spend at least 8 hours a week teaching. The wizard will provide his apprentice with at least a

modest lifestyle (2 gp per day), and provide starting gold (4d4x10 gp) for equipment. As with

hirelings, the apprentice will leave if mistreated or placed in harm's way.

Benefits: An apprentice can aid her master in arcane research. As such, the wizard reduces the

cost to transcribe spells into their spellbook by 25%; and each time the wizard gains spells for

reaching a new level, they may add one additional spell to their spellbook. The additional spell

must use a slot equal to or less than one-third the wizard's character level.

\% o J
R *\;R\QQ\\\‘ Treasure
N t‘\

‘:}3}“\\.\‘\'\‘\‘\‘) Har carries a spellbook, a wooden wand spell focus, 3 gp, and 9 sp.
oy
u.:,g,,;,’,’,’}H‘ Further Adventure™
’/’,'/'/’/I/f// Har stole his spellbook from his former master and now his old teacher has finally caught up to
=4

NN

N The young wizard asks to accompany the party in order to pick rare herbs along their quest...
Re-Skin
e N
Milly the Apprentice
Int 15, Wis 11, Chr 13
Staff Melee Weapon Attack +2 to hit, reach 5 ft., Hit: 3 (1d4+1) Bludgeoning damage.
Spells burning hands, shield, detect magic
Milly is bright, confident and helpful. She is eager to adventure and see the world, and to that
end, will aid the party as best she can.

NG

e

J
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Hrothgar Frostbeard

"The druid wears white dragonscale armor; his beard is frozen and rimed with hoarfrost."”

Creature(s)

y ~
Hrothgar Frostbeard
Medium Humanoid (human), Neutral Good

Armor Class: 14 (leather armor) STR DEX CON INT WIS CHA
Hit Points: 27 (5d8+5) 10 (+0) 12 (+1) 13 (+1) 12 (+1) 15 (+2) 11 (+0)
Speed 30 ft. License: c.2019 Limitless-Adventures

Challenge 2 (450 XP)

Skills Medicine +4, Nature +5, Perception +4

Senses passive Perception 14

Languages Druidic, Common, and Giant

Spellcasting Hrothgar is a 4th-level spellcaster. His spellcasting ability is Wisdom (spell save DC
12, +4 to hit with spell attacks). He has the following druid spells prepared:

Cantrips (at will) druidcraft, produce flame, shillelagh

1st level (4 slots) O O O O entangle, longstrider, speak with animals, thunderwave

2nd level (3 slots) O O O animal messenger, barkskin

Actions

Quarterstaff Melee Weapon Attack +2 to hit, reach 5 ft., (+4 to hit with shillelagh), reach 5 ft.,
one target. Hit: 3 (1d6) bludgeoning damage, 4 (1d8) bludgeoning damage if wielded with two
hands, or 6 (1d8 + 2) bludgeoning damage with shillelagh.

b -
Hrothgar first appeared in Arctic Encounters. The druid will most likely be encountered in the
wild of an arctic environment. He can play the role of healer, sage (Nature +5), or quest giver.
Treasure

Hrothgar carries 13 gp, an oil of slipperiness, and wears dragonscale armor.

Further Adventure™

Hrothgar is hunted by a pair of white dragons that believe the armor he wears was made from
their mother's hide...

The druid needs help tracking down an ice mage that is corrupting the land...

Polar bears are disappearing and Hrothgar wants to know why...

Skill Challenge

4 ™

Missing Bears
Complexity: 4 successes before 3 failures

Difficulty: DC 15

Suggested Skills: Nature, Perception, and Survival

Success: A remorhaz is eating the polar bears.

Failure(s):

1: The party gains a level of exhaustion (disadvantage on further checks until a long rest).

2: A crack forms and the party falls into a 20-foot crevice, suffering 2d6 damage from the fall.
3: The party gains another level of exhaustion, and the remorhaz ambushes the party.

B

A\

0l of Slipperiness

Potion, uncommon

This sticky black unguent is thick and heavy in the container, but it flows quickly when poured.
The oil can cover a Medium or smaller creature, along with the equipment it's wearing and
carrying (one additional vial is required for each size category above Medium). Applying the oil
takes 10 minutes. The affected creature then gains the effect of a freedom of movement spell for
8 hours.

Alternatively, the oil can be poured on the ground as an action, where it covers a 10-foot
square, duplicating the effect of the grease spell in that area for 8 hours.
G

J
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"The priest wears white robes and a silver holy symbol in the shape of a hand. From a thick leather belt
swings a silvered mace that glows faintly."
Creature(s)

7 N

Brother Jonis
Medium Humanoid (Human), Neutral Good

Armor Class: 13 (splint armor) STR DEX CON INT WIS CHA
Hit Points: 32 (5d8+10) 11 (+0) 10 (+0) 14 (+2) 13 (+1) 17 (+3) 13 (+1)
Speed 25 ft. License: c.2019 Limitless-Adventures

Challenge 2 (450 XP)

Skills Medicine +7, Persuasion +3, Religion +4

Senses passive Perception 13

Languages Common, Draconic

Divine Eminence As a bonus action, Brother Jonis can expend a spell slot to cause his melee
weapon attacks to magically deal an extra 10 (3d6) radiant damage to a target on a hit. This
benefit lasts until the end of the turn. If he expends a spell slot of 2nd level or higher, the extra
damage increases by 1d6 for each level above 1st.

Spellcasting Brother Jonis is a 5th-level spellcaster. Hiss spellcasting ability is Wisdom (spell
save DC 13, +5 to hit with spell attacks). He has the following cleric spells prepared:

Cantrips (at will) light, sacred flame, thaumaturgy

1st level (4 slots) OO O O  cure wounds, bless, sanctuary

2nd level (3 slots) O O O  Jesser restoration, aid

3rd level (2 slots) O O  dispel magic, remove curse

Actions

Mace Melee Weapon Attack +2 to hit, reach 5 ft., Hit: 3 (1d6) bludgeoning damage.

2 J
", \ Brother Jonis first appeared in Founder's Fen. Jonis can be found in any village or city in the
. House of Soothing, a small temple to the goddess Argenta. He can fill the role of healer, quest
& giver, or merchant.

“l

Argenta, Goddess of Healing

Argenta is a neutral good deity of compassion and healing. She is most often depicted as a
female silver dragon, and sometimes as a female woman of indeterminate race, with long silver
hair. Her followers provide healing and succor to the sick and dying. Her symbol is a silver
P o ;?‘ hand, palm out, and her domain is life.

