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THOLEFLOR

A cleverly hidden floor pit trap that
is formidable in its own way.
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[2) Pit: TRR-602 ! Steppina oha’;reswre plate
!MJ 10 | 12— N

Maahetic Spiderweb: TR-604 n AREA OF El l ECT
Magnetic Chained Crystal: TiR-60S . 10-tt square, vanable depth
Faenie ﬂ'\'f\gt TR-609 : .

Wall o Tce: CE-601

Drigtstone: TR-612/ TR-61 £ The triggering creature and any
! other creature on the Space with
,  them wmust make a DC 11 Dextenty

- saving throw On a Successtul fave the VL T RLSPLCF
K c(eéltgre catches on the pit's edge or H gﬁub%g}g@u%w <9

instinctively steps back. Otherwise,

LED Tribal Totem: LE-6OG ! the creature falls into the pit and | OF MAWNS 4 SIMPLE TRAP 1
ic Column: LE- s e ludgeoning d , a"*-"' ‘
Joi T JHoRIFTINELY

, ComESRs | ASSRAVATIG |

- Trigger: What activates the trap L. A creature may rotice the trap with & ]U%T ALUTTLE

Area of €ffect: Meant af the base area of effect, 1,2 DC 11 Wisdom (Perception) check, i_ W gﬁ%;
set in Stk edition of the world's most popular roleplaying U-and activate the pressure plate .
. gawme Size increments

.
without being in the affected area. ;
3 Effect: The damage or detrimental effect delivered by the trap | i - TR0 .. ;

L ountermeasures: What it requires to satel vle the trap
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A horrifying visage of mounds of ﬂefk, feeﬂ., and eyes coverf the '

i grourml, gm‘.\Skihs and crj‘mg out. Isit crj‘mg mn ecstajj, or ago‘r\j? g : Nb \TQ@ K@W
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SOML OF THE ABILITire
OF THOSE Tuoy 4@52%
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ot square

FFECT

i Any creature that comes within eye
| sight of the pit (within 10 tt.), must |
y J MRI % 2 to hit, reach 5 {t., one creature.

| gibbering. On a failure, the creature = e
Bl tole reactions until the fkart RICL L TC) picteingidamage.

of its next turn and rolls a a8 to : ‘ :
. determine what it does during its -COUN’!“E’RMEASU’RES

" turn. On a1 to 4, the creature does) Ovtfide of destroying the mouthers : ‘ 'LLéJH’

" hothing. On a 5 or G, the creature © within the square, there is no other CA%T A :
>l A SPLLL

takes no action or bonus action and , ‘disarm available. A silence spell allows

-::
ses all its tto i L creatures to automatically § d S ' &[4 | i
:a:daomly t;ne:',\:;r::‘;:eo\ dir:e(:;:o:.a ' :P;gZ?ﬂ:tefke ri:S‘;?balr)eriaﬂ; e:—::::. :_-'1! ﬂ% A RARL gﬂgw i
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On a7 or 8, the creature makes a
| melee attack against a randomly
' determined creature within its reac
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The bug pit is teeming with vicious dermestids who
wish to do nothing but devour thofe who fall inside

N A blockade o-{»_webbih prevents any creature attempting to "".‘P""j; /
through it to be stalled within its sticky embrace. /
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'_ Interaction with the web

‘T.e triggering creature and any P
other creature on the fpace wi EFFE i
them must succeed on aPDC 15{”‘ - ? AREA OF CT
Dextenty saving throw, or fall into £ 10—t to ceilin
the pit. A creature who talls into . AC: 1 | #P: 20
the trap Las their fall ended by the  Damage Vulnerabilities:
bugs and they sujfer o damage . Fire damage i
{fom tlnte {1“. *;owtever vpon comin ‘ Damage lgnmuhities:
ih contact with the bugs, the ohi 5
immediately attack deagii:s 2 = fl:(-l-?:ahi:agl i:fahel;cma g
5 (148) piercing damagqe. E\hy ¢ ek TR
creature infide then fa? -604
additional 4 (146) piercing damase -

F<omL CAN LQ:LC% j foreach round spent within the pit. DEFWTLLY
L
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BL@.@ A creature may att j ~

DA ! y attempt a DC 15 1 -
: SOME Can vz CHARM Yoy Strength (Atiletics) ability check to 4 ZAIAR
[ T ST PERFECTLY STLL WHILE THD R eseape the pit.
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A spellcaster is used to this fight: a pulsating crystal shard, chained
to a runic circle, breathing a magical glow to its area. Few of them
have experienced the dastardly effects of this one
and still felt willing to discuss it.
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: LET THIS BL A LISSON
B FCR An WOULD %’ R
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. Coming within 15-{t directly in fron
| of the crystal activates its eftect .

