
A Journey to The Portal of Madness 

  



The Portal of Madness 

SYNOPSIS_______________________ 

• The adventure begins when the adventurers arrive in the 
city of Torta, which lies the western side of the 
Kingdom of the Shakul in what is known as The 
Scorpion Lands.  Upon arrival they find rooms at the 
Tavern of the Asp and Adder.  

• If the party asks around, they will hear rumor of a lost 
temple of the God Aza’Thogh.  Several merchants 
claim they saw ruins, roughly 5 days travel to the 
southeast.  Rumor has it that a wealthy merchant is 
putting a party to go out and explore to see if the claims 
are indeed true. 

• Cyrus the Blue sent two associates, the Devear brothers 
Vemoas and Al’Kur, to find out more about this recent 
discovery. They have not returned.   

• The party will encounter a sand worm at the ruins of an 
ancient city.  

• At the temple they will encounter, undead. Culminating 
in encounter with a necrotic portal the slumbering Elder 
God. 

  

BACKGROUND__________________ 

• A few weeks ago, one of several desert caravans 
claimed they saw what was described as ruins and 
maybe a small temple. 

• The ruins appeared to be a form of Elvish that a 
merchant was not familiar with, he used the word 
primal to describe them.    

• The ruins and temple belonged to the ‘First Men’ of 
Mythis.  This temple was dedicated to a dark cult 
obsessed with awaking the Elder God Aza’Thogth.  

• Aza’Thogth is the Elder God of Darkness.  
 
GM NOTES_____________________ 

This adventure can be run with minimal prep; however, it is often 
advantageous to read and re-read to be able to deliver the proper 
feel of the environment in which you want the adventures to be in.  

What is included- 

• Map of the Asp and Adder Tavern and Inn 
• Battle map for sand worm encounter 
• Map of the Temple of Aza’ Thogth 
• NPC templates to use.  

 

As a GM, please feel to add your own flair.  This provides more 
color to the world you are providing.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

THE ASP AND THE ADDER 

Named after the two most commonly found desert snakes, the Inn 
has garnered a reputation of being the ‘adventures’ Inn. The three 
story inn offers everything from food, song, drink, pleasure for hire 
for both men and women, public and private accommodations if 
needed.   

The first floor host three full bars and multiple tables and an area 
where some the lands finest bards come to entertain. The second 
floor has a single bar, and few tables along with the variety of men 
and women for pleasurable company. The third floor host the 
sleeping quarters and private rooms.  

The typical fare that can be found is as follows:  

• Braised River Trout and Blackberry Tart, Glass of Rose 
Gin (1 sp) 

• Salted Trout and Dried Mushrooms, Tankard of 
Dwavern Stout (9 cp) 

• Braised Goose and Leek, Glass of Spiced Rum (4 sp) 
• Roasted Duck and Dried Date, Glass of Mead (1 sp) 
• Grilled Snake and Poached Eggs, Glass of Cider (3 sp) 
• Steamed Partridge and Gooseberry Tart, Glass of 

Whisky (3 sp) 
• Stewed Goose and Turnip, Tankard of Stout (9 cp) 

 

APPEAL TO REWARD  

This typically the most tried and true method to get the players on 
the “hook” to go on an adventure. Since the world of Mythis is 
based on a Silver Standard, the chance for a single gold piece is 
great lure, and magic items are costly and very hard to come by so 
an opportunity like this doesn’t come around often.   

APPEAL TO HEROISM 

The chance to build a reputation based upon your actions in order 
to build up worldly renowned, and gain access to other jobs and 
favors by courts across the land. Sometimes this comes land and 
titles. Sometimes just doing the right thing is reward enough.  

APPEAL TO DISCOVERY 

The quest to go forth and discover lost and sometimes forbidden 
texts can appeal to adventure in most of us, the reputation gained 
from finding and researching these lost texts can bring forth 
invaluable knowledge to light. 

 

 

 



(Description of inn, along with the crowd) 

It is here the group will hear the loud banter of adventures boasting 
about signing up and attempting the expedition.  If the party wishes 
to sign up, the bartender or waiting staff will directed them to the 
third-floor middle room.  There the merchant known as Cyrus, the 
Blue will deal with them.  

Once inside the room Cyrus will have the PCs sign a document 
which reads impart:  

 …to be paid five copper a day as guards and will be provided 
with meals and water, for the term of the expedition. And 2% of all 
of profits after sale of any items that are able to be collected and 
sold.  

… the usage of the ‘Dune Breaker’ a Wind Skiff and its safe return.   

Cyrus the Blue is a middle-aged man with wavy white shoulder 
length hair, a youthful face and a slight build hidden under blue 
robes. Cyrus is color blind, so his robes are a patchwork of 
different shades of blue. He has a well-made thick leather belt that 
hangs low on his waist just above his hips, artfully crafted matched 
supple leather gloves and boots. He has a four-foot-tall walking 
stick that is capped with a steel tip. Arcane runes cover the body of 
the walking stick.  

1st Level Ground floor 

 

 

Second (2nd) Level 

 

Third (3rd) level 

 

 The travel time to the ruins is about five days. Roll a 1d6 for 
conditions and travel time changes.  

Conditions and Travel Time Changes 

1 Add 1 day travel time because of poor winds and rough terrain.  

2 Minus 1 day because of increased winds and smooth sailing.   

3 – 4 Normal conditions, no change.  

5 Minus 2 days travel because of increased winds and smooth 
sailing  



6 Add 2 days travel because of poor winds and rough terrain.  

 

 

 

 

 

UNCOVERED RUINS 

A giant sand worm has been circling the ruins since the ruins have 
been uncovered.  When the characters can see the ruins, roll a 1d6.  
On a 1-4 the sandworm attacks.   