W
N

% il
\

_ Treasure

= ( =/ Jonis carries 15 gp, a holy symbol, and a silvered mace of Disruption called Dawn. In the temple,
~ ‘=:§§\\\\\3\% Jonis has healing potions, antitoxin, and holy water.
AN W
. %Q}\&\\%\\\‘ Further Adventure™
anwaiiiaty Brother Jonis hires the PCs to reclaim a relic stolen by bandits who hide in the swamp...

o). ”%”Hl To heal a sick townsfolk, Jonis needs a rare moss that is known to grow in a troll cave nearby...
“y,

)

Y '/"/ /// Someone (or something) is causing the dead in the cemetery to rise, and Brother Jonis hires the

¢ 7/7} PCs to investigate...
A/ %

~

Dawn (Mace of Disruption)
Weapon (mace), rare (requires attunement)

Dawn is a silvered mace. When you hit a fiend or an undead with this magic weapon, that
creature takes an extra 2d6 radiant damage. If the target has 25 hit points or fewer after taking
this damage, it must succeed on a DC 15 Wisdom saving throw or be destroyed. On a
successful save, the creature becomes frightened of you until the end of your next turn. While
you hold this weapon, it sheds bright light in a 20-foot radius and dim light for an additional 20
feet.
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Jono the Rake

"The sailor is shirtless, his corded muscles and sun-browned skin drawing looks from passersby. He wears
leather breeches and a worn cutlass. His blond hair is pulled back from his handsome face."
Creature(s)

4 N

Jono the Rake

Medium Humanoid (Human), Chaotic Neutral

Armor Class: 13 (studded leather armor) STR DEX CON INT WIS CHA
Hit Points: 45 (7d8+14) 16 (+3) 13 (+1) 14 (+2) 10 (+0) 11 (+0) 15 (+2)
Speed 30 ft. License: c.2019 Limitless-Adventures

Challenge 2 (450 XP)

Saving Throws Charisma +4

Skills Athletics +5, Perception +2

Senses passive Perception 12

Languages Common

Suave Jono has advantage on Charisma checks and saving throws.

Actions

Multiattack Jono makes two cutlass attacks.

Cutlass Melee Weapon Attack +5 to hit, reach 5 ft., Hit: 6 (1d6 + 3) slashing damage.
Dagger Ranged Weapon Attack +5 to hit, range 20/60 ft., Hit: 5 (1d4 + 3) piercing damage.

[gold front tooth, cocky]

o J
Jono is a sailor and a mercenary. He can be found in any port town. He can fill the role of ally or
hireling. Jono is prone to gambling, but secretly sends the lion's share of his winnings home to his
mother.

Treasure

Jono has a pouch full of costume jewelry worth 5 gp, he also carries 3 gp and an explorer's pack.

Further Adventure™

Jono is anxious to join the party on their next quest, claiming to have insights on their current
objective, but he really wants to get away from a jealous husband who is seeking revenge...

Jono fell in love with a mermaid and adventures to find a way to breathe underwater
permanently...

Jono is wanted by a pirate crew he once served with and swindled...

§‘

W

CAA
@ N

Pirate

Medium Humanoid (any race), Any Alignment

Armor Class: 13 STR DEX CON INT WIS CHA

Hit Points: 19 (3d8+6) 12 (+1) 16 (+3) 14 (+2) 10 (+0) 11 (+0) 10 (+0)

Speed 30 ft.

License: c.2019 Limitless-Adventures
Challenge 1/4 (50 XP)

Skills Intimidation +2, Acrobatics +5

Senses passive Perception 10

Languages any one language (usually Common)

Sea Legs The sailor has advantage to Dexterity checks made while on a ship at sea.

Actions

Cutlass Melee Weapon Attack +4 to hit, reach 5 ft., Hit: 6 (1d6 + 3) slashing damage.

Heavy Crossbow Ranged Weapon Attack +2 to hit, range 100/400 ft., Hit: 8 (1d10+3) piercing

damage.
R J

17




//’
//

~ Jossa the Sea Priestess
* "Thin and sharp-featured, the priestess wears sea-green robes and has shells worked into her plait."
Creature(s)

a 4

Jossa the Sea Priestess
Medium Humanoid (Human), Chaotic Good

Armor Class: 13 (studded leather armor) STR DEX CON INT WIS CHA
Hit Points: 27 (5d8+5) 10 (+0) 12 (+1) 12 (+1) 13 (+1) 16 (+3) 13 (+1)
Speed 30 ft.

License: c.2019 Limitless-Adventures
Challenge 2 (450 XP)

Skills Medicine +7, Persuasion +3, Religion +4

Senses passive Perception 13

Languages Common, Aquan

Sea Shaper Once a day, as an action, the sea priestess can cast control water per the spell of
the same name.

Spellcasting The sea priestess is a 5th-level spellcaster. Her spellcasting ability is Wisdom (spell
save DC 13, +5 to hit with spell attacks). Jossa has the following cleric spells prepared:

Cantrips (at will) light, sacred flame, thaumaturgy

1st level (4 slots) O O O O cure wounds, guiding bolt, sanctuary

2nd level (3 slots) O O O lesser restoration, spiritual weapon

3rd level (2 slots) O O water breathing, water walk

Actions

Mace Melee Weapon Attack +2 to hit, reach 5 ft., Hit: 3 (1d6) bludgeoning damage.

[skinny, haughty]

., A locked (DC 15) poor box contains 13 gp. but stealing from the temple brings rough seas and
possible storms.

Further Adventure™
%  Jossa needs help retrieving a relic stolen from the temple...
{ ) A plague has broken out and Jossa needs help curing the infected...

“ 5? Giant crabs (see below) are crawling from the sea; the reason lies in a sunken ship...
@ N

Giant Crab
Medium Beast, Unaligned
,\f\\\\\\\ Armor Class: 15 (natural armor) SIR _DEX CON INT WIS  CHA
X \»a{\\\\\\\\\\‘ Hit Points: 13 (3d8) 13(+1) 15(+2) 11(+0) 1(-5) 9(1) 3(-4)

Speed 30 ft., swim 30 ft.

Challenge 1/8 (25 XP)

Skills Stealth +4

Senses blindsight 30 ft., passive Perception 9
Amphibious The crab can breathe air and water.

