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A cleverly hidden floor pit trap that
is formidable in its own way.

ttole Floor: TiR-¢10

Bug Pit: TR-G0Z

Maahetic Spidelrweb: TR-604
| Magpnetic Chained Crystal: TiR-60S
i Faerie Ring: TiR-601
Wall o Tce: CE-601
Drigtstone: TR-612/TR-613

i The triggering creature and any
. other creature on the Space with

' them must make a DC 11 Dexterity

* savinq throw On a successtul Save the \{L T@ ﬁL%PL
o C(eatgre catches on the pit's edge or ,'- T ﬁub‘g;@ﬁ@ 3 £hl v 2
By 7 e

instinctively steps back. Otherwise,

the creature falls into the pit and 2 OF /\A\AKMQ A SIMPLE TRAP
I 2 . - e oht A b
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‘,?iéf'fngcjcr: Wihat activates the trap ~ i " A creature may notice the trap with ]UST ALUTTLE

. Area of Effect: Meant as the base area of etfect, . 2 DC 1" deom (Perception) check, -'j W gﬁ%;
. set in St edition of the world’s most popular roleplaying g # 4
ame Size increments

B LED Tribal Totem: LE-G0G
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, A horrifying V|Sa3e of mounds of flesh, teeth, and eyes covers the
5 ground, gnashing and crjmg ou’c Is it crying in ecstasy, or in ago‘r\j

WCT

hy creature that comes within eye

Sujht of the F't (within 10 {'t b must ;"”""

%:xucceeo\ on a DC 11 Wisdowm Saving
3 Qtf\row or be lost to its mado\emruj
i qibbering. On a failure, the creaturefl

ot boke reactions until the start

' of its next turn and rolls a 48 to
{ determine what it does during its B
“turn. On a 1to 4, the creature does i
h_gthmg. On a 5 or G, the creature :
- takes no action or bonus action andt
_ uses all its movement to move in a
_ randowmly determined direction.
<
r‘* {On a7 or §, the creature makes a
L melee attack against a randomly

A ,é?\terwuhed creature within it reach
£ or does nothing if it can't make such

an attack.

To eSca,;e the Space reguires
conSecutive DC 13 Stren ths
ﬂ\rowS to ffudge fkl’ouah %l\e I::;:g
Everj found spent in the affected

Space cavsef the mouths to qtt A
o t o
-dnaeSt the creature within ity S:::e 7

It wil) attack a creature, usSing the

. attack listed. Zt the dama
| e done ;
.enouak tokill a creature, fl?ej arze 2

ab!orbed n\f:o tl,e mouﬂ.er {orm
Sl
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elee Weapon Attack:
2 to hit, reach 5 tt., one creature.
it: 11 (3dG) piercing damage

e within the square, there is no other
“difarm available. A silence spell allows
L creatures to automahcallj fucceed

OUNTERMEASURES
Ovtside of olestroyimj the mouthers
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against the pits gibbering effect.
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The bug pit is teeming with vicious dermestids who £ .V°A blockade o?webbimj prevents any creature attempting to movel
wifh to do nothing but devour those who fall inside , Y ~ twroughiit to be stalled within its sticky embrace. \\\

p. L

: N L b AR L THERLC ARL J

JST LOVE BsS QR EE s 8

| NS L= S SCGOTL A 0 e s 7
Ad GELPY GRAwLILS JEIAT == 725 or THeh v
SOME HA\/;LP%%\%@%% 2;;)5@ ! X A BRADTIC i ALL TUE ‘%ﬂ@%

SCQLTIONS . il

: ‘T.e triggering creature and any i f” -c""mit:re ati’:i':? t'uj .
other creature on the fpace with EAG h'r'wah oy tcj, t ih
* them must succeed on a DC 15 i . makea DC 14 Dexterity savi 9

W‘GGER W Dextenty saving throw, or jall into 10—t to ceiling [ throw. On a failed Save, they

the pit. A creatire who fallsinto . 8 AC: 15 | #P: 26 _ immediately sujfer the restrained
Stepping on a presivre plate the trap Las their fall ended by the I Damage V ulnerabilities: g attentn?t
. bugs and they sutfer o damage B Fire damage ; to escape with a DC 16 Dexterity

R o “ £ : ; to

: b from the fall. #owever ypon comin b Damage Immunities: (Acrobatics) check or attempt

AREA QF EW-VECT /{3}:55 4 in contact with the bugs, they I8 ; Bludaegohin;‘a.:‘d fl’e.e;'c‘ha from AN w“’?‘ b svt:TCk,

& 1 —ttd &7, A immediately attack degls . hon—maqi . g ' made at disadvantage. Wiile
10-ft square, 15 %% el,ep TR-. y ck deg .hzhy ' " n-magical weapons Hhin, the tensile stremjfk of the