Located near a small oasis, watched over by an ancient elfish 
Sphinx, green marble pillars topped with demonic face were 
unearthed by a recent sandstorms.  Among the ruins is an 
unearthed temple from the time before time. 

After the sandworm encounter, the GM should use the random site 
chart below for characters searching the ruined area because of the 
constant shifting sands: 

 

RANDOM SITE CHART 

Roll 1d20  

1 - Pillars of green marble, topped with a demonic faces 

2 – Archway made from green marble.  The key stone is solid 
green coral-like material.   

3 – Quicksand.  A DC 15 Wisdom (Survival) check, which is 
enough to recognize the danger. A running creature will not be 
given a save and travel 5′-10′ into the pit (roll 1d2 x 5′). A typical 
quicksand pit should be around 20′ in diameter.   

Anyone caught in the quicksand needs to make a DC15 Strength 
(Athletics) swim check to move 5 feet (in any direction), failure 
results in sinking 5′ and beginning to drown.  See drowning rules.   

4 – Covered basement. A DC 15 Wisdom (Survival) Check is 
needed to spot the danger.   

Over 100 pounds of weight will cause the stone floor beneath the 
sands to give way.  PCs who fail a DC 15 Dexterity Check will 
fall 6 yds (6m) into an empty room.  Stone stairs on the western 
wall go up to a stone trap door buried shut on the other side.   

5 – A human skeleton, blacken by flame is half buried.  The 
skeleton attacks with 2 more skeletons for each PC rises out of the 
sands.   

6 – Sandstorm.  PC can attempt a Wisdom (observation) or 
Wisdom (Survival) to spot an incoming sandstorm.  If spotted, the 
PCs can take cover.  For those caught in the sandstorm, for each 
hour must make a DC 16 Constitution check and a DC 16 
Dexterity check.  A failed Constitution check because of exposer 
suffers 1d10 points of slashing damage.  If Dexterity is fail, the 
character is blind until proper healing can be done.       

7 – A standing stonewall has etchings of humanoids battling 
humanoids using ancient armor and weapons.   

8 - Broken stone foundation, half buried.   

9 – Dug area with noticeable foot prints leading away from site.  
Add an accumulating +2 to the next site rolls.   

11 – Evidence of an abandon campsite.  

12- A circle of broken pottery and other clay cookware.   

13- Muddy area.  The PCs feet sink a few inches into a clayish 
mud.  The mud has a very foul odor.  If not cleaned off, the PCs 
will give a +2 to anyone attempting to perceive them.    

14 – A wake of vultures circle over a mutilated, four legged beast.   

15 – This area has a half buried statue of a woman’s torso 
encircled by tentacles.  Several skeletons with tattered gear 
surround her.  PCs need to make a DC 15 Intelligence or 
Knowledge Arcana or fall under a charm spell.   

Those charmed fall prostrate and stay that way till taken from the 
area.  Once a day they can re-roll but suffer from exposer till death.   

16 – The sands in this area are blacken and turned to chunks of 
glass.  DC 10 Dexterity check else take 1d4 slashing damage from 
the black glass.   

17 – Tracks leading out of the area. A DC 10 Wisdom (Survival) 
Check will identify the tracks as camels.  The tracks are lost once 
out of the area.   

18 – The area is a Wadi: a dry stream-bed resulting from flash 
floods.                  

19-20+ The Basalt Temple Doors  

BASALT DOORS  

The PCs find an under covered courtyard.  Two great basalt doors 
are in the lower southern area.   

GIANT SCORPION  

• A giant scorpion made a burrow in the sands opposite 
the doors.   

• Undead have wondered out from time to time.  They 
are in the burrow in pieces. 

• The scorpion’s attacks as soon as possible.    

DEVELOPMENT  

• PCs who pass with a DC12 Wisdom (nature) 
recognize the area is perfect for a scorpion’s lair and is 
not surprised by the attack.  

• PC who makes a DC 20 Intelligence or Knowledge 
Arcana check reads the hieroglyphics of the door.  
“Slumber in the arms of Aza’Thogth, the slumbering 
god.” 

• PC who makes a DC 25 Intelligence or Knowledge 
Arcana make out a hidden script stating Aza’Thogth is 
an Elder God of Darkness.      

DRAMATIC QUESTIONS  

Can the characters stop the scorpion’s attack and learn about the 
builders of the temple?   

 



COMBAT  

• If the PCs stay close to the door, the scorpion will not 
attack. It senses the evil within.  

• The scorpion’s burrow is newly dug so there is no 
treasure.  

• After defeating the scorpion, PCs can attempt to 
remove its poison.  PCs who pass a DC 15 can extract 3 
applications of the poison.  

• PCs who make a DC 15 opening locks can open the 
basalt doors but the locking mechanism will reset after 
12 hours’ time.   

TRANSITION   

When the group goes through the doors, go to A1 Viewing Room  

A1: VIEWING ROOM  

• At each corner, a clump of glowing grubs squirm at the 
base of stone Pagoda lamps. 

• In the center of the room, an open sarcophagus lined in 
tattered red velvet. A skeleton lies in disheveled, regal 
state.  

• At the base, there is a broken panel with two green 
marble Canopic jars, topped with a swirls of tentacles.   

Treasure 

If the characters search the sarcophagus, they will find a 
green jade necklace with a blue diamond eye worth 300 sp.   

The two Canopic jars are worth 10 sp each.  

 

DEVELOPMENT  

• PC who makes a DC Observation roll 10 can hear a 
faint murmuring.   

• The skeleton was animated till {name} and his brothers 
defended it. 

• PC who makes a DC Intelligence or Religious Lore 
15 know that this person lying in state was a high priest. 