Actions

Claw Melee Weapon Attack +3 to hit, reach 5 ft. Hit: 4 (1d6 + 1) bludgeoning damage, and the
target is grappled (escape DC 11). The crab has two claws, each of which can grapple only one

'\\““,‘f‘.‘.\.\.\.\\\.\) License: SRD5 Open Gaming License

target.
" W
' & Re-Skin
\\x‘ r N

Basha the Sea Witch - Chaotic Evil

Add Trident of Fish Command

Basha is a dark and evil witch possessed of much cunning. She is often sought out by local
villagers for healing, potions, and charms. She is quick to help her neighbors, but demands

much in return. Basha requires secrets, and sometimes even blood.
§ 4
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Lady Valinor DeSane

"The knight wears brilliant plate armor with silver emblems. Her helmet is adorned with falcon's wings, the 2
feather fluttering in the breeze."

Creature(s)

a A
Lady Valinor DeSane
Medium Humanoid (Human), Lawful Neutral

Armor Class: 20 (plate armor) STR DEX CON INT WIS CHA
Hit Points: 104 (16d8+32) 18 (+4) 12 (+1) 14 (+2) 12 (+1) 12 (+1) 16 (+3)
Speed 30 ft. License: c.2019 Limitless-Adventures

Challenge 5 (1,800 XP)

Saving Throws Con +5, Wis +4

Skills Athletics +7, Animal Handling +4

Senses passive Perception 11

Languages Common

Brave Lady DeSane has advantage on saving throws against being frightened.

Actions

Multiattack The lady makes three melee attacks.

Longsword Melee Weapon Attack +7 to hit, reach 5 ft., Hit: 8 (1d8+4) slashing damage.

Lance Melee Weapon Attack +7 to hit, reach 10 ft., Hit: 10 (1d12 + 4) piercing damage.
Disadvantage on attacks made against creatures five feet away.

Heavy Crossbow Ranged Weapon Attack +4 to hit, range 100/400 ft., Hit: 6 (1d10+1) piercing
damage.

Leadership (Recharges after a Short or Long Rest) For 1 minute, lady can utter a special
command or warning whenever a nonhostile creature that she can see within 30 feet of it
makes an attack roll or a saving throw. The creature can add a d6 to its roll provided it can
hear and understand Valinor. A creature can benefit from only one Leadership die at a time.
This effect ends if Valinor is incapacitated.

Reactions

Parry Lady Valinor adds 3 to its AC against one melee attack that would hit it. To do so, she
must see the attacker and be wielding a melee weapon.

[bold, confident]

o J
Lady DeSane could be found anywhere, usually on a quest. She can fill the role of ally or mentor.
Lady Valinor is most concerned with justice and seeing that the lawless are brought to heel. As a i%
questing knight, she is often mistaken for a paladin, but she is a warden of law, not goodness.
DeSane believes in the letter of the law, not the spirit.

Treasure

Lady DeSane carries a magic longsword named Cirr (see below), a purse of 34 gp, and a potion of
greater healing(4d4+4).

Further Adventure™
Valinor is encountered with six children captured by ogres. She needs the party to escort the ‘\\\“\\‘\\ W
children to safety... :\\\\\\\\\\ Y
The knight is hunting for a rare herb needed to heal the daughter of her lord, but she knows little S{\\\\«’
of herb lore...

Lady DeSane's squire is trapped in a roc's nest...

Cirr, the Horsemaster's Blade
Weapon, uncomimon

Cirr is a +1 longsword and grants the wielder advantage on Handle Animal checks.
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-~ Lexi- Electrum Dragon Wyrmling

~ "The slender dragon appears to be metallic in origin, but its scintillating scales appear to be an alloy. The
scales alternate silver and gold."

Creature(s)

e N
Lexi, Electrum Dragon Wyrmling

Medium Dragon, Neutral Good

Armor Class: 17 (natural armor) STR DEX CON INT WIS CHA
Hit Points: 45 (6d8+18) 19 (+4) 10 (+0) 17 (+3) 12 (+1) 11 (+0) 15 (+2)
Speed 30 ft., fly 60 ft.
Challenge 2 (450 XP)
Saving Throws Dex +2, Con +5, Wis +2, Cha +4

Skills Perception +4, Stealth +2

Damage Resistances cold, fire

Senses blindsight 10 ft., darkvision 60 ft., passive Perception 14

Languages Draconic

Actions

Bite Melee Weapon Attack +6 to hit, reach 5 ft. Hit: 9 (1d10 + 4) piercing damage.

Steam Breath (recharge 5-6) The dragon exhales a blast of steam in a 15- foot cone. Each
creature in that area must make a DC 13 Constitution saving throw, taking 18 (4d8) fire

damage on a failed save, or half as much damage on a successful one.
. e

Lexi can be found anywhere. She can fill the role of ally or quest giver. Offspring of silver and gold
dragons are the same as their father, but on rare occasions an electrum dragon is born.

Treasure

Lexi has yet to start her hoard, but demands an equal share of any treasure gained while she's a
member of the party. She is fascinated by gems of all types and jewelry (even costume jewelry).

License: ¢.2019 Limitless-Adventures

&“~" Further Adventure™

\ Lexi is being pursued by dragon hunters...
", The young dragon needs help finding her parents, Garmorr the Golden (gold male), and Sussrrex
(silver female)...

Sages across the land want to study the first electrum dragon in recorded history, Lexi would
prefer to be left alone...

- N
Dragon Hunters

Medium Humanoid (any race), Any Alignment

Armor Class: 17 (splint armor) STR DEX CON INT WIS CHA
Hit Points: 58 (9d8+18) 17 (+3) 12 (+1) 14 (+2) 11 (+O) 10 (+0) 10 (+0)
Speed 30 ft. License: ¢.2016 Limitless-Adventures

Challenge 3 (700 XP)

Skills Athletics +5, Perception +2, Nature +2

Senses passive Perception 12

Languages any one language (usually Common)

Skilled Hunter The dragon hunter deals an additional 7 (2d6) damage to dragons.

Brave The dragon hunter has advantage on saves against fear effects.

Actions

Multiattack The dragon hunter makes two greatsword attacks.

Greatsword Melee Weapon Attack +5 to hit, reach 5 ft., Hit: 10 (2d6 + 3) slashing damage.
Heavy Crossbow Ranged Weapon Attack +4 to hit, range 100/400 ft., Hit: 6 (1d10 + 1) piercing

damage.
N /
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Morning Rain's Thunder

Morning Rain's Thunder is a shining white pegasus mare, tall and well-muscled with a massive wingspan. :
She's known for acting as a messenger to powerful good fey, and has a long history of fighting the forces of
darkness as a steed for many heroes. She is ancient and wise, despite her sometimes skittish nature
around strangers.