DO TRIST AN OBJECTE .
CARVED |
A CRCLE

WITH GYSTALS

b ARA OF FFECT

':Hfdepcnoleht on effect

BEFFECT

The crystal starts with 3 chargesin
“its chamber to use on the effects

listed below. It must expend all of .
“tL.e charqes it has accumulated each

, _.H_me it is activated. \
TR-605 |

ISPLUALLY RILSATIG ONES
XXXXX

F THEY SA
Fi gFTH%"}i h‘%ﬁ/\& IS HAL

arges, the
gih a¥ge oh the roun
_.H"O\dihtj activation.” ' )

- The recharge function happens at the ' §
i end of Initiative count 10, at ;

~ which poi‘r\{' it can be fet otf aqain.
'Qi.ooSe from onre of thefe optionx:

. 41, Arcare Beam:
. A?y creature within 15—t of the
§ crystal must make a DC 14 Dextenty
f5aving throw. On 3 tailed save,
; reatures take xd¢ damage, where “x”
i iS the number o} charges it has at
‘activation, to a maximum of 3d¢.
Additionally, any creature within the
1 line who has spell slots available to them |
must make an additional DC 13 sayin
- throw, or have a spell slot stolen from
. them, where the level of spell is egual to |
the "X, This faving throw is based on
the caster’s main casting ability
| (Znt for Wizard, Wis for Cleric, etc.).
* ftalt damage on a successtul savin
_ t‘l.row, and they keep their spell slots.

2. Cone of Explosion:
Any creature within a 15—t cone of
the crystal must make a DC 14
Dexterity saving throw. On 3 tailed
Save, creatures take xd¢ fire damage,
iwhere “x” is the number of charges
At has at activation, to a maximum of
3d6. Additionally, any creature within
‘the cone who fails their save is pushed
back 10 teet, and is knocked prone. Half:
damage on a successtul faving throw J
and tl\lq. creature remains stationary.

*
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A Faerie Ring brings with it the ideas of {rollicking with the sprites
and fey friends of youth. This if wildly naive, and does rot account for
the many chaotic possibilities that reside within the Feywild.

‘ ) ! i ' .
"L‘Stef’f’i"ﬂ more than S-ft. into the
§ circle, or standing in it for more

" than one round.
. o

b AREA OF EFFECT

’;15'-{{: radius

B EFFECT
T ‘Once infide the fing, roll 3 4G (or by

F D/’1'S choice) and consult this chart as
- to what happens while within the circle:

P.', f[l L Polymorph €4fect:

- DCs Wisdom Saving throw.
i Any creatures within the fing at the

ARC FULL oF
start of this effect must succeed on . gwg
the Wisdom saving throw or be under THLN\% ' <

. the influence of the polymorpl. spell. J K ‘:~.
; 'Tke form chosen is one of four options: MHi
toad, pig, elk, or butterfly. \ "
T
Modity Mewmor ect:
DC 15 Wisdowm saving throw.
Any creatures within the ring at the
Start of this effect must succeed on as
?Wildom Savihg throw or be ynder the i
effects ot the modity memory spell.

"It is cast as a THi-level spell, so the
event changed can be from the last

7 days.
-- TR 609
— . g
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THE FALRIES SUWWRES

DC 15 C arilr:'ia I:a\'m\g throw. -T.

i Any creatures within the ring at the

5

start of this effect must succeed on a

(" Charifma Saving throw or be under the
effects of the planar binding spell at its

i tbase level tor the next hour, This effect
‘works on any creature within the circle, ,

Bl regardless of the type of creature. - =1 =~ | & 1

| THDY ARCupipLr oF)
IVEN THE RigiT

| AMOTIVATION ¢

WHO HIOWS

1 70v are under the influence of the fairy
Wclan that presides over this ring. You

k must follow their instructions for the

| duration of the eftect, but are allowed
Lto attempt to twist or warp the
Sinstructions as you wish as long as it still
4 éomplef:e! the task.

This fing counts as being within the

| Feywild, and as fucl, you are bound

*to that plane. Any teleportation spells

" used within the circle will take you to 3
destination within the Feywild, and you
cannot step outside of the fing.

L 4. Planeshitt ct:

L DC 15 Charisma faving throw; y

["Any creatures within the fing at the
start of this effect must succeed on a

e forcecage Spel e of pris
.cl\_os‘en will cthange the ad;llftio:afl, e{—::cf:
‘Charisma faving throw or be ynder & ~a. ..Dpc“ o At ceiling 1
the effects ot the plane shitt spell. ihfide of the 10-4t high cage lies a
ML choton o always the Feywild, | force spear wal| that slowly descends
o e E . 1=t per round. Melee Weapon
T Attack: 5 ¢, hit, reach, S—¢t
effects any creature in its are,a
: tit: 5 (1d84-1) piefcing damg e.
§ b. Solid w/a). Water begins to f-;”
o the 10‘{-{: ‘uak fo
.[ 2-¢t per round.

- |
d &
B -

Y

lid cage at 3 rate of .




WALL CF

iy h, ¥ T : L A sheet of thick ice, at least 8 inches, where a passage to the other side
XXXXX WT TH»AT . - B . ' can be glimpsed through the white blue sheen.