• PC who makes a DC Arcane Lore check of 15 note 
necrotic energies had animated the skeleton but it was 
defeated.     

• 2 Shadow Zealots for each PC rise out of the floor and 
attack anyone not showing proper respect.   

COMBAT  

The Shadow Zealots are very faded, only a vague outline of their 
humanoid form can be seen.   

If the zombies wander in from area A3 BODY PREPERATION 
AREA, they attack only the PCs.   

DRAMATIC TRANSITION   

Can the characters survive attacks from the Shadow Parishioners?  

TRANSITION 

The PCs can either go down a descending hallway to the north 
which leads to A3 Body Preparation room or follow the 
descending hallway to the east which leads to A2 storage.   

 

A2 STORAGE  

• A clump of glowing grubs squirm at the base of stone 
Pagoda lamp.  

• Wooden boxes and barrels were stored in this area.  
Only recently has area been ravaged.  Tattered robes, 
simple clerical instruments and mummified foods are 
strewn everywhere.   

 

DEVELOPMENT  

• PC who make a DC observation check of 25, find a 
hidden alcove in the middle of the southern wall. 

• A Bronze Cobra is coiled and ready to strike when the 
hidden alcove is reveled.  

• The Cobra’s poison has long dried up but will leave a 
mark as if poison was injected.   

• Each round the characters spend in this room, there is a 
cumulative 10% chance one zombie for each PC will 
wander in and attack from A3. 

COMBAT  

• Bronze Cobra protects the copper plates.  
• If the zombies wander in from area A3 BODY 

PREPERATION AREA, they attack the PCs. 

Treasure  

The bronze cobra was coiled over 3 copper plates with arcane 
spells.  Each plate contains one spell:  

• Command 
• Skin Shift 
• Tongues   

DRAMATIC TRANSITION   

Do the characters defeat the Bronze Cobra? 

TRANSITION  

The characters can either go back to A1 VIEWING ROOM or take 
the second northern door to the A3 BODY PREPARATION 
ROOM.  

 

 

 

 

 

 

 

 

 

 



A3: MORTUARY   

• Several stone Pagoda lamps with glowing grubs, light 
the room.   

• 3 preparation tables with similar red velvet tablecloth, 
lay under mummified humanoid corpse in different 
states of funeral preparation.   

• A fourth table has a large urn, sealed with wax.  
• Two biers have similar urns on red velvet as well.  

DEVELOPMENT  

• The corpses are not animated. 
• The area has not been touch in a very long time.   
• The large sealed urn has remains inside.   

A4: OSSUARY  

• The walls are decorated with base reliefs of humanoids 
worshipping a great darkness with tentacles reach out.   

• Niches line the north and southern walls.  A few 
skeletal remains can be found.   

• Bone are scattered around the stone floor. 
• Two piles of skulls are in the middle.  
• Several menhirs made from green marble, crowned 

with tentacles are randomly placed in the room.    

DEVELOPMENT 

The northern passage has a broken humanoid skeleton in ancient 
armor.    

A secret hallway to the east ends with a spying hole into to A6: 
SUMMONING CHAMBER.  

COMBAT  

Floating skulls 2 for each PC.  

Treasure  

If the ossuary is searched, roll once:   

DC 10 Wisdom (observation) 45 copper pieces.  

DC 15 Wisdom (observation) 3 daggers  

DC 20 Wisdom (observation) 2 short sword  

DC 25 Wisdom (observation) a pearl power stone with 4 points 
within.   

DRAMATIC QUESTION  

Do the characters defeat the floating skulls? 

TRANSITION  

The characters can advance A5: CLOISTERED DEVOTED  

 A5: CLOISTERED DEVOTED  

• Four skeletal bodies garbed in ancient armor are laying 
on the ground  

• 2 zombies for each PC are dressed in tattered red 
cassocks.  They stand in formation before two great 
Basalt double doors, similar to the first doors.    

• The great double doors have base reliefs of a great 
tentacle creature rising out of an ocean.  Worshippers 
are intertwined in its grip have looks of ecstasy.  

DEVOLVEMENT 

The zombies are waiting to be called into A6:  SUMMONING 
CHAMBER before their God. 

They will not attack unless the doors are opened or they are 
attacked.     

COMBAT  

The Zombies ignore the PC unless attacked.  They are waiting to 
be called into the Summoning Chamber.   

A6: SUMMONING CHAMBER  

• Along the eastern wall, Vemoas and Al’Kur are curled 
in the fetal position on the floor within a circle of 
power.  Flames of ethereal power flow from them to the 
portal in the center.  

• The portal in the center is shaped like a diseased orifice, 
dripping green glowing grubs and brimming with 
eldritch power.  Beyond the portal, blackness revealing 
unworldly insanity.   

• The necromancer, Zal’Grates stands before the portal, 
drooling foam from his mouth.  He holds a Lucerne 
hammer in a fighting stance.  

• Two apprentices, Gurdel and Bol’Den continue 
chanting with their eyes closed.  Sweat permeants their 
red cassocks, trimmed in green flames.    

DEVELOPMENT 

• The Zal’Grates used his Staff of the Key to open the 
portal to a realm of madness.   

• The Staff of the Key is the Lucerne Hammer and can 
close the portal if thrusted into the center and twisted 
counter-clockwise.   

• Using the two brother’s life force, the portal has been 
steadily growing bigger.  The brother’s will on live for 
1d10+4 rounds before becoming husks.  

• Once the apprentices stop chanting, the orifice portal 
contracts and closes in 1d4+2 combat rounds.     

• The portal is about two meters diameter.   
• The PCs must use the Staff to close the portal. Looking 

into the portal, the PC must make a DC 25 Intelligence 
or Knowledge Arcana or develop an insanity.   