Creature(s)

a N
Morning Rain's Thunder - Pegasus

Large Celestial, Chaotic Good

Armor Class: 12 STR DEX CON INT WIS CHA
Hit Points: 59 (7d10+21) 18 (+4) 15 (+2) 16 (+3) 11 (+0) 15 (+2) 13 (+1)

speed 60TE, fly 90 It License: c.2016 Limitless-Adventures
Challenge 2 (450 XP)

Saving Throws Dex +4, Wis +4, Cha +3

Skills Perception +6

Senses passive Perception 16

Languages understands Celestial, Common, Elvish, and Sylvan but can't speak

Actions

Hooves Melee Weapon Attack +6 to hit, reach 5 ft. Hit: 11 (2d6 + 4) bludgeoning damage.

.
Morning Rain's Thunder was introduced in the Fey Pool. She is a powerful Ally for mid-level
parties, able to carry two medium-sized riders while flying. She serves only good creatures, and is
intelligent and wise enough to see through most ruses. If commanded by her master, she will
gladly assist the party in battle.

She may be a feature of a deep forest nearby, known and trackable by rangers or druids, and can
be approached there for help. She has a particular hatred for ogres and trolls, and will gladly
assist attempts to eradicate them. If she is away from her master, she may recommend (or wish to /
travel) wearing her armor, particularly if the party is going up against much more powerful foes.
Treasure

Morning Rain's Thunder has access to and can wear a special form of scale mail, Fey Barding (AC
16, 15 if rider is in full plate), specially adapted to fit comfortably around her wings. This mail, a
blend of leaf-shaped metal scales and other materials, shines in the light and is trimmed in white.

She cannot don or doff the armor herself (which takes 10 minutes to don, and 5 minutes to doff), \
and is frequently outfitted by her master's stables. It is generally only worn when she is planning ;:g_t
to go into battle, and not everyday wear. Consider Morning Rain's Thunder a CR 3 monster when
she is wearing her armor. Morning Rain's Thunder wears a ribbon around her neck with a small

silver amulet bearing an emerald, worth 25 gp.
Z

Fey Barding

AC 14+Dexterity (max 2 ; 1 if rider in full plate)

Fey Barding provides protection from damage to a horse (or horselike creature) similar to scale
mail. It limits the beast to only one rider, and may drop to a max Dexterity bonus of 1 if the
rider is in full platemail. While non-magical, Fey barding is specially constructed to be lighter
than standard barding, so it does not prevent flight.

- /
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Further Adventure™

She will assist the party in exchange for defeating a Nightmare...

She can take the party to a temple carved into a cliffside to heal and hide from pursuers...
Her amulet can cast a minor illusion of a rider to lead flying enemies away...
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~— Pel the Spellsword

"Short and reed thin, Pel doesn't cut an imposing figure. To the trained eye, a well-cared-for sword,
calloused hands, and keen eyes tell a different story."
Creature(s)

7 N

Pel the Spellsword

Medium Humanoid (Human), Lawful Neutral

Armor Class: 17 (splint armor) STR DEX CON INT WIS CHA
Hit Points: 58 (9d8+18) 14 (+2) 12 (+1) 14 (+2) 14 (+2) 12 (+1) 10 (+0)
Speed 30 ft. License: c.2019 Limitless-Adventures

Challenge 3 (700 XP)

Skills Athletics +5, Perception +2

Senses passive Perception 13

Languages Common, Draconic

Spellcasting Pel is a 1st-level spellcaster. His spellcasting ability is Intelligence (spell save DC
12, +4 to hit with spell attacks). Pel has following wizard spells prepared:

Cantrips (at will) true strike, firebolt, message

1st level (2 slots) O O shield, sleep, magic missile

Actions

Multiattack Pel makes two longsword attacks and casts one cantrip.

Longsword Melee Weapon Attack +5 to hit, reach 5 ft., Hit: 6 (1d8 + 3) slashing damage, or 7
(1d10 + 2) slashing damage if used with two hands.

[short,thin]

o J
‘ Pel is a fighter mage, and could be encountered as a sword for hire, a city guard, or as a

N\ \y bodyguard to a rich/powerful NPC. Pel can fit the role of ally, or contact (especially if used as a

s 4.n city guard).

1\ Treasure

: ) Pel carries a silvered longsword, 15 sp, a prized horse named Grease, and a healing potion.

Further Adventure™

=1/ Pel fears that his current employer is a necromancer...

@? Pel claims that an unknown (and possibly undiscovered) monster lurks in the sewers...
) 4

While chasing a group of guild thieves, Pel deputizes the party and hires them to give chase...

a b

Chasing the Thieves

Complexity: 4 successes before 3 failures

Difficulty: DC 15

Suggested Skills: Athletics, Acrobatics, Perception

Success: You catch the thieves who surrender without a fight.

Failure(s):

1: A character crashes into a fruit vendor's cart, causing 25 gp in damages.

2: An item falls into a gutter during the chase and the player realizes they'll lose the thieves if
they stop to pick it up.

3: The thieves escape, but plot revenge against the party for a later date.

-

4 )
Riding Horse

Large Beast, Unaligned

Armor Class: 10 STR DEX CON |INT WIS CHA
Hit Points: 13 (2d10+2) 16 (+3) 10 (+0) 12 (+1) 2(-4) 11 (+0) 7 (-2)

Speed 60 ft. License: SRD5 Open Gaming License
Challenge 1/4 (50 XP)

Languages -

Senses passive Perception 10

Actions

Hooves Melee Weapon Attack +5 to hit, reach 5 ft., Hit: 8 (2d4 + 3) bludgeoning damage.