5 (148) piercing damaqge s
: ! ‘ EcS B g, CEe e web is tough, and requires great
e— additional 4 (146) piercing damage ' B strength to bypals.
SOME CAN !LL C% for each round spent within the pit. LHEIVE. .‘ iy \ |
;?MQ HEOOD B A eatore may attempt a DC 15 /] 9T 2 B COUNTERMEASURES
p SOME AN VTN CiArm Yoy R Strength (Atuletics) ability check to | v b - ‘ ‘
B IO ST PEAFECTLY STILL WHLE THD K & escape the pit. ‘ i N v , Twe destruction of the web allows
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creature infide then ta

LN
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hotices the cl\ifteriv\g of the bugs ana@{ 4 \ . “ XXXQ)T(:X)Y(Q‘J g;I;T CAUZHT I IT 6!

b < \\“' L @ﬁﬁﬁ@@;ﬁ Fout &
| 3 { A\ THis it B AT ‘
TSR N ” o XX AME SRR AT T Bl g

i, the oft color to the floor. A creature
pe " can then activate the pressure plate 4 .
. without being in the aftected area.
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A spellcaster is used to this fight: a pulsating crystal shard, chained
to a runmic circle, breathing a magical glow to its area. Few of them
have expehenceo\ the dastardly etfects of this one :
L and still felt \m”Iha to discuss it.

TWGGE?

ming within 15-ft directly in {-ront
he crystal activates its eftect G

Tt\e crystal starts with 3 charges in
_its chamber to use on the eftects

ldted below. It must expend all of XXXXX

ORIF _THEY SA

LT THS BL 4 LESSON
FOR A WOULD L cr
ml%“"“@

Lo st v onEcTl

A CROLET
WW H @Y%TAL@:

LSPLOALLY PULSATIE ONES

THER (AMAL IS (AL

. The recharge tunction happens at the
hol of Imhatuve count 10, at

1. Arcare Beam:
/ hy creature within 15—¢t of the
stal must make a DC 14 Dextenty

iiSaving throw. On a failed save,

‘ereatures take xdG damage, where "x”

5 the number of charges it has at
actuvat.oh, to a maximum of 3d¢.

‘Additionally, any creature within the

?‘lme who has spell slots available to them | -

grmst make an additional DC 13 Saving

‘throw, or Lave a spell slot stolen {—rom

yf

' them, where the level ot spell is egual to |

L the "X, This faving throw if based on
 the calfer’r main casting ability

v (Znt for Wizard, Wis for Cleric, etc.). f b/

;a#al{ damage on a successtul savin
fl.lrow, and they keep their spell slots,

Any creature w.tl.m a 15 -4t cone of

the c(jltal must make a DC 14

| Dexterity saving throw. On 3 failed

i'save, creatures take xd¢ fire damage,
[iwhere "x” is the number of charges

‘t has at activation, to a maximum of

13dC. Additionally, any creature within
Af}\e cone who fails their save is pushed ‘

ack 10 feet, and is knocked prone. f'falf;v
damage oh a successful saving throw

ahd H\% creafure lre‘mamJ Stahov\ary
e

~ Dispel Magqic can céhcel the charge
“of the crystal tor 1 minvte. A DC 14 .".

~ Intelligence (Arcana) check ends
" the enchantment permanently,

a5 you unbind the magic that hold!

’//
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A Faerie Riﬂ;;ringi with it the ideas of {rollicking with the sprites
~ and {ey {riends of youth. This is wildly naive, and doef not account for
the many chaotic possibilities that reside within the Feywild

“circle, or Ifa‘r\div\g in it for more
han one round.

—R

~§‘Dnce infide the fing, roll 3 4G (or by @ ’ Xi ,
[\ DM's choice) and consult this chart as 3

‘::"fo what happens while within the circles!

%.gj 4 Polymorph Eftect:

V-‘.‘ 'DC 15 Wisdom savin throw.

il Any creatures within the fing at the
- start of this effect must succeed on
. the Wisdom saving throw or be under

" the influence of the polymorpl, spell. / « G = N,
’ The form chofen if one of four options: | MH :\ o
" toad, pigs elk, or butterfly. ! | X :

| seFyLLoF

]
g Z. Modity Mewmor ect: ;
~ DC 15 Wisdom saving throw. -
| Any creatures within Che fing at the
b start of this effect must succeed on atd
:éf'WiIdom Savihg throw or be under the
etfects of the modigy mewmory spell. '
b Tt is cast as a TH,—level spell, so the
. event changed can be from the last
. 7 days. =

o

//\

] THE FALRILS SAUWRES

( arifma Saving throw,

(" Any creatures within the ring at the
tart of this eftect must succeed on a
harifima faving throw or be under the
frects ot the planar binding fpell at its

base level for the next hour. This etfect
orkf on any creature within the circle,
egardless of the type of creature.

ov are under the influence of the tairy
clan that presides over this ring. You
i must tollow their instructions for the

-l_%'durahm\ of the eftect, but are 3llowed
,}fq attempt to twist or warp the
ggﬁ'@‘jstructionl as you wish af long as it still
‘."a"c'omp,ef:e! the task.

& Tokis fing counts as being within the

. Feywild, and as sucl, you are bound
o that plane. Any teleportation spells
used within the circle will take you to g

b deftination within the Feywild, and you

) ténhot Ster outfide of the fing.