NFORAMATIOY | ; YOU HNOWxxx
e - ~ ARGHTLCTURE. 1S
THINS
LS R
‘ # ;-!':8 I.'v' "’-“%iﬁ, w ;
:'Trl.e trici io;"—thil trap i ity multiple
disarminrq methods. Creatures are

‘allowed fo choose one of the
ollowinq methods, or whatever

=
¥
=

s ! I |:' ) 1 ] ._Bludscohh\g: Bludgeohh\g wearov\s
j 6. Wall o4 Faerie Fire Egtect: _ . il Lot ratoral R K bheice gruickly, but this method
ures within the ring at the o - delicacy with this metho ey have
L start of this eftect must Iugceed on a ; AREA OF CT {: weag the wall down to’0 #P to pass
| Dexterity saving throw or face a blend : (x)x (x)x(x) : through. Once the wall if broken, any
: .g{;tl.e wall of fire and faerie fire spells. e =" ' AC:1C | #P:%0 ; . creature standin within §—ft of the
'T'l.e wall is always a ringed wallvpte § 5 " A = ~"Damage Resistances:Percing weapons '1:[' wall must roll a DC 1 Dexterity
.?,0—{t ih diameter, 20—t high, and rh Saving throw or be struck by the

f 1-ft thick. On activation, the wall of COUNTE'RME‘\SUW@ ¥ WECT i.'l;!'{alling ice. € arik ic: block does 4

| fire damages those that tail their savin [ P ‘ - \ , " (14¢) bludgeoning damage.

‘:#:klrow, caulimj 548 i d ama e o D:Spel Macjnc will disable the ring f{rom » .T"‘e wall is eﬁechvelj Just that: a .

! 9% activating for the next 5" minutes; the wall. ftowever, a creature may make SlaSkihtet Slashing weapons, even those

" half as much on a success and the ] .
T oscapS ot ST the{' destruction of any S—ft square of this aDC P Intelligencc (Investigation) | ithout a serrated edge, allow smooth |

; ° ‘ring will permanently cancel its effects, I check to deci the t thod i the cost of time.|
4O pang P y ’ chec ecipher the three methods . and methodical cuts at the cost o}

5 :;\':SDM":’::‘: ::et:e ::l!,,"sselet?te: :) “but will also make permanent enemies - available to them to break through. | Thecreatureis able to cut a single

] deals 240 fre do aH’ ; 3 activa : /| with the faeries that reside over it. | person doorway with this method, by
that ends its turhmw‘ :_::Oa(‘;‘tcr:j;h“r: . They will continue to tiry to eliminate - - e —C'E— y r""aki"‘j 3 consecutive DC 15 Strength
" - FEo) v ot bhal i e creature until fecompense is made 3 LOAN | , ' ability check or aDC P Garpm\ter [y
Side or inSide the wall. A creature takes K81 cveature dies. Mot of these : D BLARNS WALLS ‘I'Bolsvcl.uk. :

the same damage when it enters the CAN L AlYwWH
t ttempts are by setting up Situations f = AIWHLRE
. wall for the first time on g turh or ends 3 P : ] gl . OR BL A T LLID i 7 = i
its turn there. The other fide of the “that are of ill favor towards the L &H’ﬂﬂg . Eire: Eire allows for unorthodex shapes

B =B greafure, ihﬂ:eao\ O{' oufﬁgkt baﬂ’,le. . AN COUSI HAS BELA A WALL 2 and Pathwaj‘ to be ca{ved, but takes I:
":’?{!Léeau ho Aamaae. A creature who i§ .I FOR ASMODLUS FOR THE RIST oo b iithe longeﬂ:. For every 1 minvte Iloe'nt
within or pasfes through the wall, comes - - ~ D BENEFTS \ with a flame held against the wall

s under the effects o} f{’ke faerie fire Spell. 3 B . - &8 5;_? SHAML [F HL IVER FELL | melts 1inch of the ice, with enough r
——— dis prpe—— : B i BROUSHT THE WHOLE CEILIE DOWI 1 oo for a Single person. L
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This floating mass of stone seems stable and Je!rite its Otkerwol"dl.j . A giant stone slab fashioned on hinges, that seems
attributes is non—threatening to the casvalieye. By stepping onto the ' : to be a better option than a giant hole in the wall.

stone, a creature learns quite the opposite is true of this 703324 hicjhtmare. g :
YOU LVLR WONDLA WA%‘ IVER TIME WE-COME TO 4 DOOR

F\; — - T r S
THESL THIES CAME FROM T SIS ME TO, OPLA [T PR
L oxooooxxARE THD BARY LLL MINTALS, M LALTAR | ‘ ‘ W M@LL
B WIZARDS ABMDONED CXPLAMEAT aup g oW Mc BLgg THE. /YR
BERATT | Ao [ FOLLOW THROUSH

L L WIS pal e op

.I‘ ,

! j_ﬁcal Fouck o} the stone. | ABV%Q%TURLR\S 2 'WFRKS‘G ! "
AREA OF EFFECT NST CATHEEC= gﬁmtﬂm BT | SIVEAR
_Idepehdeht on effect ! RESIST JumPe ?ifAREA OF CT = ALL e,