~4'.4}’//¢
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Quentin Yerl

"The man is richly dressed in purple and black. He is bald with a pudgy face and sits smoking a clay pipe." 2
Creature(s)

o ™

Quentin Yerl
Medium Humanoid (Human), Neutral Evil

Armor Class: 14 (mage armor) STR DEX CON INT WIS CHA
Hit Points: 32 (5d8+10) 12 (+1) 12 (+1) 14 (+2) 12 (+1) 12 (+1) 16 (+3)
Speed 30 ft. License: c.2019 Limitless-Adventures

Challenge 7 (2,900 XP)

Saving Throws Int +4, Wis +4

Skills Arcana +4, History +4, Religion +4

Senses passive Perception 11

Languages Common, Abyssal, Infernal

Invocations Quentin is a 5th level spellcaster, his spellcasting ability is Charisma (spell save DC
13, +6 to hit with spell attacks). He has the following invocations he can use at will: Armor of
Shadow (mage armor), Mire of the Mind (slow), Misty Vision (silent image)

Spellcasting Quentin is a 5th-level spellcaster. His spellcasting ability is Charisma (spell save
DC 14, +6 to hit with spell attacks). He has the following warlock spells prepared:

Cantrips (at will) +5 to hit, eldritch blast, minor illusion, prestidigitation

3rd level (2 slots) O O counterspell, dispel magic, fear, fireball, remove curse, vampiric touch
Actions

Dagger Melee or Ranged Weapon Attack +4 to hit, reach 5 ft., or range 20/60 ft., Hit: 3 (1d4+1
piercing damage)

[loud,overdressed]
o J

Quentin Yerl can be found anywhere. He is a member of a warlock fraternity known as the |
Brimstone Club, which first appeared in Arcane Quarter. Quentin is duplicitous and self-serving, /- /
but will aid the party if he feels that it will aid him. He can play the role of ally, contact or quest- |
giver. )

(The Brimstone Club

Part library, part eldritch social club, the Brimstone was created as a place where warlocks can
safely discuss their arts without suspicion and derision. Arcana checks to glean information
about the planes, the fey or fiends, are made with advantage in the Brimstone Club. The
Brimstone Club can be dropped into any city in your game and is described in greater detail in
Arcane Quarter.
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Treasure % 7=
Quentin carries 213 gp, a wand of the war mage +1, and a ring in the shape of a demon's head 7///;;’//2?{/,4/,: 3
worth 50 gp. Uil

Further Adventure™
Quentin has information that the party requires for their next quest, but will only share it if they :&\\\ N
smuggle him past a trio of paladins seeking to arrest him... S \
Quentin could be possessed by a demon or devil when the party encounters him...

Quentin will aid the party in the location of a powerful magic item, but secretly seeks to claim an
iron flask in the same hoard. The flask contains a pit fiend...

Wand of the War Mage

Wand, uncommon (+1),(requires attunement by a spellcaster)

While holding this wand, you gain a bonus to spell attack rolls determined by the wand's rarity.
In addition, you ignore half cover when making a spell attack.
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"The hermit is a large man, and well-muscled. Scars on his arms and face tell a violent story. He leans
heavily on his walking stick and waves at you with a large, dark hand."

Creature(s)

7 D

Rowan the Hermit
Medium Humanoid (human), Lawful Neutral

Armor Class: 11 STR DEX CON |INT WIS CHA
Hit Points: 52 (8d8+16) 16 (+3) 12 (+1) 14 (+2) 12 (+1) 12 (+1) 15 (+2)
Speed 30 ft. License: c.2016 Limitless-Adventures

Challenge 3 (700 XP)

Saving Throws Con +4, Wis +3

Senses passive Perception 11

Languages Common

Brave Rowan has advantage on saving throws against being frightened.

Reactions

Parry Rowan adds 2 to its AC against one melee attack that would hit him. To do so, the Rowan
must see the attacker and be wielding his walking stick.

[weathered skin, scarred]
_A

Rowan first appeared in Mountain Encounters. He can be found in any wild area, away from
society. A life spent on the battlefield has driven him into seclusion. He can fill the role of mentor
or quest giver.

Treasure

Rowan offers to clean and sharpen the PC's weapons. Any player that allows Rowan to do so will
receive a +1 bonus to attack and damage for 1d4 days as Rowan tightens straps, replaces
damaged clasps, oils and sharpens everything with great skill and care.

Further Adventure™
The hermit asks the party to carry a letter back to his wife, whom he hasn't seen in years...
Rowan needs help clearing a hive of giant centipedes from his vegetable garden...
Rowan was a knight and his liege lord was killed in a battle with a dragon. Rowan is ready to
return and take vengeance with the party's help...
d N
Giant Centipede
Small Beast, Unaligned
Armor Class: 13 (natural armor) STR DEX CON INT WIS CHA
Hit Points: 4 {1d6+1) 5(-3) 14 (+2) 12 (+1) 1(-5) 7(-2) 3(-4)
Speed 30 ft., climb 30 ft.
Challenge 1/4 (50 XP)
Senses blindsight 30 ft., passive Perception 8
Languages -
Actions
Bite Melee Weapon Attack +4 to hit, reach 5 ft., Hit: 4 (1d4 + 2) piercing damage, and the target
must succeed on a DC 11 Constitution save or take 10 (3d6) poison damage. If reduced to O hit
points, the target is stable but poisoned for 1 hour, even after regaining hit points, and is
paralyzed while poisoned.
A

License: SRD5 Open Gaming License

e N
Paralyzed Condition
A paralyzed creature is incapacitated (see the condition) and can't move or speak. The creature
automatically fails Strength and Dexterity saving throws. Attack rolls against the creature have
advantage. Any attack that hits the creature is a critical hit if the attacker is within 5 feet of the
creature.

8
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Incapacitated Condition

An incapacitated creature can't take actions or reactions.
- A
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Sir Griffon Hardcourt

"The young knight is wearing the tabard of a minor noble house over plate armor. His rowdy laugh and 2
unstable manner lead you to believe he is quite intoxicated."
Creature(s)

4 N

Sir Griffon Hardcourt

Medium Humanoid (Human), Neutral

Armor Class: 18 (plate armor) STR DEX CON INT WIS CHA
Hit Points: 52 (8d8+16) 17 (+3) 10 (+0) 14 (+2) 11 (+0) 10 (+0) 15 (+2)
Speed 30ft. License: c.2018 Limitless-Adventures

Challenge 3 (700 XP)

Saving Throws Con +4, Wis +2

Senses passive Perception 10

Languages Common

Brave Griffon has advantage on saving throws against being frightened.

Actions

Multiattack Griffon makes two melee attacks.

Greatsword Melee Weapon Attack +5 to hit, reach 5 ft., Hit: 10 (2d6 + 3) slashing damage.
Heavy Crossbow Ranged Weapon Attack +2 to hit, range 100/400 ft., Hit:5 (1d10) piercing
damage.

Leadership (Recharges after a Short or Long Rest) For 1 minute, Griffon can utter a special
command or warning whenever a nonhostile creature that he can see within 30 feet of it makes
an attack roll or a saving throw. The creature can add a d4 to its roll provided it can hear and
understand Sir Hardcourt. A creature can benefit from only one Leadership die at a time. This
effect ends if Griffon is incapacitated.

