Darker Gifts

qu_g.mf Strahtl

EXpansion:
AT

Ting A

Mikhael Schroeder (order #9420412)



Darker Gifts

Curse of Strahd Expension

Supplement for players and dungeon masters of the world’s
most famous RPG containing rules for new dark gifts for the
Curse of Strahd storyline.

I[llustrations by Brian Lee and Michael Wolmarans
Cover utilizes stock art

All the text from this ebook is released under OGL 1.0

written by Igor Moreno

o, iy o =y
Mikl:%f,_Schroeder (order#9:



Curse of Strahd Expansio

- DARKER GIFTS - CURSE OF STRAHD EXPANSION

The current season of the D&D Adventur-
ers League has just started, with the Death
House introductory adventure.

My favorite feature of the season so far
however was not the adventure - a great
location-based crawl in its own right - but a
nice little feature referred to in the Adven-
turers League Dungeon Master’s Guide as
Dark Gifts.

+ The rules there state that any character
under 5th level may be instantly brought
back to life by the dark powers of the mists
of Ravenloft, acquiring some horror-theme
trait, such as becoming blind as their eyes
melt off their faces or developing gills for
underwater (or should I say Black Lagoon?)
breathing. However there was a prob-
lem with this feature.

And the problem is that there
are only four of them. Players
get to roll a d4 each time
they are resurrected in
this fashion, which may
easily cause a particular
unlucky character to
possess all four dark gifts
in no time.

As I started my own Curse of Strahd cam-
paign with Death House I decided to adopt
the dark gifts mechanic even it’s a home
campaign and not part of the Adventurers
League. But [ wanted more, much more.

I came up with 16 extra dark gifts that
players may acquire by being brought back
to life by the mists. The first four however
are not reproduced herein, so check out
the Adventurers League Dungeon Master’s
Guide for those.

The rules are as follows: a character who
dies in Barovia can be revived with full hit
points and spells on their next round if they
accept a dark gift. The traits that come
with it remain until the character receives
a remove curse spell. For added tension

however I recommend making these
effects permanent, or at least im-
possible to remove while the char-
acter remains in Ravenloft for the
duration of the Curse of Strahd
adventure.




e o e e = B e T —
B e = e ey LT e

10

11

12

Dark Gift
See the Adventurers League Player’s Guide for these dark gifts.

The character develops claws with sharp talons where the hands and feet once were and
fur-like hair grows on the character’s body. The claws can be used as unarmed strikes (1d3
slashing) and climbing doesn’t halve the character’s speed anymore. Any time the character
encounters a hostile creature there is a chance a beastly personality will take over, causing
the character to instantly attack the creature if he or she fails on a DC 10 Charisma saving
throw. The character’s smelling sense also becomes heightened, granting him or her advan-
tage on Wisdom (Perception) checks that rely on smelling.

Ears similar to those of a bat grow on the character, heightening their hearing. The charac-
ter has advantage on Wisdom (Perception) checks relying on sound and acquires tremors-
ense up to 60 feet. The improved hearing however causes the character to have vulnerabil-
ity to thunder damage and loud noises can likewise stun the character for 1 round if he or
she fails a DC 10 Constitution saving throw, at the DM’s discretion.

Creatures of filth start to follow the character around, drawn to him or her by some super-
natural force. Once per long rest as an action the character can summon a swarm of insects
or rats, which appear instantly on any space up to 60 feet from the character. The swarm
instantly attacks any creature on that space or adjacent to it and cannot be commanded in
any way. As a collateral effect the character is more susceptible to disease, failing any saving
throw to resist infection, and also acquires vulnerability to necrotic damage.

The character’s mouth is magically sewn shut, preventing any form of speech — which also
makes it impossible to cast spells with verbal components. As a bonus action the charac-
ter can use a dagger or similar weapon to rip the seams open, becoming therefore able to
speak for a full round before the mouth is magically shut again. Doing so causes the charac-
ter to suffer 3 (1d6) points of damage.

A permanent catatonic state starts to afflict the character, causing disadvantage on Wisdom
(Perception) checks of any kind and therefore also a -5 penalty to the character’s passive
Perception score. Because of that any spell or similar ability that relies on the target’s atten-
tion — such as hearing a command or looking at the caster — has a chance of failure, granting
the character advantage on the saving throw to resist such an effect.

The character’s heart ceases to beat normally and must be made to function again through
electric shocks, which also grants the character immunity to lightning damage. Every 24
hours the character must be dealt an amount of lightning damage (which will not actually
affect the character’s hit points) equal to his or her Constitution score — cumulatively or all
at once — or drop instantly to 0 hit points. If this happens the character is dying and can only
be saved if he or she is dealt lightning damage within 3 rounds, which instantly revives

the character.

Whispers and ghostly apparitions start to haunt the character, who gains disadvantage in
any saving throw made to resist fear. During a long rest the character must also succeed on
a DC 10 Wisdom saving throw at the DM’s discretion as horrifying visages and dreams tor-
ment the character in his or her sleep. Failure in this save cancels the effect of the long rest.
The character also becomes less likely to fall for illusions as he or she starts to believe only
in the ghosts in their head, having advantage on saving throws and ability checks to discern
illusions from reality. The whispers and apparitions are real however and cannot

be dismissed.