ON THESE THISSEES gt | AC:1C | #P: 25 ’ FPOWLRS

ji ¥ CT T e ) Dawmage Vulnerabilities: | POSSISSR

i iials I .
+ Choose one of the options below: A it - 4 - I Adamantine weapons pe—
*,. : . They take § (2dC) lighthh\g o\amaae :i" ‘Dawmage iResistances:
1. Discharqe: oh a failed fave and are paralyzed,” E
1_Ohce a creature steps upon this stone ~halg damage on a successtul save,
, g\:) must succeed on a DC 1 i+ and the creature is mot paralyzed. & ; ‘
- Dexterity saving throw, or be thrown i €acl round spent on the stone reguires’ ’:;EFFECT e Sir € oy revntiogter hialS
+ by the concussive force expelled from L an additional Constitution faving g QR o b door cauiergn
N one. They take 4 (14C) force throw to resist the eftects. + This Seemingly basic stone door has a 1‘ additional 4 (14G) of
-damage on a failed save and is pushed unigue mechanism within its handle. Racormg famage

oft the driftstone in 3 random * 3. Unstable: A DC 17 Intelligence b i
“direction; half damage on a successtul #Once a creature steps upon this stone o (Investigationl Nature) ability check hr COUW%WES

Save, and the creature remains on . h‘ej must succeed on a DC 14 reveals an inset button to be
L " Press the button, or break the door

_ ‘ The door is exceptionally heavy, and .
! Slashing and Piefcing weapons . requires a DC 15 Strength ability
‘check to be able to lift it vp enouqh

the drigtstone. Dextenty saving throw, or tall fkrouak depressed while turning Hhe handle.

B i St . the structure of the stone asit pulls I§ this button is not pressed before I- = Aﬂg@@ﬁ i

+ itsely apart. On a failed save, the . e, Pveldoof
Ohce a creature steps upo ﬂ‘ig sto M P ’ {:u(hn\g tl\e handle, he doo | :
“they must succeed o’:u arDa » °° ARature falls through the stone to collapses on top o} any creature ' BLOWS UP I MY FACE

L b s " hatever is below. On 3 successtul & . : S it T M OR PARALY : L g :
Constitution s . g esstu W standing within ¢t of it. The J GALZLS ML N A STASIS FILLD
i ﬂ.o:;‘ke;\ l:;)wt';,eae‘[l;%r?;lr:oaz,co;:l): save, they are able to move to the _ 3 creaturegmulf fucceed on a DC 14 Pl OR SPRNGS A SPLAR TRAP BELOW ML
within the stone.  (closest landmass to them, regardless B Dexterity saving throw or take 12 RHCLL WAL UP TO moRt THA JUST 8

i I"{' how much movement the N ! .
b s y have lett. (346) bludgeoning damage and be OW. DS 1 4HS BED DVER MORWNG
TRé-’tZ/TR-(oTé | The stone reforms a round later at - reitrai_hedauho\elrgﬂne do?»r. < ‘

i

i
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Clusters of mutated funqgus with an almost hive mind mentality,
breatl.ihcj their toxic and dangerous Spores upon contact
or threat of expulsion.

3 A1 & -,.I b _
w42 atyected by this spray will "-_J_
 open their eyes to see they, and anything:
* they were in posfesfion of at the time,
_ have shrunk 2 size categories!
Tis etfect lasts for 1 hour, at which
pint the subject and anything they were
arrying when ofiginally fhrun will grow
“back toits original size. While in this
| shrunken state the creature’s Strength
% Score drops by 4 points (unless otherwise
" Stated by macjical items or effects such
ﬁ'as “gauntlets of ogre strength”) and their

I Toximity to the cluster,

——

)

£ a creatur iy ' speed i halved, which are both recovered
It P LR, T fow back to their original
Hofthese mutated mufhrooms, a " ;:;:h o 4108 St R )

5 .

ﬁl oxiovuS cloud of }umjal Ipfa) S 1: '
el

tijexpelled from them. The areaq !
. ;|°°_V°"ed by the spray changes - A creature who fails their saving throw
bajed on the size of the cluster: by this poison sutfers no effect for an
- hour, but is aware that they failed the
Smalls St radius fpray throw. If the poison has not been
Medium: 10—t radius fpray * neutralized before then, the creature
Large: 15—foot radius spray . _must make an additional Constitution
saving throw, takimj 36 (9dG) poison
"damage on a failed fave, or haly as
much damage on a succefstul one.

Ohce activated, any creature
within the affected area must make

a DC 14 Constitution faving throw. t\

3. Truth:
A creature Sub&ecteo\ to this strain

becomes poi!oned for 1 hour.