. 4. Planeshitt ct:

L. DC 15 Charisma Saving throw;

ny creatures within the ring at the
Start of this eftect must succeed on a
g Charifma faving throw or be under
the eftectsof the plare shitt spell.
Twe plane chosen is always the Feywild. [

.

A A '
) ! Z "5 ‘{

L Attack: +5 1,
- effects any creq

the 10—t high 1o
2=t per round.

v +a. Open Bar: op, the cei

THD AL cspipir OF 8
SIVLA THL RISUT

3

15 Cha rifma

he forcecage Spel

hosen will ckange the adalp g

itional ettect, -

2 * ling of the
ihfide of the 10-4t high Ca?;e lies a

- force fpear wall that S’ow’j descends

e 14t Per round, Melee WeapOh '

it, reacy, S-ft,

ture in its area.,

)piercing damaqe. s

b. Solid Wall: Watep begins to fll L]

lid cage at 3 rate of;f




’C 15 Dexterity Saving fkrow,
iny creatures within the ring at the
L start of this eftect must succeed on a

‘the wall of fire and faerie fire Spells
he wall if always a ringed wall vp to
—tt in diameter, 20—t high, and
—ft thick. On activation, the wall of
_{vlre damaaeS those that tail their savi
: }.row, cavfing $d§ fire damage, while
* half as much on a success and the
L creature may escape to S—ft outside the
.. ring. One fide of the wall, selected by
i the DM when the effect is activated,
" deals 248 fire damage to eacl, creature
: Ahat ends its turn within 10-4t of that
. Side or inSide the wall. A creature takes
L. . the same damage when it enters the
?,v."/all for the first time on 3 turn or ends
CitS turn there. The other Side of the

Dispel Magic Vil aisable the ring from
tivating for the next 5 minvtes; the |

struction of any S—{t square of this

ng will permanently cancel its effects,
. but will also make permanent enemies
- with the faeries that reside over it.

- They will continue to try to eliminate
tke creature until recompense is made

“oF the creature dies. Most of these

gttempts are by fetting up fituations
that are of ill favor towards the

{ wa" H4M no damacje RRATEN e ﬁj;“?“_;'t"m’ instead of outright battle.

g wﬂ:l\m or passes tl,rougk the wall, comes %G :

unolelr tl.e e{»{-ccts 0{» ﬂ.e {—aeﬁe f.re Ipell

a#*Damage ReSdfanch Pnercmg weapons .

s 1 available to them to break tkroucjt.

A\ ﬁ” S et "
ALL OF ICE

A sheet of thick ice, at least 8 inches, where a passage to the otl\
can be glimpsed through the white blue sheen.

YOU HNOWxxx |
ARCHHTECTURE IS
A TFUWY TMV\S

g|lowm methods, or whatever

e they can think of.

|udgcom1\g Bludgeoning weapons
reak the ice quickly, but this method
nstable and imprecise. There is no 4
el-cacj with this method, they have &
o wear the wall down to 6 #P to pass
hrough. Once the wall is broken, any
o 2 “creature standing within St of the
! wall must rolla DC 1) Dexterity
Savmcj twrow or be struck by the
35“ {alln\ ice. Each ice block does 4
(’IdG) bludcjeonmg damacje

Tl.e wall if effectively just that: a 3
,' ‘wall. However, a creature may make
“a DC 15 Intelligence (Investigation) |

SlaSkmz SlaSkmcj weapohs, even those ;
; ‘ckeck to decipher the three methods .

without a serrated edge, allow fmooth |
© and methodical cuts at the cost of time]
[ The creature is able to cut a single
e LA rerSO'r\ doorway with this method, by -
SR S e (B 45 "makm 3 consecutive DC 15 Strte'r\ th
LOAD | ' _ ability check or a DC 13 Carpenter's
e 2 D WALLS 'l'BolSvcl.eck.

C“”ﬁ’ f gm; .

. Fire: Fire allows for unorthodox Shapes &
() M COUSh H4S BELN A WALL i1 and pathways to be carved, but takes 5
/8 @ﬁ« ASMOBLUS FOR THJ: PAST CETURY f{ the longest. For every 1 minute spent
| Miwith, a flame held against the wall ¢ %
BL A SHAML (F Hfs IVLR FELL . melts 1inch of the ice, with enough =
Al BROUEHT. THL WHOLE CEIL bQﬂ rbom ‘{or Q S'mg'e perSo?. ‘

1 i
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This floating mass of stone seems stable and de! ite its otkerwwldlj
attributes is non—threatening to the casval'eye. By stepping onto tue
stone, a creature learns quite the opposite is true of this rugged hightmare.

B YOU Ch WOINER WHERE
P STl GRE rom
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B WIZARDS ABANDONED EXPLRIMENT 1

WLLLW

BLECAISE THDY L_@ ka

T

hoose one of the options below:

g 1. Discharqe:

3 J:OhCe a creature steps upon this stone
H\e) must succeed on a DC 13

bextenty saving throw, or be thrown

+ by the concufssive force expelled from
‘the stone. They take 4 (14G) force

k - damage on a {ailed save and is pushed

i “of} the driftstone in a random

" direction; half damage oh a successful

| Save, ahol the creature remains on
the driftstone.