Reactions

Parry Griffon adds 2 to its AC against one melee attack that would hit it. To do so, Griffon must

see the attacker and be wielding a melee weapon.
- e

Sir Hardcourt first appeared in Urban Encounters. Hardcourt can be found anywhere that ale ?/
flows freely. He can fill the role of ally, foe (especially when drunk), and patron. Griffon is every bit "
the entitled nobleman. He can be rude, haughty and arrogant, but he is also a brave and capable
fighter.

Treasure

Griffon carries 12 gp, and wears a signet ring worth 20 gp. Sir Hardcourt comes from a wealthy
family and can get access to up to 300 gp easily.

Further Adventure™
A drunken Hardcourt challenges a PC to a duel over an imagined slight... PO
Griffon has been disowned by his family and seeks to join the party on their next adventure to //%é =

earn the respect of his father... 7//////,??),,4,;‘_
Sir Harcourt needs the party's help in proving his paternity as his claim to his family's land is ”/UII%,:;,"A’

being questioned by a rival... m':

-

i

Advantage and Disadvantage

Sometimes a special ability or spell tells you that you have advantage or disadvantage on an
ability check, a saving throw, or an attack roll. When that happens, you roll a second d20 when
you make the roll. Use the higher of the two rolls if you have advantage, and use the lower roll if
you have disadvantage.

If multiple situations affect a roll and each one grants advantage or imposes disadvantage on it,
you don't roll more than one additional d20. If two favorable situations grant advantage, for
example, you still roll only one additional d20.

b
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 "The tiefling is tall with red skin and black horns. He is dressed in breeches, a tunic, and a green cloak."
Creature(s)

a 4

Skimmer

Medium Humanoid (tiefling), Chaotic Neutral

Armor Class: 12 STR DEX CON INT WIS CHA
Hit Points: 27 (6d8) 10 (+0) 15 (+2) 11 (+0) 13 (+1) 15 (+2) 17 (+3)
Speed 30 ft. License: c.2019 Limitless-Adventures

Challenge 1 (200 XP)

Skills Deception +5, Insight +4, Investigation +5, Perception +6, Persuasion +5, Sleight of Hand
+4, Stealth +4

Senses passive Perception 16

Languages Common, Thieves' cant

Cunning Action On each of his turns, Skimmer can use a bonus action to take the Dash,
Disengage, or Hide action.

Sneak Attack (1/Turn) Skimmer deals an extra 7 (2d6) damage when he hits a target with a

weapon and has advantage on the attack roll, or when the target is within 5 feet of an ally of
skimmer that isn't incapacitated and skimmer doesn't have disadvantage on the roll.

Actions

Multiattack Skimmer makes two melee attacks.

Shortsword Melee Weapon Attack +4 to hit, reach 5 ft., Hit: 5 (1d6 + 2) piercing damage.

Hand Crossbow Ranged Weapon Attack +4 to hit, range 30/120 ft., Hit: 5 (1d6 + 2) piercing
damage.

-

J

») Skimmer can be found in any urban setting. He poses as a guide, a porter, or a messenger, but
. uses these jobs to scout out heists and pick pockets. Skimmer can fit the role of hireling, or
4 contact.

0!
AR T
\\\. Treasure
"\ Skimmer carries 13 sp, a brass key, and a silver ring engraved with "Endure", worth 1 gp.

Further Adventure™

e N
.| Finding Grifter

Complexity: 6 successes before 3 failures

Difficulty: DC 15

Suggested Skills: Deception, Intimidation, Investigation,

Success: The party finds Grifter being held by a cult fanatic and four cultists
Failure(s):

1: The next check is made with disadvantage.

2: The skill used on the failed roll cannot be used again in this challenge.

3: The party discovers Grifter's location by accident, and the cultists get a full surprise round.
=

Grifter

Medium Humanoid (Human), Neutral Evil

Armor Class: 11 STR DEX CON INT WIS CHA
Hit Points: 22 (4d8+4) 10 (+0) 12 (+1) 12 (+1) 13 (+1) 12 (+1) 15 (+2)

Speed 30 ft. License: c.2019 Limitless-Adventures
Challenge 1/2 (100 XP)

Skills Deception +6, Insight +3

Senses passive Perception 11

Languages Common

Actions

Dagger Melee or Ranged Weapon Attack +3 to hit,5 ft., (reach ) or 20/60 ft., (range ) Hit: 3
(1d4+1) piercing damage.

-
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Smalldawn - High Priest of Argenta

"The high priest of the goddess Argenta is a tiny speck of a gnome swimming in brilliant white robes
adorned with a silver hand-stitched on the back. A saddled war dog lays at his feet."

Creature(s)

4 N

High Priest Smalldawn

Medium Humanoid (Gnome), Neutral Good

Armor Class: 12 STR DEX CON INT WIS CHA
Hit Points: 99 (18d8+18) 9(-1) 15(+2) 12 (+1) 15 (+2) 20 (+5) 16 (+3)
Speed 30 ft. License: c.2019 Limitless-Adventures

Challenge 12 (8,400 XP)

Saving Throws Int +6, Wis +9

Skills Religon +13, History +13

Senses passive Perception 15

Languages Common, Gnomish, Celestial

Gnome Cunning. Smalldawn has advantage on all Intelligence, Wisdom, and Charisma saving
throws against magic.

Magic Resistance Smalldawn has advantage on saving throws against spells and other magical
effects.

Spellcasting Smalldawn is an 18th-level spellcaster. Its spellcasting ability is Wisdom (spell save
DC 17, 49 to hit with spell attacks). The high priest can cast dispel magic at will and has the
following cleric spells prepared:

Cantrips (at will) light, sacred flame, thaumaturgy

1st level (4 slots) O O O O cure wounds, guiding bolt, sanctuary

2nd level (3 slots) O O O lesser restoration, spiritual weapon

3rd level (3 slots) O O O dispel magic, spirit guardians

4th level (3 slots) O O O banishment, death ward

5th level (3 slots) O O O flame strike, greater restoration

6th level (1 slot) O heal

7th level (1 slot) O plane shift

8th level (1 slot) O holy aura

9th level (1 slot) O mass heal

Actions

Light Hammer Melee Weapon Attack +6 to hit, reach 5 ft. Hit: 4 (1d4 + 2) bludgeoning damage.

[serene, fierce when defending the helpless]
o J

Smalldawn can be found anywhere. He can fill the role of mentor, sage (Religion +13), and healer
(caster level 18). He is kindly and helpful, readily offering advice and tools.

Treasure

Smalldawn has taken a vow of poverty and has only a blanket and a wooden bowl.