Oh a failed save, the creature Sutfers
ohe of the effects listed below. The

clusters tsi i
the De/'1 ::z;c";:d;l;zfcn R i m Additionally, the poisoned creature
can't knowingly speak a lie, as if

o FR-601/FE-628 / FR-620) ||
ws

under the effect of a zone of
truth spell, but is not required
_ to speat.

el -

BSUFTLA 4 THOUSAND HARDSHPS

V, o |
: : 4LMI"S f I.’:‘.I",‘ . ; ;'-:.
|~ M}}é &?ppﬁ@ 3 " Géft_ﬁt ﬁ'ﬁ b o ot
y ) %/’;’y L,Z\;‘?j@ #4 A tailed save gg' imst this Ip'biSO‘r\ cavfe
4y ‘Aﬁg Vg h\e creature’s Constitution score to drop'
" 2 points as the funqus collects within thet
subject’s lunqgs. This drop is permanent
*_unless treated with a DC 15 Wisdom
' (Medicine) ability check durihcj along

'!‘ rest or with a greater restoration spell.

5. Mind Control:
h @ creature subjected to this spray is
| 1;'-ckarmed into protecting the clusters in
!ke sufrounding area aS‘éhe collective
. | "hive mind pours into the creatures mind.
" The creature will attack anything the
¥ clusters deem a threat, and will not leave
'r-!; the immediate area. The creature may
r * make additional Constitution savin
'::!' throws at the end of their turn to refist
L te effects.

r-

THEN | coun sor v

A LINE OF THESL BABILS

G. Toxin:
A creature subjected to these noxious
*- spores takes 12 (3dC) poison damage, and

| AND WATCH AYONC
WHO APPROACYL),

I must repeat the saving throw at the start
| of each of its turns. On each successive

| failed save, the character takes 4 (146)

i. . poison Jamage. Atter three

| SucceSstul faves, the poifon ends.

T he Successes heedn't be consecutive.

AREA OF EFFECT

,I *depehdeht oh muShroom Size

DEFORE. THE v
0T TO THE FROM dOOR

] b A
[ |

BOW YO fow WO TOR g;

REAL ERLADS ARE

 COUNTERMEASURES

Can burh the funqus away, or

remove it (which leads to activation
v of the funqus)
i S ; " g : b L

- a— e




3 Tlﬂs keehlj cra!,ted and mechanically whirfing StYOY\gbox catches the
eye quickly, but is tricky to open.

-‘Eack artificer is different, some

| -,l,lhder than others. The {—ollow-mj

(o tions are chosen either randomly or
by the D# it the creature tails to

F ~open the box:

LA #and

¢ A clamp laﬂ.ei out at the hands of the

L wauld be tkle{—, pi‘r\hw\g thew\ h a
tight grip against the chest. A creature

- must make a DC 16 Dexterity saving

* throw to pull their hands away in time.
On 3 failed fave, they are now grappled
by the box and cannot use their hands
for anything. A creature may attempt

to wrench free with a DC 18 Stl’e‘r\gtk i

(Atuletics) check, but a Dexterity

'- j(AcrobatncI) check to escape the

- grapple is impossible. Once escaped,

. the clasp refets within the box and
can be activated again immediately.

6265,

| ONCE MABL. 4 MAMACLE
QTHAT (4D LTTLE SPHES

TO SLOWLY PINSH THE WEARLS

e <7

2. Gobble: *

' As the mechanifm turns, the box _
moves with blinding speed and uncanny

;' ability. The box transforms and grows
fp a Medium Size, and i} a creature is

{ a Medium fize or smaller, they mus

i f‘wceeo\ onaDC 15 Dexfeﬁty saving

[ Ithrow or be swallowed whole by the

("box. Once infide, the box locks &Sel&, '

oh THE m%ﬁ)ﬁ . ﬂ.e creature infide (as per the rulesin £

i okapter 8 of the Player’s Handbook).

* A creature within the box cannot
unlock the box from the infide.

. To release the creature the box must ;
entker be unlocked {rom the outside, L.,-

AC o4 18, and 30 #P. All damage
[ done to the box if halved (unless
fusing adamantine weapons), rounded [
~up, and the other half of that damage,
vounded down, qoes to the
"creature infide,

" 'or broken. It broken, the box has an i

"

ﬂg\/gﬁ F@ﬁgg A

ThASshirssiop

" and immediately beginf to Suffocate F=

W!CERSSWNGBOX N

THE NOTAR REPLACD
MY pE ww THQF@
‘ "‘k r' k. N Y

'Ib Acid SFYay

_ As the latch clicks, a sudden spray o{
cavstic liguid fprays grom the lock. A
creature must make a successiul DC 19
- Dexterity saving throw or be sprayed |

& for 16 (4dG) aci damage. Once this
+ eftect is used, it resets for the next

unlock attempt.

*“AREA OF EFFECT

Size of box

COUNTERMEAGURES

" Succeed on a DC 19 Dexterity
(Thwieve's Tools) ability check or
have the key. OaSting a knock spell

" supprestes the traps imside, but

_reguires an additional cast to
open the box.