COMBAT 

Any remaining Zombies from the A5 attack the PCs.   

Once the fighting begins, Gurdel and Bol’Den attack the closes 
PCs.  Zal’Grates attacks if the acolytes can’t handle the PCs.    

DRAMATIC QUESTION  

Do the PCs close the Portal to Madness?  

 

 

 



Treasure  

Staff of the Key 

3 different spell books from the spellcasters.  2 books have 4 spells 
chosen by the GM and one book has 9 spells chosen by the GM.   

AFTERMATH  

If the characters are captured.  They are tossed into the Portal and 
become drooling pawns of Aza’Thogth, the risen.    

If either Vemoas or Al’Kur survive, they beg to be brought back to 
Torta where they reward the PC with 100 silver pieces each. Half 
if only one brother survives.    

 

FURTHER ADVENTURE HOOKS  

In the larger spell book, there are notes about The Tower of Dhira 
the Mad and a location.    

An Arcaniss approaches the PCs about temple.  He knows of 
another site to the north.   

Floating Skull 
Tiny undead 
Floating skulls are exactly that, skulls that magically float. They 
are created from a broken skeletons.   
DR 1 
Wound points (4) Vigor points (0)  
Move 0, fly 10 yds (9m) and hover. 
Block: N/A Dodge +6   Parry: N/A 
STR DEX CON INT WIS CHA 
1(-5) 11(+0) 10(+0) 5(-3) 8(-1) 5(-3) 

Damage Immunities poison 
Condition Immunities poisoned 
Senses Darkvision 20 yds. (18m)., passive Observation 9 
Languages Same as in life, but can't speak. 

Initiative Bonus +1  
Challenge 0 (10 XP) 

Bite. Melee Weapon Attack: +2 to hit, reach 5 ft., one 
target. Hit: 1 bludgeoning damage. 

Special Abilities 

After a successful hit, a floating skull remains clamped onto its 
victim, dealing damage automatically each turn thereafter. As an 
action, a creature may attempt a DC 10 Strength check to pry it 
loose. 

Bony Construction: If a skull gains the crippled condition, it is 
instantly destroyed.  

Ecology  

Environment: Any  
Organization: Any  
Treasure: Minimal 
 

 

 

BRONZE COBRA 
Small construct 
These guardian constructs are animated through magical means, 
normal placed in areas in which items are need of being protected. 
The magic on these constructs can last for multiple centuries 
before becoming inert.    
DR 3 (natural armor) 
Wound Points 12 Vigor points (0) 
Move: 6 yds. (6m)  
Block: N/A     Dodge +5     Parry +3  
 
STR   DEX      CON     INT   WIS       CHA 
10(+0) 18 (+4) 13 (+1) 8 (-1)10 (+0) 3 (-4) 
 
Skills: Stealth +4 
Damage Resistances: bludgeoning, piercing, and slashing from 
nonmagical weapons. 
Damage Immunities: poison, psychic, necrotic 
Condition Immunities: charmed, exhaustion, frightened, 
paralyzed, petrified, poisoned, stunned 
Senses: Darkvision 20 yds. (18m)., passive Observation  10 
Languages: understands the languages of its creator but can't 
speak  
Magic Resistance:  The iron cobra has advantage on saving 
throws against spells and other magical effects. 
Spell Immunity:  The iron cobra is not affected by the Web spell. 
Deadly Strike.  If the iron cobra surprises a creature and hits it 
with an attack during the first round of combat, the target takes an 
extra 1d3 damage from the attack. 
Limited Poison.  The Bronze Cobra's fangs have a limited poison 
capacity.  Once it has successfully made 2 poisonous bite attacks, 
its poison supply is empty, and its bit attack will only do piercing 
damage. 
Bite.  Melee Weapon Attack: +3 to hit, reach 5ft., one 
target. Hit: 4 (1d3+2) piercing damage, and the target must make a 
DC 12 Constitution saving throw, taking 3 (1d6) poison damage on 
a failed save, or half as much damage on a successful one. 
Ecology  
Environment: Any  
Organization: Any  
Treasure: Minimal 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



GIANT SANDWORM  
Huge monstrosity 
These giant creatures can grow up to 133 yds or greater in length, 
these creatures are extremely tough with leathery segmented plates 
that cover the length of the creature.  
DR 4 
Wounds: 324 
Move: 16 yds (15m) Burrow 8 yds. (7m). 
Block: N/A   Dodge: N/A Parry: N/A 
STR     DEX      CON    INT   WIS   CHA 
23(+6) 15(+2) 23(+6)   3(-4)   9 (-1)   3 (-4) 
Damage Vulnerabilities: necrotic, thunder 
Damage Resistances: fire; bludgeoning, piercing, and slashing 
from nonmagical attacks 
Damage Immunities: poison  

Immunities: blinded, grappled, poisoned, prone, restrained 
Senses: blindsight 6 yds. (6m), tremor sense 20 yds. (18m)., 
passive Observation 9 
Languages: None 
 
Tunneler: The sandworm can burrow through solid rock at half its 
burrow speed and leaves a 15-foot-diameter tunnel in its wake that 
lasts for 1d4 hours before collapsing. 

Multi-attack:  The sandworm makes two attacks: one with its bite 
and one with its slam. 

Slam. Melee Weapon Attack: +8 to hit, reach 5 ft., one 
target. Hit: 19 (5d8 + 6) bludgeoning damage. The target hit must 
also make a DC 19 Constitution saving throw. On a failed save, it 
is knocked prone and stunned until the end of its next turn. On a 
successful save, the target is only knocked prone. 