¢ 2. SLoch% Sur&gcc

Once a creature steps upon this stone
they must succeed on a DC 13
Got\statut-on faving throw, or be
I Shocked by the electrostatic feld
A w-thm the stone.

| -wgmm—m,

@5 L5 Aﬂ ANJEAT SOD 71

Aﬂb "
ABVLWURLRS
NST C

AESIST WM
on TH%L: THH ﬂZ

htning damagqe

h a failed fave and are paralyzed,
alt damage on a successtul save,
d the creature is not paralyzed.

ch round fpent on the stone req_unref,

b additional Constitution Saving
hrow to resist the effects.

3 3. Unstable:

_!garOnce a creature steps upon this stone

Ekej must succeed on a DC 14

Dextenity saving throw, or fall through “

~ the structure of the stone asit pulls

: tsely apart. On g failed save, the
4 ‘ereature falls through the stone to

- whatever if below. On 3 Successtul
© save, they are able to move to the

1 cloSeIt landmass to them, regardless

€ d{- how much movement they have lejt.
The stone reforms a round later at
I,h.t)qt[ve count 15, .

}, Slaskimj and Percing weapons

:
i
o

e Tan !eemmgl) basic stone door has a

wreveals an inset button to be

A giant stone slab tashioned on hinges, that seems
to be a better option than a giant hole in the wall.

b VLR TIME WE-COME TO A BOOR
BTG SIS ME TO, OPEA T FRST

B ow me brgg TTE MBLE
BE\AT | A [ FOLLOW THROUH B

REA OF KFFECT WA AL

THE DA
] AC:16 | #P2s 1

WERS
POSSLSE

Damagc Resistances: he door is excep ionallj heavy, and

‘requires a DC 15 Strength ability
ck to be able to lit it vp enouqh
o escape. €ach round atter it falls
~. Spent under this door cause an
~ additional 4 (146) of
% bludqeohmg damage.

%;, COUNTERMEAS\RES

PreSI {:ke button, or break the door

IF M@T M;R ﬁ

. BLOWS UP I AY P&Cf:
WA OR PRALZES ML N A STASIS FILLD
8 QR SPNSS 4 SPLAR TRAP BLLOW AMCH
ARHELL WA 0P TO Mmort Tha NST €
B COW DS N HS BED DVER MORNE 8

uhigue mechanism within its handle.
. ADC 17 Ihtelhgencc
(Ihvestigation/ Nature) ability check

_depressed while turning the handle.
- If this button is not presfsed betore

© turning the handle, the door

9 collapses on top o} any creature

4 standing within S-tt of it. The

' creature must fucceed on a DC 14

Dextenty saving throw or take 12
(5d6) bludaconmg damaae and be

" restrained under the door. '

e i e AR ey




R

Clusters of mutated funqus with an almost hive mind mentality,
breatl.ihcj their toxic and dangerous Spores upoh contact

RIGCER

roximify to the cluster,

a creature comes within S—ft
*these mutated mushrooms, a
i hoxious cloud of fungal spray is
-xpelled from them. The areq
i ‘covered by the spray changes
;}xay!ed on the Size of the cluster:

Swmalls S—ft radius spray
:Meo\ium: 10-tt radius spray
;ftgrge: 15 —toot radius Spray

 Ohce activated, any creature
‘within the affected area must make

a2 DC 14 Constitution faving throw.
POn a failed save, the creature Sutfers

6he of the eftects listed below. The
clusters eftectsis chosen either by
the DM or at randowm:

. Y
X 9

I AL S

This et fect lasts for 1 hour, at which :

oint the subject and anything they were

Earrying when ofiginally shrunk will grow
“back toits original size. While in this

runken state the creature’s Strength ‘,
ore drops by 4 points (unless otherwise

!\ Stated by magical items of effects such
“as "gauntlets of ogre strength”) and their

& speed if halved, which are both recovered
" when they gfow back to their oricjihal

" A creature who fails their saving throw

" by this poisom Sujfers no effect for an
hour, but is aware that they failed the

" tirow. It the poison has not been

| hevtralized before then, the creature

i .must make an additional Constitution

i »'sgvihzj throw, takihcj 3G (946) poifon

) .’-’damage oh a failed Save, or hal} as

much damage on a succefstul one.

i 3. Truth:
A creature subjected to this strain

" becomeS poi!oned for 1 hour.

¥ Additionally, the poisoned creature
i can't knowingly speak a lie, as if
under the effect of a zone of

" truth spell, but is not reguired

Gl t'o ‘P,CQ?\\. ' Wi :

%

5

¥
ES

b 0T TO UL FROT MoOR

£
W g

amst this poison causes’ |

" 2 points as the funqus collects within the i
[ subject’s lungs. This drop is permanent
.“'\-k unless treated with a DC 15 Wisdom

1 (Medicine) ability check dufing along

Jrest or with a grea’cer restoration spell.