%&m J&@@T YQU T
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A wall of beauvty and pain, this rich verdure barrier
1§ less of an impediment and more of an obstacle. ¢
RLALTAR DOLSIT WANT THS SLQET SETTIE OUT xxxx BLAST @\‘}G)"
_ BUT | UST CAMT LET (T 60
WISAD AVACRE. o uee sorsx

AOW THAT SOMEONL LLSL HOWS
o CA0 FRALL PUT A0 A D TO HiS

el

B T H4S SAVED S LED ONE

AREA OF EFFECT o

'.glfing tkrobgl\ the thorns

e
e i <8

x—ft)x(x—ft) <

FDAMAGE VULNERABILITIES

"F Fire

HFECT

" Consider the options below while
; plach\g this wall in your
* adventurer’s path:

' Passaqge through the vines requiref
y abC™ny Strength faving throw, or
' Itl.e creature pafsing through it ends

_ its movement there and is restrained.
1 A creature restrained in Such a way

" can vse its action to make a DC 14
R Strengtl. (Athletics) check, freeing
ﬁ itselt on a successtul check.

- 3, Assassin:
This variant if actually a strain of

- asfastin vine disquising itself as a

" passageway. You can find the Assassin
Vine ?‘uited within the “Tomb o}

t Annihilation” creature index.

:I red:

Wilile a creature moves tl.rougk the

vines make a melee weapon attack
' against them.

Melee Weapon Attack: +5 towit, §
ft., ore creature.

tit: 8 (240) piercing olamaae

-

L creature within a 40—foot radius of the

I the next 10 minutes. On a success, the

| CONTERYEASURES |

FS-60H, Burning or cutting away the vegetation [ PR e (gl bl Comageedtd

The mask upon this totem evokes a horrid imagery of death
and destruction. Most are used as a finalization o} some ritvalistic
tradition, but some can even simply be used tor subterfuge

qullible adventurers.

N b MR ST
'g'ﬂ:ker attem‘pting‘fo remove the
smafk, disabling the trap and failing,
or 3 pressure plate

LAREA O XFFECT

bafed on effect

 Ohe of the following effects of the

' /01'5 choice occurs once the totem
RS tricjgered:

Shriek: The tribal totem lets ovt a ghastly
Lery, first alelrtihzj anyone within earfhot
“lof Someone's prefence. Second, any

Savihq throw. On a failed Save, the :-.'""’f Hand/Thieve's Tools) ability

creature takes 5 (148) sonic damage, and E. check. Additionally, you can
| sutfers from the deatened condition for attempt to destroy the trap by
| Yemoving the mask, with a DC 17

BT ok o damiagey and subers h__St-rengtk ability check, but on a
failure the trap is Sprung.

ﬁ:‘ill effects. '.
Flamethrower: A jet of flame escapes the
open max of the tribal mask. Any creature
within a 30—t line of the mask must make a
 DC 14 Dextenity saving throw. On a tailed &
“Save, the creature suifers 16 (3d8) fire
"‘dpmagc, and any flammable ob jects that
. the creature is holding or carrying i
immediately cavght aflame. On a success,

COULD | LOVE [T MOid
s
T o IF 1] ¥
oy i who TRKHED T
nothing catches fire. ‘ : -~ ; .

r "' i'- . L
COUNTERMEASURES
L Thereis a switch within the mouty,
£ the totem that a creature can
ifable the trap with, with a

§. totem must make a DC 15 Constitution (1 3uccesstul DC 15" Dextenty (Sleight

i




This masfive column houses carved runes on its faces that grant
its otherworldly abilities. Some can be for protection, while others
are meant for the completion of arcanist circles.

et - ey i S

Ty T =

| Coming within the radivs of effect of
“the column, or i} the creature attuned

I to it is present they can spend an action

"fo ignite its power.

T-

REA OF KFFECT

bi%f\radius, additional effect at the
15 -4t marker. AC: 14 | #P: 40
’ *Damage iResistances:

Bludcjeoniﬁg, Piercing, and SlaSkimj
" damage from non—magical weaponf.

i,

S

THE MAGCAL SCRIPT

THE MORL

YOU WHTL
THE MORL
YOURL. SHPPLDM

' hov\—maaical weapohs.

hT'ke runic column if a font for an
arcane torger to draw {rom, and alfo
“to ward off would be adventurers from
La casters home or temple. The column |
L has two radivs’: one at 30—ft and one
i‘ 15 —ft. When it is activated, the
("column empowers those that are attuned
to it while within its 15-¢t radius. Anygls '-:;;‘;F N s
“creature who is not attuned to the . ,., . 'i" e T
column must succeed on a DC 15 4 :.- = 1 h vy
* Wisdom Saving thwrow while within the ”M;M \
30—t radius, or fufter the listed etfecl Any creature that is not attuned to the!
b The separate effects are listed below: §= .column and fails on their DC 15 4
: o _ Wisdom saving throw, sutfers
15-4t radius: _di!advahtage on all ability checks and
The creature attuned to this column is | Saving throws while within this radivs.
granted advantage on all ability checks § .*Adolifiov\allj, if the creature comes into!
Land saving throws while within this 2 the 15—¢t radius of the column, they
" radius. Additionally, the creature % must make another saving throw at the
_g?ins resistance to all bludaeoning, ! same DC and on a {ailed saving throw '

i

| pietcing, and slasking damage from \ lose the ability to make bonus actions on

;pﬁ\eir turn wiile still within that radivs.