Bite. Melee Weapon Attack: +8 to hit, reach 10 ft., one 
target. Hit: 12 (2d12 + 6) piercing damage. If the target is Large or 
smaller size, it must succeed on a DC 19 Dexterity saving throw or 
be swallowed by the worm. A swallowed creature 
is blinded and restrained, it has total cover against attacks and 
other effects outside the worm, and it takes 34 (6d8) acid damage 
at the start of each of the worm's turns. If the worm takes 30 
damage or more on a single turn from a creature inside it, the 
worm must succeed on a DC 18 Constitution saving throw at the 
end of that turn or regurgitate all swallowed creatures, which 
fall prone in a space within 3 yards (3m) of the worm. If the worm 
dies, a swallowed creature is no longer restrained by it and can 
escape from the corpse by using 6 yards (6m) of movement, 
exiting prone. 

Shadow Zealots  
Medium Undead 
These creatures are the remnants of former priests or war priest 
loyal to their god. These semi-transparent creatures will be forever 
roaming their former place of worship.  
DR 2  
Wound points (27) Vigor points (5)  
Move 13 yds, (12m) 
Block: N/A Dodge +4   Parry: N/A 
STR    DEX    CON    INT    WIS    CHA 
6(-2) 14(+2) 13(+1) 6(-2)   10(0)   8(-1) 

Damage Vulnerabilities: light based. 
Damage Resistances: Acid, Cold, Fire, Lightning, Thunder; 
Bludgeoning, Piercing, and Slashing from Nonmagical Attacks 
Damage Immunities: Poison, Charmed, Deafened, Fear, 
Exhaustion, Paralyzed, Petrify.  
Condition Immunities: Exhaustion, Frightened, Grappled, 
Paralyzed, Petrified, Poisoned, Prone, Restrained 

Proficient Saves: Dexterity, Wisdom 
Proficient Skills: Stealth 
Senses Darkvision 20 yds. (18m)., Passive Observation 10 
Languages: same as in life.  
Awareness: 10  
Initiative Bonus: +2 
Melee Weapon Attack: +4 to hit, reach 5 ft., one 
creature. Hit: 2d6 + 2 life draining damage, and the target's 
Strength score is reduced by 1d4.   
Special Abilities 
The target dies if this reduces its Strength to 0. Otherwise, the 
reduction lasts until the target has a rest period of 8 hours or more. 
If a humanoid dies from this attack, a new shadow rises from the 
corpse 1d4 hours later. 
Shadow Stealth: While in dim light or darkness, the shadow can 
take the Hide action as a bonus action. 
Sunlight Weakness: While in sunlight, the shadow has 
disadvantage on attack rolls, ability checks, and saving throws. 
Ecology  
Environment: Any  
Organization: Any  
Treasure: Minimal 
 
Zombie  
Medium Undead 
These are normally created through re-animation of corpses; they 
still retain flesh they smell of rot and decay. They are capable of 
only responding to the simplest of commands.  
Wounds (33) 
Move 6 yds (6m) 

Block: N/A Dodge N/A     Parry: N/A 
STR    DEX    CON    INT    WIS    CHA 
13(+1) 6(-2) 16(+3) 3(-4)   6(-2)    5(-3) 

Damage Immunities: Poison, Charmed, Deafened, Fear, 
Exhaustion, Paralyzed, Petrify.  
Condition Immunities: Exhaustion, Frightened, Grappled, 
Paralyzed, Petrified, Poisoned, Prone, Restrained 
Senses Darkvision 20 yds. (18m)., Passive Observation 10 
Languages: same as in life.  
Awareness: 2  
Initiative Bonus: -1  
Slam. Melee Weapon Attack: +4 to hit, reach 5 ft., one 
creature. Hit: 1d6+2 bludgeoning damage   
Ecology  

Environment: Any  
Organization: Any  
Treasure: Minimal 
 

 

 

 

 

 

 

 

 

 



INSANITY CHARTS 

Temporary Insanity 

Roll 1d10.  Effects last for 1D10+4 Combat Rounds 

No. Result 

1 Fainting or screaming fit for 1d10+2 combat 
rounds 

2 Flees in panic for 1d10+2 combat rounds 

3 Physical hysterics or emotional outburst like 
screaming, laughing or crying  

4 Babbling, incoherent, rapid speech, or 
logorrhea (a torrent of coherent speech) 

5 Intense phobia, perhaps rooting Player 
Character to the spot. 

6 Roll on permeant chart 

7 Homicidal or suicidal 

8 
Echopraxia or echolalia:  Player Character 
does or says what others around him do or 
say 

9 Strange or deviant eating desire like dirt, 
slime, cannibalism, etc. 

10 

Stupor: assumes fetal position, oblivious to 
events or catatonia: can stand but has no will 
or interest; may be led or forced to simple 
actions but takes no independent action 

  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

PERMANENT INSANITY 

Roll 1d10.   

No. Result 

1 

Amnesia: memories of relationships are 
usually lost first; language and physical skills 
are unaffected but intellectual skills absent.  
GM could also have the Player Character to 
fall into a stupor catatonia-like state.  