. 5. Mind Control:
ﬁ creature subjected to this spray is
charmed into protecting the clusters in
he Surrounding area aS‘éhe collective
hive mind pours into the creatures mind.
7 | The creature will attack anything the :
; 310 clusters deem a threat, and will not leave |
3 ek ? the immediate area. The creature may
: TJH’L“ o U‘s; 5 ;,3\ make additional Constitution savin
b LIL OF THISE BARLS v}:‘}:::o;:::t?\e end of their turn to refist

G. Toxin:
A creature subjected to thesfe noxious ‘
spores takes 12 (3dC) poifon damage, and |

AND WATCH AlYONC

2

I of each of its turns. On each Successive
;' ‘failed Save, the character takes 4 (146)
| | poisfon damage. Atter three

|\ SucceSsful Saves, the poifon ends.

i The successes needn’t be consecutive.

' AREA OF EFFECT

*depehdeht oh muShroom Size

-SUF“FZ;R A THOUSAD HARDSHIPS  BY must repeat the saving throw at the start

BLFORL. THEY DvLy

' 1 (Can burh the tunqus away, or
| remove it (which leads to activation

! . o'{— tkeh‘.‘h‘l"‘ﬂ"s) RS W




x ch artificer is difterent, fome
Kinder than others. The following
i options are choSen either randomly or

b A clamp lashes out at the hands of the
" would-be thiet, pinning them in a

hcjht grip acjamst the chest. A creature :

- must make a DC 1€ Dexterity saving
B ~ throw to pull their hands away in time.
' ©On a failed save, they are now grappled
,By the box and cannot use their hands
. for anything. A creature may attempt

| ONCE MABL 4 MAACLES
A ON THE SIDES
TO SLOWLY PUNSH THE WEARCH

~ to wrench free with a DC 18 Stl’e‘r\gtk ' ‘ ._

i (Atuletics) check, but a Dextenity
'1\ '(Acrobatics) check to escape the
?f?grapple is impoSsible. Once escaped,
| the clasp refets within the box and
. can be activated again nmmednafelj

Lo . FE-626B,

lity. The box transforms and grows 0

0 3 Medium fSize, and if a creature is

W!CERSSWNGBOX T |

SEAARK (T WITH THE
! Tﬁl@ T0 TRALAU QF W\FLWL *@RT\JRL Aﬂb

THCRS

{.'a Medium fize or Smaller, ﬂ\ej mustiel

icceed on a DC 15 Dexfeﬁty saving
hrow or be swallowed whole by the
ox. Once infide, the box locks itsel,
| ahd lmmedlately begnh! to Suﬂ-ocate
? the creature infide (as per the rules in
"’ otapter 8 of the Player’s Handbook).
[* A creature within the box cannot
~ unlock the box §rom the infide.
%
| To release the creature the box must
erﬂ\er be unlocked {rom the outside,
" ‘or broken. It broken, the box has an
~ AC 04 18, and 30 #P. All damage
" done to the box if halved (unless
| sing adamantine weapons), rounded

QS By halgor that daw\age, " Succeed on a DC 19 Dexterity

“ ‘Younded down, goes to the
; creature |hhde

ﬂg\/gﬁ FORSLT 4

ThASgrrssion

As the latch clicks, a sudden spray of
cavstic liguid fprays from the lock. A
eature must make a successtul DC 19
exterity saving throw or be sprayed =
r1G (446) aci damage. Once this
eftect is ufed, it resets for the next
unlock attempt.

£ AREA O XFFECT

- Size of box

' COUNTERMEASURES

~ (Thieve's Tools) ability check or
_have the key. Casting a knock spell
suppresses the traps inside, but
_reguireS an additional cast to

BSFTs WST Y@U i
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A wall of beauvty and pain, this rich verdure barrier
v 15 less of an impediment and more of an obstacle.
BZALTAR MOLSITT WA THS SLGET SLETTHE OUT ooy
_ BUT [ VST CAIT LT T £0 A
. WSAD AVAQAL. o yrar sorsi
ZATHR: TATS: PLATTS 4
ngﬁw THAT SOMEONL LLSE NOWS a ’ - Ta” v | o "oY a pressure plate
BNwr i FIMLLY RUT A0 T b TO ug\\ B Aoy
' MADNESS' Y, 4y W (0 L ‘
IR N S REA OF TFFECT

y i ¥based on effect

The malrupoh this totem evokes a horrid imagery of death
and deftruction. Most are used as a finalization of some ritvalistic |
5 : . h
tradition, but fome can even fimply be vsed for subt

- 71 s 5 gze one AIORe of the ollowing effects of the
e < ST V\ﬂt@ﬂé‘i fﬁ /01'5 choice occurs once the totem

s triggered:

5 , v‘}“‘ hriek: The tribal totem lets out a ghastly k.
‘ 3 ' : “,gi;g, first alerting anyone within earshot =
i MA@E VULW’LW@S Papjséaétg‘:ouﬂktt SRS equires \ '}M}omeone's prefence. Second, any ttr ttOteW\ fka? a creature can
ey TR rength faving throw, or 2 L creature within a 40—foot radius of the Hable the trap with, with a
¢ he creature pafsing through it ends bt totem must make a DC 13 Constitution (1 3uccesstul DC 15" Dextenty (Sleight
ts movement there and is restrained. W saving throw. On a failed Save, the "ot Hand/Thieve's Tools) ability

¥
B _ ture restrained in Such 3 wa E i check. Additionall
;EFFE cfeaty . Y 58 creature takes 5 (148) sonic damaqge, and | natly, you can
> : CT s an vse its action to make a DC 14 [\ suifers from the deatened conditi?m for * '?‘t_temf't Lo destroy the trap by
C”\‘"‘” er options below while t‘Strcngtl. (Athletics) check, freeing  BEREY o hext 10 minvtes. On a success, the | ¥emoving the mask, with a DC 17
- placing tln’, wall in your i itselt on a successtul check. W creature takes no damage, and sutfers %St.rength abibLy check, hutowia
?_,,_advehtul’er 5 path: T S - ;4;,:3[! effects. f{a'lwe the trap is Sprung.
b & ) J5fih: 8 B
. 1. Swred.: - Thhis variant is actually a strain of B Flamethrower: A jet of flame escapes the S
BRI - coturc movet tl.rougk b @ BSTatiin vihe AiScjuiS'mg itself as a | ' open max of the tribal mask. Any creature
~ vines make a melee wegapoh attack 3 P_aSSa?eway. You can find the Assassin ( witkif\ a 50“{"’! line of the mask must make 2§ D\ .
" against them. | Wine listed within the “Tomb of .- 2. DC 14 Dextenty Saving throw. On a failed 8 YZ "~ MOR
, i Annihilation” creature index. -3 Save, the creature sutfers 16 (3d8) fire i 7 ‘ Ul“b | LOVE T M,
; ‘damage, and any flammable objects that * Eogin Ygx 2

1
T

P

f)"Melee Weapon Attack: +5 towit, § :
L the creature is holding or carrying if

b :é.t.', one creature. i r:g,-:'w i o
| #it: B (24C) piercing damage + COUNTERMEASURES B mmediately cavght aflame. On 3 success, |
B R I 2 5, ' Burhing or cuif‘m away th tati I tie creature takes half damage and k) %
- ’ e S e T 7 S _ i S ’ “1 % vege _.'° ‘.notkir\g;’_cafckel ﬁre. Lot j'LE' s
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This masfive column houses carved runes on its faces that grant i
its otherworldly abilities. Some can be for protection, while others
are meantpfor the completion of arcanist circles.

S two radivs’: one at 30-tt and one
15—4t. Wien it is activated, the
olumn empowers those that are attuned
[ to it while within its 154t radius. Anyg
'?vifeature who is not attuned to the
b coiumv\ must Succeed on a DC 15
" Wifdom Saving throw while within the £
30-4t radius, or Sufter the listed effec Any creature that is not attuned to the:
,T'ke separate etfects are listed below: column and fails on their DC 15
- Sdowm saving throw, sutfers :
15—t radius: Sadvantage on all ability checks and
' The creature attuned to this column is § saving throws while within this radivs.
’ grahted advantage on all ability checks ditiomally, if the creature comes inte
L and Saviruj h\rows while within this he 154t radius of the column, they :
- ust make another saving throw at the
¥ same DC and on a {Ql'ed faving throw
’. {nercmg, and Slask-hcj damage from 1 lose the abili ty to make bonus actions on | *
Anon—maancal weapo e A J..e.r turn while still within that radivs,

COUNTEFMEASU'RES

ming within the radivs of effect of
the column, or i} the creature attuned

it if present they can spend an action
o ignite its power.

“AREA OF HFFECT
6;8 —tt radius, additional effect at the
' 15—¢t marker. AC: 14 [ #P: 40
‘Pamagz Resistances:
Bludcjeohn\g, Piercing, and SlaSknmj
damage from non—magical weapons.

" Any creature attuned to the column
‘must remain within the 15—t radius
i o gain the benefit listed, and any
: _removal from that space renders it

_ void. A dispel magic Spell is capable
_of purging the co?umn of its powers
5 until the following day. The column
f*’ ‘kai a Struc’coral !trens’ck that can be

o

bquen, however tough that may be
{o@ﬂ\e ?Ia)ers

SA
f




This stalk grows straight from the underground, seaking
the nutrients of the earth to facilitate its unnatural life.
Wien a creature comes within its Sights, it unleashes
an energy from its physiolegy te fend off intruders.

Steppnmj wd:l.m its lme b{— hgkt ;
a GO—ft cone centered®on which

REA OF EFFECT

tbased on effect

i A short beam of lightning streaks

from the eye as it follows a creature.