Further Adventure™

The players are sent to seal a rift to the Negative Energy Plane...

Smalldawn must be escorted to the center of a battlefield, where he intends to broker a treaty...
The party must protect Smalldawn as he converts lost souls trapped.in the underworld...

Mastiff

Medium Beast, Unaligned

Armor Class: 12 STR DEX CON INT WIS CHA
Hit Points: 5 (1d8+1) [ I o) (G 0L s () 120 (0 e 7 (22)
Speed 40 ft.

License: SRD5 Open Gaming License
Challenge 1/8 (25 XP)

Skills Perception +3

Senses passive Perception 13

Keen Hearing and Smell Has advantage on Wisdom checks that rely on hearing or smell.
Actions

Bite Melee Weapon Attack +3 to hit, reach 5 ft., Hit: 4 (1d6 + 1) piercing damage. If the target is
| a creature, it must succeed on a DC 11 Strength saving throw or be knocked prone.

TG p& J
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- Sska - Mother Scale

"The Priestess is a female lizardfolk bent with age. She wears a necklace of shells and carries a worn staff.
Her toothy smile is both warm and inviting."
Creature(s)

7 N

Sska - Mother Scale

Medium Humanoid (Lizardfolk), Neutral

Armor Class: 11 STR DEX CON |INT WIS CHA
Hit Points: 27 (5d8+5) 11 (+0) 13 (+1) 12 (+1) 13 (+1) 14 (+2) 12 (+1)

Speed 30 ft.. swim 30ft. License: c.2019 Limitless-Adventures
Challenge 2 (450 XP)

Skills Medicine +4, Nature +5, Perception +4
Senses passive Perception 14
Languages Druidic, Common, Draconic
Hold Breath Sska can hold her breath for 15 minutes.
Spellcasting Sska is a 4th-level spellcaster. Her spellcasting ability is Wisdom (spell save DC 12,
+4 to hit with spell attacks). She has the following druid spells prepared:
Cantrips (at will) druidcraft, produce flame, guidance
1st level (4 slots) O O O O detect poison and disease, create or destroy water, speak with
animals, cure wounds
2nd level (3 slots) O O O  animal messenger, lesser restoration
Actions
Quarterstaff Melee Weapon Attack: +2 to hit (+4 to hit with shillelagh), reach 5 ft., one target.
Hit: 3 (1d6) bludgeoning damage, 4 (1d8) bludgeoning damage if wielded with two hands,
N

/

Sska first appeared in Founder's Fen. Sska will likely be encountered in a rural village near a
swamp, among a tribe of peaceful lizardfolk, or tending a natural shrine in a swamp. She works
\ best as a quest giver, healer, and sage (Nature +5).
P S
Ilone, Swamp Goddess of Rebirth
Ilone is a lesser goddess of the swamp who embodies death, rebirth, and the cycle of life. Ilone
is a dispassionate goddess that stays out of the politics of the multiverse unless the cycle of
birth, death, and rebirth are affected. Ilone is rare among deities, in that she periodically dies
and takes a new form and a new guise, after which her mannerisms, appearance, and tastes all
change. Her philosophy and domains remain the same.
Deity Alignment Domain Symbol
Ilone, Goddess of Rebirth Neutral Life, Death black and white ring

Dogma

The followers of Ilone believe that all creatures are born, live, die, and are then reborn into a
different vessel. Any act that keeps a soul trapped and prevents its rebirth is seen as a great
imbalance that must be corrected. The clerics of Ilone and her paladins strive to destroy undead
| | and devils - not as a moral affront, but because their actions prevent souls from being reborn.

J

Yy, '7I// s
)y Treasure
Y/ /’////4 Mother Scale has no possessions, save for a worn sleeping mat, a simple wooden bowl and her

W% shell necklace. She uses any wealth she finds or acquires to feed and care for others.

Further Adventure™

Ilone sees the undead as an affront and Sska sends the PCs to destroy a pack of ghouls...

Sska needs rare herbs and mushrooms, required for a reincarnation ritual, to be carried out by a
visiting druid...

Someone has vandalized Sska's shrine...
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Sunik Del

"The young human has shoulder-length blonde hair and a disproportionately large nose. His purple robes
seem to have been tailored for a much shorter man."

; NPC(s)
e N
Sunik Del
Medium Humanoid (Human), Chaotic Neutral
Armor Class: 12 STR DEX CON INT WIS CHA
Hit Points: 45 (10d8) 8(-1) 15(+2) 10 (+0) 16 (+3) 12 (+1) 13 (+1)
Speed 30 ft. License: c.2019 Limitless-Adventures

Challenge 6 (2,300 XP)

Saving Throws Int +6, Wis +4

Skills Arcana +6, History +6

Senses passive Perception 11

Languages Abyssal, Infernal, Common, Draconic

Spellcasting The mage is a 9th-level spellcaster. Its spellcasting ability is Intelligence (spell save
DC 14, +6 to hit with spell attacks). The mage has the following wizard spells prepared:
Cantrips (at will) fire bolt, light, mage hand, prestidigitation

1st level (4 slots) O O O O detect magic, mage armor, magic missile, shield

2nd level (3 slots) O O O misty step, suggestion

3rd level (3 slots) O O O counterspell, fireball, fly

4th level (8 slots) O O O greater invisibility, ice storm

5th level (1 slot) O wall of force

[eager, large nose]
o J

Sunik first appeared in Planar Encounters. The wizard can be found anywhere. He is likely to play
the role of ally or foe. Sunik is left purposefully ambiguous so that he may fill either role.
Treasure

Sunik carries a spellbook, 34 gp, a hardwood staff, and a potion of healing.

Optional: A DC 15 Perception check reveals that Sunik's spellbook was not written in his thin,
spidery handwriting (see below).

Further Adventure™
Sunik could be a madman responsible for the death of his adventuring party... &
Sunik knows the location of a powerful artifact, but needs the party's help to claim it from a "
dangerous dungeon... \
Sunik's former master, Porlan Blueheels, has been turned by a vampire, and Sunik means to
release his old friend from undeath... 174

e
===
=

4 N |
Del's Frog Familiar
Tiny Beast, Unaligned
Armor Class: 11 STR DEX CON |INT WIS CHA
Hit Points: 1 (1d4) 1(:5) 13(+1) 8(1) 1(-5 8(1) 3(-4)
Speed 20 ft., swim 20 ft.
Challenge O (10 XP)

Skills Perception +1, Stealth +3
Senses darkvision 30 ft., passive Perception 11
Amphibious The frog can breathe air and water.