2 Severe phobia: Player Character must flee 
from an object or situation  

  

3 Hallucinations based on trauma.  

4 Strange desires: exhibitionism, nymphomania 
or satyriasis, etc. 

5 
Fetish: Player Character becomes obsessed 
with an object, type of object, or person in a 
highly sexual way.  

6 
Uncontrollable tics, tremors, or inability to 
communicate via speech or writing 
(Knowledge Arcana -4) 

7 Psychosomatic blindness, deafness, or loss of 
the use of a limb or limb. 

8 
Brief reactive psychosis: incoherence, 
delusions, aberrant behavior, and/or 
hallucinations 

9 Permanent paranoia 

10 

Compulsive rituals: washing hands 
constantly, walking in a particular rhythm, 
praying, touching one’s weapon constantly, 
etc. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



NPCs  

Zal’Grates, the Necromancer 

Description- 

Zal’Grates stands roughly 6 ft tall (2m), this long dark thinning shoulder length hair hides his gaunt and drawn face. From years of service to the 
forgotten god has drove him to the edge of madness. He draped in a fine set of Coat of Plates armor, the supple leather armor is dyed fine sienna, 
with blued ornate steel plates outlined with a strange writing with images of what appear to be a Kraken like creature in the center of each plate. 
His fine heavy leather boots and matching gloves are dyed a deep black embroidered with gold stitching of a mixture of arcane and religious 
symbols. The helm is a deep blued and acid etched with a full Kraken like creature adorning it. His thick leather belt has a sword scabbard that 
holds what appears to be a long one-handed sword, and multiple scabbards holding small dagger or knives.  

Stats Score Modifier Save  Prof    
STR 12 +1 +1 +6 Dodge +2  
DEX 16 +3 +3 +6 Block -  
CON 14 +2 +4 +6 Parry +2  
INT 17 +3 +3 +6    
WIS 13 +1 +3 +6 Move 5   
CHAR 16 +3 +3 +6 Vigor  38  
l     Wounds 28  

Weapons & Armor 

Coat of Plates  DR 7 Weight  60 lb. Covers Chest, Arms 
Heavy Leather Leggings DR 4 Weight 10lbs  Covers Legs 
Heavy Leather Gloves DR 4 Weight 5lbs    Covers Hands 
Heavy Leather Boots DR 4 Weight 10lbs  Covers Feet 
Helm (Barbute) DR 4 Weight 3.5lbs Covers Head, face, neck -5 to 

observation. Will not don until fight is close. 
Bastardsword (Versatile) 1D8/1D10 (+9 to hit, +1 to damage) (1D10 if used two handed Weight) 3.5lbs 
Dagger (x4) 1D4 (+9 to hit, +1 to damage) Weight 1lbs. 
Lucerne Hammer 3D4 +4 bludgeoning 2D4 +2 Swing 

Piercing, (2hex reach) 2D4 Piercing 
(3hex reach) 

This weapon is combination weapon, it has three- four 
prong hammer mounted atop a 2 yds (2m) polearm stick, 
along with 7-inch (17cm) spike on the reverse side, with 
a 16-inch (40cm) spike extending from the top.   

 

Skill Stat Prof Total 
Alchemy (INT) INT +3 +6 +9 
Astrology (INT) INT +3 +6 +9 
Distilling (INT) INT +3 +6 +9 
Poisons (INT) INT +3 +6 +9 
Knowledge Herb lore (INT) INT +3 +6 +9 
Knowledge Folklore (INT) INT +3 +6 +9 
Area Knowledge (INT) (Scorpion Lands) INT +3 +6 +9 
Survival (INT) (Desert) INT +3 +6 +9 
Riding (DEX) (horse) DEX +3 +6 +9 
Diplomacy (CHAR) CHR +3 +6 +9 
Bribery (CHAR) CHR +3 +6 +9 
Cooking (INT) INT +3 +6 +9 
Evaluate (INT) INT +3 +6 +9 
Knowledge Arcana (INT) INT +3 +6 +9 

Talents and Flaws 

Magic Innate- 3 If selected the player can add a +3 to their spell attack roll, 
or increase the spell DC by 3.  

Lust for Blood You want to see your enemies dead before you. 
After a battle you must make a DC 15 WILL 
SAVE to take prisoners. 

Night Vison 2 You gain Night vison at 20 yds. (18m). Overconfident Excessively or unreasonably confident 
Danger Sense You seem to have a sixth sense about danger. It is difficult 

to ambush you or have you walk into a trap. +2 to 
awareness. 

  

 

Skills 

Alchemy (INT) 
A power or process that changes or transforms something in a mysterious or impressive way; this is must have if a player wishes to make healing 
potions, or poisons. As a prerequisite you must have Distilling skill. 



Astrology (INT) 
The study of the movements and relative positions of celestial body’s interpreted as having an influence on human affairs and the natural world 
Distilling (INT) 
Process in which the components of a substance or liquid mixture are separated by heating it to a certain temperature and condensing the resulting 
vapors. 
Poisons (INT) 
This is the knowledge of how poisons work. And where and what ingredients are used to brew them. 
Knowledge Herb lore (INT) 
The study or collecting of herbs, and how to prepare herbs for healing salves, or which plants can be used to create a poison. A player with this 
skill can make a healing potion or poison that does 1D6 healing/damage. A poison can be used to as a one-time use on a sword, 5 uses on a 
dagger/dart, or 10 arrows. You can make up to 1D4 daily, the poison/potion is good for 24 hours 
 
 
Knowledge Folklore (INT) 
You have read the long-lost lore of certain creatures or objects to find out where they may live, weakness, or habits. If you want to have the skills 
for fey and giants you would have to take this skill twice, once for each. 
Area Knowledge (INT) 
Is a collection of facts, concepts and beliefs of a particular area? This must be taken for each area that you which to learn about. 
Knowledge Arcana (INT) 
This is study of the magic arts. By taking this, you CANNOT cast magic, however you can use this skill to identify spells, magical items or relics 
or wards. 
Survival (INT) 
The state or fact of continuing to live or exist, typically in spite of an accident, ordeal, or difficult circumstances. This skill must be taken for each 
separate environment. Example, Survival Jungle, Survival Forest, Survival River, and including Urban or City. 
Riding (DEX) 
The sport or activity of riding horses or a specified mount. 
Diplomacy (CHAR) 
Is the art and practice of conducting negotiations between representatives of states it can also be described as the art of dealing with people in a 
sensitive and effective way to persuade individual creatures. Unlike fast talk, if you fail there is no adverse reaction.. 
Bribery (CHAR) 
This is the art of how to persuade individuals with either money or favor given or promised in order to influence the judgment or conduct of a 
person in a position of trust. The DC is 10+ (targets proficiency modifier). If the roll is successful the target takes the bribe, if the roll is 
unsuccessful depending on who the player is trying to bribe, the end result could be a simple refusal up to the player being arrested and thrown in 
jail or maybe worse 
Cooking (INT) 
Prepare (food, a dish, or a meal) by combining and heating the ingredients in various ways 
Evaluate (INT) 
The ability to "size up" someone. You can read someone’s body language. You can "Glean" insight, into a person. This will not give specifics, 
but it might save you from attacking the "wrong" person. The DC is 10+ (targets intelligence modifier) If this is used during combat, as a FULL 
ROUND action, you study your opponent you can either gain ADVANTAGE on your next attack or with a defensive action. 
 