éﬂ} ‘Make a ranged spell attack against

;any one creature of your choice
that steps within the fange of the

" Eldritel €Eye. This attack is made

with the statistics below, and on a
hit, the creature then makes a DC

g 1’ Constitution faving throw. On 3

failure, the creature is stunned for

4 dil,.e pext round

iy
”

(R 3 ye Blast:

Rangeo\ Spell Attack: +5 toit, 50 #

. tt., one creature,

Y #Hit: 9 (240) ll?hthmg damaejc, pluS

&
[ lif creature tai

saDC D

) ,1001\Stnfutnoh faving throw they are

Sturmed for 1 round.

. Vertige Cone:
nge: 50-ft cone. A wave of high
guency Sonic vibfations fing out
oward the creatures in the cone,
rupting their vestibular balance.

.~ Any creature within the 30-ft. cone 1
© must make a DC 14

Constitution Saving T hrow.
.;.‘ On 3 failure, the creature has
' . difadvantage on attack rolls and
ability checks, and their movement
gns halved for the next minvte as
i

LR34

ZImprifoni

Range: 15-tt, one creature.

A beawm of amber energy rockets
oward the target, disrupting its
ether to the current plane.

A creature affected by this shot

‘must make a DC 14 Charisma
aving throw, or be banished {rom

i the current plane.

HS

g' The creature is banished to a

: gf harmless demiplane and while there,
the target is incapacitated. The
“maximum humber of occupants the
demiplane can hold is three.

( Targets remain within the
. demiplane until either the
. Eldriteh Eyeis defeated or the
. Eye successfully traps a fourth
L. prisoner, at which point the first
,: aﬂ-ected creature reappears in the
o Space it left or in the nearest
H ‘unoccupied Space if that space
is occupied.

~ w e ¥ &
5 o Ay 2y

It a dispel magic of dn!pel evil and ‘

good spell is cast upon the Eye whi le 28

holding prifoners, all prisoners ave
ettisoned from the demiplane into

the room around it before the £ye

i diSpel'ed.

; ddpel evil and good will remove the %

COUNFERPEASWES

Tke eye has a lwma q_ualll:y to its
Poweﬂ So o\e{-eahmj it will disarm
its effect, but also a banishment or

s
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2. The License: Thhis License applies to any Open
Game Content cﬁgﬂ g notice ir-dicaCimj
that the Open e Content may only be Used

LECAL INFORMAT ION

Permission to copy, modify and distribute the files
ollectively known as the System Reference

i

“under and in termf of this License. You must \‘
Laffix Such a notice to any Open Game Content that
4 Lyou Use. No terms mayibe added to or subtracted
FDocument 5.1 ("SRDS™) is arav\tcd solely ﬂ.ﬂmgl\ St this License except as described by the License
. ”_ﬂ.e vse of the Open Gaming License,\Version 1.0a. ) 3 : . V_‘i{:lp[{-. No other terms of conditions may be applied
k. =3 " to any Open Game Content distributed using this

T his material if being released ufing the Open 3 Blicense:

: Gaming License Version 1.0a and lou Should read 3 -
* and understand the terms o that license before " 3, 0er and Accertav\ce: By MSing the Oren Gawme

using this material. . Content You indicate Your acceptahce of the terms

& ' of this Licenfe.

»

The use of any Product Tdentity in Open Game
Content does not constitute a challenge to the
ownership of that Product Tdentity. The owner of"
any Product Identity vsed in Open Game Content =
shall retain all nights, title and interest in and to
that Product Idev\tit).

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

" The text of the Open Gaming Licenfe itsely is not
Open Game Content. Instructions on ulir-z{ the

, (b)"Derivative I‘Za’cerial” means copyrighted material 3 4. Grant and Consideration: In confideration for
L License are provided within thelicense itse

t including defivative works and translations 2 £ a feeing to use this License, the Contributors grant
(includimj into other computer lav\guaaes), potation, V?:u a perpetual, worldwide, royalty—free, non=

modification, cortection, addition, extension, ~ exclusive license with the exact terms of this License

uprade, improvement, compilation, abﬁd?)mu\f of L to Use, the Open Game Content.

other form in which an existing work may be recast, :

transformed or adapted;

(c) "Distribute” means to reproduce, license, rent,

lease, sell, broadcast, publicrj display, transmit or

. The following items are designated Product
b Zdentity, as definedin Section 1(e) of the Open
i Game LicenSe VVersion 1.0a, and are fubject to
E the conditions set forth in Section 7 of the OGL,
and are not Open Content: Dungeons & Dragov\S,
. D&D, Player’s Handbook, Dungeon Master,

9. Updating the License: Wizards or its defignated =
Agents may publish vpdated versions of this Licenfe. =
You may uSe any avthorized verfion of this License:

to copy, modity and distribute any Open Game
Content originally distributed under any verfion

of this Licenfe.

s Representation of Authority to Contribute: It
. You are contributing original material as Open Game
¢ Content, You reprefent that Your Contributions