License: SRD5 Open Gaming License

[enjoys smooth jazz, eats flies]
.
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"The tree tender has long grey hair, but her fine-featured face is ageless and kind. She smiles sweetly at
you and raises her hand to offer you a green apple.”

Creature(s)

Adela the Tree Tender

Medium Humanoid (Human), Neutral Good

Armor Class: 12 STR DEX CON INT WIS CHA
Hit Points: 99 (18d8+18) 10 (+0) 14 (+2) 12 (+1) 20 (+5) 15 (+2) 16 (+3)
Speed 30 ft. License: c.2019 Limitless-Adventures

Challenge 12 (8,400 XP)
Saving Throws Int +9, Wis +6
Skills Arcana +13, History +13
Senses passive Perception 12
Languages Common, Elvish, Draconic, Sylvan, Orc, Goblin
Magic Resistance Adela has advantage on saving throws against spells and magical effects.
Spellcasting Adela is an 18th-level spellcaster. Her spellcasting ability is Intelligence (spell save
DC 17, +9 to hit with spell attacks). Adela can cast disguise self and invisibility at will and has
the following wizard spells prepared:
Cantrips (at will) fire bolt, light, mage hand, prestidigitation, minor illusion, dancing lights
1st level (4 slots) O O O O detect magic, identify, mage armor, comprehend languages
2nd level (3 slots) O O O detect thoughts, mirror image, misty step
3rd level (3 slots) O O O counterspell, fly, dispel magic
4th level (3 slots) O O O banishment, fire shield, stoneskin
5th level (8 slots) O O O dream, scrying, wall of force
6th level (1 slot) O globe of invulnerability
7th level (1 slot) O teleport
8th level (1 slot) O mind blank
9th level (1 slot) O foresight
o

J

Adela lives a quiet existence tending a garden, arboretum, grove, or similar setting. Adela first
'z appeared in Arcane Quarter, as the keeper of a misty city garden. Adela appears deceptively
simple, but she is in fact an extremely powerful archmage that can act as a key quest giver,
W mentor, or faction leader.

" Treasure

N\ Adela has a sword of sharpness named "Ghent", which she sometimes lends to adventurers she
W deems worthy.

%\ Further Adventure™
) Adela needs the party to rescue a group of adventurers searching for a rare mineral...
)' Adela needs a rare herb to cure Goldenbark, an awakened tree...

An evil druid seeks to corrupt and claim the garden...
4 B

Ghent (sword of sharpness)

Weapon (longsword), very rare (requires attunement))

[

When you attack an object with this magic sword and hit, maximize your weapon damage dice
against the target.

When you attack a creature with this weapon and roll a 20 on the attack roll, that target takes
an extra 4d6 slashing damage. Then roll another d20. If you roll a 20, you lop off one of the
target's limbs, with the effect of such loss determined by the GM. If the creature has no limb to
sever, you lop off a portion of its body instead.

In addition, you can speak the sword's command word to cause the blade to shed bright light in
a 10-foot radius and dim light for an additional 10 feet. Speaking the command word again or
sheathing the sword puts out the light.
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Cedric Coppertap (Doppelganger)

"The handsome bartender wears a crisp white apron. He flashes you a smile, showing several gold teeth."
Creature(s)

o ™

Cedric Coppertap (Doppelganger)

Medium Monstrosity (shapechanger), Neutral

Armor Class: 14 STR DEX CON |INT WIS CHA
Hit Points: 52 (8d8+16) 10 (+0) 19 (+4) 15 (+2) 12 (+1) 12 (+1) 14 (+2)
Speed 30 ft. License: c.2016 Limitless-Adventures

Challenge 3 (700 XP)

Skills Deception +6, Insight +3

Condition Immunities charmed

Senses darkvision 60 ft., passive Perception 11

Languages Common

Shapechanger The doppelganger can use its action to polymorph into a Small or Medium
humanoid it has seen, or back into its true form. Its statistics, other than its size, are the same
in each form. Any equipment it is wearing or carrying isn't transformed. It reverts to its true
form if it dies.

Ambusher The doppelganger has advantage on attack rolls against any creature it has
surprised.

Surprise Attack If the doppelganger surprises a creature and hits it with an attack during the
first round of combat, the target takes an extra 10 (3d6) damage from the attack.

Actions

Multiattack The doppelganger makes two melee attacks.

Slam Melee Weapon Attack +6 to hit, reach 5 ft., Hit: 7 (1d6 + 4) bludgeoning damage.

Read Thoughts The doppelganger magically reads the surface thoughts of one creature within
60 feet of it. The effect can penetrate barriers, but 3 feet of wood or dirt, 2 feet of stone, 2 inches
of metal, or a thin sheet of lead blocks it. While the target is in range, the doppelganger can
continue reading its thoughts, as long as the doppelganger's concentration isn't broken (as if
concentrating on a spell). While reading the target's mind, the doppelganger has advantage on
Wisdom (Insight) and Charisma (Deception, Intimidation, and Persuasion) checks against the
target.

o J
Cedric first appeared in Arcane Quarter. Cedric will be encountered in his bar, the Sanctuary. The
Sanctuary caters to wizards, warlocks, sorcerers and occultists. The bar is secretly owned by a ;"
lich known as the Silver Sorcerer. Cedric is not human, he is a doppelganger. Cedric reads the

mind of his customers and passes the information gleaned onto his master. Cedric fills the role of /
rumormonger, contact, and he could serve as a quest giver to rogues. 4

Treasure
Cedric keeps an elemental gem (sapphire) and 2d12 gp in a strong box behind the bar.

Further Adventure™
Cedric is reporting secrets he gleans from reading the minds of his patrons to his lich master...
Cedric seeks aid in dealing with thieves attempting to extort protection money from him...

Cedric hires the party to obtain a rare staff for an unnamed third party (the Silver Sorcerer)...
2 N

Elemental Gem (Sapphire)

Wondrous item, uncommon

This gem contains a mote of elemental energy. When you use an action to break the gem, an
elemental is summoned as if you had cast the conjure elemental spell, and the gem's magic is
lost. The type of gem determines the elemental summoned by the spell.

Gem Summoned elemental
Blue sapphire Air elemental
Yellow diamond Earth elemental
Red corundum Fire elemental
Emerald Water elemental
L J
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\ "The dwarven moneylender lays on his side atop a massive litter of red silk; his body spilling off of the

cushion. Four half-orc attendants stand nearby, each fanning their master with a palm frond."
Creature(s)

Z
Artou the S