Spells 

Spell Pool Point (CON + INT score) 31 Spell Save DC ( 8 + casting modifier+ Proficiency  score) Ranged or melee 
attack +6 
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Burst of Sickness 
Casting Time: 1 Major Action Range: 20 yards (18m) 
Duration: 1 Minute 
Cost: 4 SP 

A ray of sickening greenish energy bursts outward toward a target creature within range. The creature must succeed on a Constitution saving 
throw or take 3D6 Poison damage. If the creature fails its save, the sickness spreads out from the creature. All other creatures within 6 yards (6m) 
of the target must make a constitution saving throw. On a failure those creatures will take 2D6 poison damage.  
Finger of Death 
Casting Time: 1 Major Action Range: 16 yards (15m) 
Duration: Instantaneous 
Cost: 7 SP 

College spells 
You send negative energy coursing through a creature that you can see within range, causing it searing pain. The target must make a Constitution 
saving throw. It takes 4D6 Necrotic damage on a failed save, or half as much damage on a successful one. 
A humanoid killed by this spell rises at the start of your next turn as a zombie that is permanently under your command, following your verbal 
orders to the best of its ability. 
Screaming Scourge 



Casting Time: 1 Major Action 
Range: 6 yards (6m). Radial Burst 
Duration: Instantaneous 
Cost: 7 SP 
A sheer wall of black flames appears and rushes away from you in all directions. Tendrils reach out of it, shaped into skulls screaming in agony. 
When the wall passes through a creature’s space, this spell infects the area with a horrific combination of soul rending energy and physical 
corrosion. Creatures in the area of effect of this spell must immediately make a Dexterity saving throw. On a failure they take 1D4 Wisdom 
damage and 4D6 points of acid damage. A creature that succeeds on its save takes 4D6 acid damage only 
 
Inflict Wounds 
Casting Time: 1 Major Action 
Range: Touch 
Duration: Instantaneous 
Cost: 2 SP 

Make a melee spell attack against a creature you can reach. On a hit, the target takes 1D6 necrotic damage. The target can make a Constitution 
saving throw to reduce the damage by half. 
Create Undead 
Casting Time: 1 Major Action Range: 10 yards (9m). 
Duration: Instantaneous 
Cost: 6 SP 
You can cast this spell only at night. Choose up to three corpses of Medium or Small humanoids within range. Each corpse becomes a ghoul 
under your control. 
As a Minor Action on each of your turns, you can mentally Command any creature you animated with this spell if the creature is within 40 yards 
(36m) of you (if you control multiple creatures, you can Command any or all of them at the same time, issuing the same Command to each one). 
You decide what action the creature will take and where it will move during its next turn, or you can issue a general Command, such as to guard 
a particular chamber or corridor. If you issue no commands, the creature only defends itself against Hostile creatures. Once given an order, the 
creature continues to follow it until its task is complete. 
The creature(s) under your control for 24 hours, after which it stops obeying any Command you have given, unless you maintain this spell. 
For every extra 2 SP spent when casting this spell, you can target an additional corpse in range. 
 
Arcane Blast 
Casting Time: 1 Minor Action Range: 40 yard (36m) 
Duration: Instantaneous 
Cost: 0 SP 
A beam of raw arcane energy streaks from your palm, toward a creature within range. Make a ranged spell attack against the target, dealing 2D4 
Force damage upon a successful hit. 
Empowerment Cost: 1 SP per 1D4 extra damage 
Message 
Casting Time: 1 Major Action Range: 10 yards (9m) 
Duration: Instantaneous 
Cost: 0 SP 
You point your finger toward a creature within range and whisper a message. The target (and only the target) hears the message and can reply in 
a whisper that only you can hear. The message, and its response, can be no longer than 25 words long. 
Mold Earth 
Casting Time: 1 Minor Action Range: 10 yards (9m) 
Duration: Instantaneous 
Cost: 0 SP 

You choose an amount of dirt or stone that you can see within range and manipulate it in one of the following ways: 
 If you target an area of loose earth, you can immediately excavate it, move it along the ground, and deposit it up to 10 yards (9m) away. This 

movement doesn’t have enough force to cause damage. 
 You cause shapes, colors, or both to appear on the dirt or stone, spelling out words, creating images, or shaping patterns. The changes last for 

up to 1 hour. 
 If the dirt or stone you target is on the ground, you cause it to become difficult terrain. Alternatively, you can cause the ground to become 

normal terrain if it is already difficult terrain. This change lasts for up to 1 hour. 
If you cast this spell multiple times, you can have no more than two of its non-instantaneous effects active at a time, and you can dismiss such an 
effect as an action. The amount of dirt or stone you an effect with this spell is a cubed area with dimensions equal to 5 x your Int. Modifier if your 
Int. Mod. Is +5, the number of yards cubed that you can affect is 21 yard (20m). 
 