Monster Manval, 420 System, Wizards of the
. Coast, 420 (when ufed as a trademark), Forgotten
) Realms, Faerin, proper names (including those used
L in the names of fpells or items), places, anderdark,
" Red Wizard of 7tl.ay, the City ot Union, Heroic
- Domains of Y sqard, EverChanging Chaos of Limbo,
L WindSwept Depths of Pandemonivm, Infinite
-LayerS of the /{bySI, Tarterian Depths of Carceri,
Gray Waste of Hades, Bleak Eternity of Gehenna,
Nine ttells of Baator,Internal Battlefeld of
Acheron, Clockwork Nirvana of Mechanus,
~ Peaceable Kingdoms of Arcadia, Seven Mountin
F Heavens of Celestia, Twin Paradises of Bytopia,
& Blessed Fields of Elysium, Wilderness ot the
. Beastlands, Olympian Glades of Arborea,
Concordant Domain of the Outlands, Siqil, Lady ot
Pain, Book of Exalted Deeds, Book of \;ile
. Darkness, beholder, gauvth, carrion crawler,
b tanar'vi, baatezy, displacer beast, githyanki,
githzerai, mind flayer, illithid, umber hulk, yuan-ti.

ALl of the rest of the SRDS is Open Game Content
as described in Section 1(d) of the License. The
ermf of the Open Gaminzj License Version 1.0a are
at '{—ollowi:

. OPEN GAME LICENSE VERSION 1.0A
he {-ollowing text is the property of Wizards of the
ast, Inc.and is Co”ri ht 2000 Wizards of the
ast, Inc ("Wizards). 2[] Rights Reserved.

5 The {-ollowihg text is the property of Wizards of the
= Coast, Inc.and is Co”r; Wt 2000 Wizards o} the
i Coast, Inc ("Wizards”). leﬂights Reserved.

Definitions: (a)’Contributors” means the
uright and/or trademark owners who have
ributed Open Game Content;

otherwise distribute;

routines to the extent such content does not embody’
the Product ldentity and is an enhancement over =
the prior art and any additional content -
clearly identified a5 Open Game Content by the
Contributor, and means any work covered by this

License, includingtranslations and derivative works &

under copyright law, but specifically excludes
Product Identity.
(e) "Product Identity” means product

and product line names, logos and identifying marks f

including trade dress; artitacts; creatures
characters; stories, storylines, plots, thematic
elements, dialogue, incidents, languaqge, artwork
symbols, designs, depictions, likenesses, formats,
pofes, concepts, themes and graphic, photographic
and other visual or qudio reprefentations; hames
and defcriptions of characters,spells, enchantments,

personalities, teams, personas, likenesses and special
abilities; places, locations, environments, creatures, =

eguipment, magical of supernatural abilities or
eftects, logos, Ssymbols, or graphic defigns; 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;

() "Trademark” means the loges, names, mark,
sigh, motto, defigns that are vsed by a Contributo
to'identity itself or its products or the associated =

{rodocﬂ contributed to the Open Game License by

he Contributor
( )lyusc)), "USCA» or uusi“g)) means to USG,

istribute, copy, edit, format, modity, translate and
otherwise create Dervative Materal of Open Game.
Content. (h) "You”or " Your” means the licensee in

terms of this agrecmev\t. =

(4)"Open Game Content” means the game mechanic '
andincludes the methods, procedures, processes and 8

B |older's name to the CO

© are Your ofiginal creation and/or You have
L sutficient rights to grant the rights conveyed by
- this License.

" G. Notice of License Co yright: You must vpdate

. the COPYRIGHT NOTLICE portion of this License

. toinclude the exact text of the COPYRIGHT
NOTICE ot any Open Game Content You are
& copying, moditying of distributing, and You must
R ¥
RIGHT NOTICE of
any original Open Game Content you Distribute.

7. Use of Product Zdentity: You agree not to Use

he copyright date, and the copz_ﬁgkf

any Product Tdentity, including as an indication as
to compatibility, except as expressly licensed in an—
other, independent Agreement with the owner of

each element of that Product Tdentity. You
agree hot to indicate compatibility or co-
agaptabilitj with any Trademark or Registered

" Trademark in conjunction with a werk containin

Dpen Game Content except af expressly licensed in
Lanother, independent Agreement with the owner o}

Such T rademark of Registered Trademark.

10. Oopz ot this License: You MUST include a copy ‘
of this License with every copy of the Open Game 8
Content You Distribute.

11. Use of Contributor Credits: You may not market
or advertife the Open Game Content ufing the namg

of any Contributor unless You have written :

permission from the Contributer to do so.

12. Inability to Comply: T it is impossible for You =
to comply with any of the terms of this License with =
refpect to some or all of the Open Game Content
due to statute, judicial order, or goverhmental
recjulatioh then You may not Use any Open Game
Material so aftected. .

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

14. Retormation: It 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 Licenfe g
v 1.0a Copyright 2000, Wizards of the Coast, Le
System RReterence Document 5.1 Copyright 2016,  ~
Wizards o4 the Coast, Inc.; Avthors Mike Mearls,
Jeremy Crawford, Chris Perkins, ROd“eZ Yy
Thompson, Peter Lee, James Wyatt, iRobert J.
Schwalb, Bruce R. Cordell, Chris Sims, and Steve
Townshend, based on ofiginal material by €. Gary |
Gygax and Dave Arneson.

END OF LICENSE