3 COUNTERMEASURES

= Any creature attuned to the column
F _‘rlnuit remain within the 15—t radius
{ aito qgain the beneft listed, and any
| removal from that space renders it
void. A dispel magic spell is capable
[ ot purging the co?umn of its powers
= until the tollowing day. The column
" has a structural Itfehtjﬂ\ that can be

! -
= = - -

- -!"l'ﬁqkey\“,, however fowjk that may be
forthe players.
s + . L
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This stalk grows straight from the underground, seaking
the nutrients of the earth to facilitate its unnatural life.
Wien 3 creature comes within its sights, it unleashes
an energqy from its physiology to fend otf intruders.

Stepping within its lmgf;"{ Sight,
L a GO—ft cone centered’on which
- direction the eye is facing

* ARRA OF FFECT

& ¥bafed on effect

tl'-"-‘"

| FFFECT
- A short beam of lightning streaks iy

¢ from the eye as it follows a creature. Vertiao Cone:

| Make a ranged spell attack against

" Jany one creature of your choice

that steps within the rfange of the

ange: 90—t cone. A wave of high
freguency somic vibrations ring out
1.9 o
" 1 j S toward the creatures in the cone,
Eldriten Eye. This attack is made disrupting their vestibular balance,

with the statistics below, and on a fA i SRl

1 Constitution saving throw. Ona Constitution Saving T hrow.
failure, the creature is stunned for
i ithe next round

~ On a failure, the creature has }
| disadvantage on attack rolls and t

1, Eve Blast: ability checks, and their movement
Ranged Spell Attack: +5 to it, 5o 15 balved for the next minute as
Bt one creature, y they stumble about, navseous.
| Hit: 9 (24C) lightring damage, plus |
~ if creature §ai?l aDC 1
"1+ Constitution saving throw they are
stunned for 1 round.

—

o e T LDHURTCHETE. O
| WORDER (F ANTHNS

Bt s R

- It a dispel magic of dispel evil and
2 : good spell is cast vpon the Eye while
’ skl g i holding prisoners, all prisoners are
3. Zmprifoning Shot (| 1."-§ettiioheol from the demiplane into
B b o oot crrey bochets. ERLe room aroumd it before the Exe
- toward the target, disrupting its ,_;'F is dispelled.
o tether to the current plane. [ —
L. A creature affected by this shot NT’ER
j ~must make a DC 14 O{arisma i‘\ COU ‘ MEASURES \
l_%‘avihg throw, or be banished {rom P T he eye has a living guality to its
B ¢ corrent plaﬂe. powers, so de{-eatimj it will disarm
! its effect, but also a banishment or
{' The creature is banished to a = dispel evil and good will remove the *
» harmless demiplane and while there, “creature from its spot.
‘the target is incapacitated. The
~maximum number of occupants the
demiplane can hold is three.

13
,Targets femain within the
_demiplane until either the
Eldriteh Eyeis defeated or the
€ye successfully traps a fourty
L, prisoner, at which point the first
~ aftected creature reappearsin the
. Space it lett orin the nearest
uhoccupied fpace if that space
iS occupied.

il




LEGAL INFORMATION
ermission to copy, modiy and distribute the files
ollectively known as the System Reterence
Document 5.1 ("SRDS™) s arav\ted solely fklroual.
§ the vse of the Open Gaming License, Version 1.0a.

o his material is being released ufing the Open
Baming License Version 1.0a and you Should read
and understand the terms of ﬂ.al license before
using this material.

- The text of the Open Gaming License itself is not
Open Game Content. Instructions on ufing the
License are provided within thelicense iha{—.

The following items are defignated Product
Tdentity, as definedin Section 1(e) of the Open
Gawme License Version 1.0a, and are Subject to

the conditions set forth in Section 7 of the OGL,
and are not Open Content: Dm\geons & Dragov\S,
D&D, Player's Handbook, Dungeon Master,
Monster Manval, 420 System, Wizards of the
Coast, 420 (when vSed as a trademark), Forgotten
Realms, Faerin, proper names (including those used
ih the names of spells or items), places, anderdark,
Red Wizard of T hay, the City of Union, fteroic

L Domains of Ysqard, EverChanging Chaos of Limbo,
WindSwept Dj{thl of Pandemonivm, Infinite

Layers of the Abyss, Tarterian Depths of Carceri,
Gray Waste of Hades, Bleak Eternity of Gehenna,

L Nine ftells of Baator,Internal Battlefeld of
Acleron, Clockwork Nirvana of Mechanus,
Peaceable Kingdoms of Arcadia, Seven Mountin
tteavens of Celestia, Twin Paradises of Bytopia,

. Blessed Fields ot Elysivm, Wilderness o4 the
Beastlands, Olympian Glades o} Arborea,
Concordant Domain of the Outlands, Sigil, Lady of
Pain, Book of Exalted Deeds, Book of \;ile
Darkness, beholder, gavth, carrion crawler,
tanar'vi, baatezu, 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 Gaming License Version 1.0a are
'_; ) {—ollowl:

OPEN GAME LICENSE VERSION 1.0A
The {-ollowihg text is the property of Wizards of the
" Coast, Inc.and is Co”ri ht 2000 Wizards of the
oast, Inc ("Wizards”). le Rights Reserved.