The character’s spine bends and twists causing the character to assume a hunchback pos-

ture. Difficulty of movement reduces the character’s speed in 10 feet. Also, the character’s
bones become brittle, causing vulnerability to bludgeoning damage. The character’s climb-
ing speed is doubled however and falls up to 20 feet do not cause damage to the character.
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The character’s soul is divided between the character’s body and its shadow. As an action
the character can spawn a shadow under their control for a period of up to 1 hour. The
shadow has half the hit points of the character, whose main body retains the other half. If
the body or the shadow are reduced to 0 hit points while in this state the character dies.
After 1 hour the body and shadow reunite, which can also be done as an action if they are
within 60 feet of each other.

The character loses the ability to feed on regular edible material, becoming able to digest
only moldy, decayed and otherwise non-edible foodstuffs. Exhaustion caused by hunger
affects the character normally and attempting to eat regular food causes the character to
be poisoned for 1 hour. The character also becomes immune to poison damage.

Second and third-degree burns completely cover the character’s skin as he or she is immo-
lated by flames during the resurrection. An excruciating and never-ending pain torments
the character, who therefore acquires vulnerability to piercing, slashing and bludgeoning
damage. The character however gains a regenerative ability that heals wounds and reforms
lost tissue. During a short rest the character recovers an amount of hit points equal to their
Constitution score in addition to any hit points recovered by rolling hit dice.

As their whole body disappears the character learns to momentarily become invisible. This
effect is similar to the invisibility spell and can be used once per long rest. Differently from
the spell however the character’s worn or carried items do not become invisible and must
therefore be left behind for the benefits of the invisible state to take effect. While invisible
in this way the character also has vulnerability to any damage.

The character’s body withers and acquires a frail, pale and sickly appearance. The charac-
ter’s full hit points drop permanently, removing any previous Constitution bonus added to
the score (as a simple calculation, remove the Constitution modifier times the character’s
level from the total). The character also doesn’t add their Constitution modifier to their
hit points when gaining new levels. As a side effect the character also becomes immune to
disease and necrotic damage.

Strange words appear on the character’s skin as bloody scars written in a beautiful cursive
script. They are indecipherable but the character can oddly read them — they are spells writ-
ten on the character’s skin as if he or she was a living spell scroll. The character has access
to three cantrips from any of the Sorcerer, Warlock and Wizard spell lists, chosen only once.
Casting a cantrip in this way causes the scars to open and start bleeding, dealing 5 (1d8)
damage to the character.

The smell of humanoid blood starts to appeal to the character, who acquires a craving for
drinking it. The character is cursed to feel an urge to drink at least a pint of fresh humanoid
blood each day. Resisting this urge requires a DC 15 Charisma saving throw made once a
day. Failure to satisfy the craving if the saving throw fails causes the character to suffer 1
level of exhaustion until blood is consumed.

The character’s flesh becomes affected by necrosis and there is a risk that limbs are lost.
Each time the character suffers slashing damage equal to or higher than their Constitution
score they must succeed on a Constitution saving throw or have a limb severed off. The DC
for this saving throw is the amount of damage taken, and the severed limb is decided upon
by the GM. A lost limb reattaches to the body if held in place during a short rest or a new
one grows after a period of 24 hours. If the character is decapitated the body will continue
to function normally but is considered blind and deafened. Neither a new head or a new
body can be grown — both must be reunited.
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OPEN GAME LICENSE Version 1.0a

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

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

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

3.0ffer and Acceptance: By Using the Open Game Content
You indicate Your acceptance of the terms of this License.
4. Grant and Consideration: In consideration for agreeing
to use this License, the Contributors grantYou a perpetual,
worldwide, royalty-free, non-exclusive license with
the exact terms of this License to Use, the Open Game
Content.

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

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

any original Open Game Content you Distribute.

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

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

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

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

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

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

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

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

15 COPYRIGHT NOTICE Open Game License v 1.0 Copy-
right 2000, Wizards of the Coast, Inc. System Reference
Document, Copyright 2000-2003, Wizards of the Coast,
Inc.; Autores: Jonathan Tweet, Monte Cook, Skip Williams,
Rich Baker, Andy Collins, David Noonan, Rich Redman,
Bruce R. Cordell, John D. Rateliff, Thomas Reid, James
Wyatt, baseado em material original de E. Gary Gygax e
Dave Arneson.

System Reference Document 5.0 Copyright 2016, Wiz-
ards of the Coast, Inc; Authors Mike Mearls, Jeremy
Crawford, Chris Perkins, Rodney Thompson, Peter Lee,
James Wyatt, Robert J. Schwalb, Bruce R. Cordell, Chris
Sims, and Steve Townshend, based on original material
by E. Gary Gygax and Dave Arneson.

END OF LICENSE

EM RESPEITO AO ITEM 8 DA OPEN GAME LICEN-
SE vi1.0a, INDICAMOS COMO CONTEUDO ABERTO,
TODO ESTE MATERIAL COM EXCECAO DE NOMES
LUGARES, PERSONAGENS, ARTES, ILUSTRACOES,
ESQUEMAS, DIAGRAMACOES E QUALQUER OUTRO
MATERIAL QUE CONFIGURE PROPRIEDADE INTE-
LECTUAL DOS SEUS AUTORES.
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