The {ollowiha text is the property of Wizards of the
Coast, Inc.and is Co”ri ht 2000 Wizards of the
Coast, Inc ("Wizards”). leﬂights Reserved.

. Definitions: (a)”Contributors” means the
2 tight and/or trademark owners who have
- con ﬁ%utcd Open Game Content;

i

(b)"Derivative I‘Zaferial” means coryriahted wmaterial .
including derivative works and translations
(including into other computer lav\guaaes), potatiov\,
modification, correction, addition, extension,
upgrade, improvement, compilation, abridgment or
orl\er form in which an existing work may?)e recast,
transformed or adapted; i
(c) "Distribute” means to reproduce, license, rent,
lease, sell, broadcast, publicrj display, transmit or
otherwise distribute;
(d)"Open Game Content” means the game mechanic
andincludes the methods, procedures, processes and
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
Licenfe, 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
including trade dress; artitacts; creatures
characters; stories, storylines, plots, thematic
elements, dialogue, incidents, langvage, artwork, = 2
symbols, designs, depictions, likenesses, formats,
poses, concepls, themes and graphic, pkotoaraphic
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
effects, logos, Symbols, or graphic designs; and any
other trademark or registered trademark clearly
identified as Product identity by the owner o the
Product Identity, and which Specifically excludes
the Open Game Content;
() "Trademark” means the loges, names, mark,
sigh, motto, designs that are used by a Contributoe
to'identity itself or its products or the associated
{rodocﬂ contributed to the Open Game License by

we Contributor
(Q)"Use”, "Used” or "USing” means to use,

istribute, copy, edit, format, modity, translate and
otherwise create Dervative Matenial of Open Game
Content. (h) "Youor " Your” means the licensee in
terms of this agreement. :

=, - TR
. = 2
The License: This Li nSe a';pliei to any Open
Same Content cfn’:aiv\s a notice ir-dicaCih
that the Open e Content may only be Used "\.
‘under and in termsof this Liceq}e. You must
atfix fuch a notice to any Open Game Content that
1y9u Use. No terms mayibe added to or subtracted
I trom this License except as described by the License
= itfelf. No other terms of conditions may be applied
F_to any Open Game Content distributed using this
License. :

9, Offer and Acceptance: By Using the Open Game
Content You indicate Your acceptance of the terms
of this Licente.
r )
4. Grant and Consideration: In confideration for
_agreeing to use this License, the Contributors grant
&’?m a perpetval, 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: It
You are contributing ofiginal matenal as Open Game
Content, You represfent that YYour Contributions
are Your ofiginal creation and/or You have
sufficient rights to grant the rights conveyed by
this License.

6. Notice of License Co yright: You must vpdate

. the COPYRIGHT NOTICE porhor\ of this License
to include the exact text of the COPYRIGHT
NOTICE ot any Open Game Content You are

3 coTing, modifying of distributing, and You must

= add the title, the copynght date, and the copyright
holder’s name to the COPYRRIGHT NOTICZ' of
any original Open Game Content you Distribute.

7. Use of Product Tdentity: You agree not to Use
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 not to indicate compatibility or co-
agaptabilitj with any Trademark or Registered
Trademark in conjunction with a work containin
pen Game Content except as expressly licensed in
another, independent Agreement with the owner of
such T vademark of Registered Trademark.

The use of any Product Tdentity 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 nights, title and interest in and to
that Product Idev\titj.

8. Tdentification: It 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 defignated
Agents may publish updated verfions of this Licenfe.
You may use any avthorized version of this License |
to copy, modity and distribute any Open Game
Content originally distributed under any verfion

of this Licenfe.

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

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

12. Inability to Comply: I 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 qovernmental
recjulation then You may not Use any Open Game
Material so affected. h
13. Termination: This License will terminate
avtomatically i 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 License
v 1.0a Copyright 2000, Wizards of the Coast, Lic
System RReference Document 5.1 Copyright 2016,
Wizards of the Coast, Inc.; Avthors Mike Mearls,
Jeremy Crawford, Chris Perkins, Ro‘h‘el
Thompson, Peter Lee, James Wyatt, Robert J.
Schwalb, Bruce R. Cordell, Chris Sims, and Steve
Townshend, based on original material by €. Gary
Gygax and Dave Arneson.

END OF LICENSE
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