 

 

 



Gurdel and Bol’Den 

These twin brothers have been seduced by the lure of power promised to them by Zal’Grates 

The twins are roughly 5’10ft tall (2m) dark hair unkept hair, brown hair and tanned skin denoting they are local to the region.  

Both bothers are dressed in a master crafted gambeson. Made with a higher collar than most, which in turn provide neck protection as well, the 
gambesons are dyed in a swirl pattern of deep blacks. Supple leather straps with gold clasps provide a contrast against the deep black cloth. The 
twins both are outfitted with master crafted red dyed leather gloves, and brushed leather high boots the twin also wear a plain steel kettle helm.  

 

Gurdel, the apprentice 

Stats Score Modifier Save  Prof    
STR 16 +3 +3 +2 Dodge +2  
DEX 14 +2 +2 +2 Block -  
CON 14 +2 +2 +2 Parry +3  
INT 10 +0 +0 +2    
WIS 10 +0 +0 +2 Move 6  
CHAR 11 +0 +0 +2 Vigor  34  
     Wounds 30  

Weapons & Armor 

Heavy Padded Cloth DR 4 Weight  10 lb. Covers Chest, Arms 
Heavy Leather Leggings DR 4 Weight 10lbs  Covers Legs 
Heavy Leather Gloves DR 4 Weight 5lbs    Covers Hands 
Heavy Leather Boots DR 4 Weight 10lbs  Covers Feet 
Helm (Kettle helm) DR 3 Weight 3.5lbs Covers Head only 
Halberd 1D10 (+4 to hit +3 to damage) (3 hex reach) 5lbs 
Dagger (x4) 1D4 (+4 to hit, +3 to damage) Weight 1lbs. 

 

Skill Stat Prof Total 
Area Knowledge (INT) (Scorpion Lands) INT +0 +2 +2 
Survival (INT) (Desert) INT +0 +2 +2 
Riding (DEX) (horse) DEX +2 +2 +4 
Cooking (INT) INT +0 +2 +2 

Talents and Flaws 

Enhanced Parry +1 By selecting this, you increase your parry by one (1) 
 

Bad Temper You are easily annoyed or made 
angry. In situations where this could 
affect you. Make a DC 10 Will save 
not to lose your temper 

Weapon Master 
(halberd) 

At a young age you were drawn to a particular type of weapon, 
and through years of training have learned to master it. Choose 
one weapon type. Example Longbow, Short sword, Warhammer, 
or Mace. When wielding your weapon of choice, you will gain a 
+1 to attack and +1 damage rolls. Note this can be taken more 
than once for different weapon types. This selection costs 2 talent 
slots 

Post Combat Stress After combat, you exhibit shaking, 
sweats 

Lucky  3x times per day you can re-roll any dice roll. (Must take results of 
2nd dice roll) 

  

Magic innate -1  Magic Innate must be selected. If select the player can 
add a +1 to their spell attack roll or increase the spell. 
DC by 1. Can only cast spells with Zero to Two Cost (0- 
2). 

  

 

Skills 

 
Area Knowledge (INT) 
Is a collection of facts, concepts and beliefs of a particular area? This must be taken for each area that you which to learn about. 
Survival (INT) 
The state or fact of continuing to live or exist, typically in spite of an accident, ordeal, or difficult circumstances. This skill must be taken for each 
separate environment. Example, Survival Jungle, Survival Forest, Survival River, and including Urban or City. 
Riding (DEX) 



The sport or activity of riding horses or a specified mount. 
Cooking (INT) 
Prepare (food, a dish, or a meal) by combining and heating the ingredients in various ways. 
 

Spells 
 

Spell Pool Point (CON + INT score) 24 Spell Save DC (8 + casting modifier+ Proficiency score) 12 Ranged or melee 
attack +2 

 

 
 
 
 
 
Jinx 
Casting Time: 1 Major Action Range: 
30 Mins. 
Duration: 1 Minute 
Cost: 1 SP 
Up to three creatures of your choice that you can see within range must make Charisma saving throws. Whenever a target that 
fails this saving throw makes an attack roll or a saving throw before the spell ends, the target must roll a d4 and subtract the 
number rolled from the attack roll or saving throw. When you cast this spell, you can target two additional creatures. 
for each extra spell point you choose to spend. 
 
Inflict Wounds 
Casting Time: 1 Major Action 
Range: Touch 
Duration: Instantaneous 
Cost: 2 SP 
Make a melee spell attack against a creature you can reach. On a hit, the target takes 1D6 necrotic damage. The target can make a 
Constitution saving throw to reduce the damage by half. 
 
Burst of Nettles. 
Casting Time: 1 Major Action 
Range: 11 yard (1m). Cone 
Duration: Instantaneous 
Cost: 2 SP 
You release a burst of barbed, acid-filled nettles. Creatures caught in the cone take 2D6 points of piercing damage, plus 1d6 
points of acid damage on the next round. Creatures that make a successful Dex save takes half damage from the initial burst and no 
damage on the next round. 
 
Poison Spray 
Casting Time: 1 Minor Action 
Range: 11 yard (1m). Cone 
Duration: Instantaneous 
Cost: 0 SP 
You extend your hand toward a creature you can see within range and project a puff of noxious gas from your palm. The creature must succeed 
on a Constitution saving throw or take 2d4 poison damage. 
 
Bol’Den, the apprentice 

Stats Score Modifier Save  Prof    
STR 15 +3 +3 +2 Dodge +2  
DEX 14 +2 +2 +2 Block -  
CON 15 +2 +2 +2 Parry +4  
INT 12 +1 +0 +2    
WIS 10 +0 +0 +2 Move 6  
CHAR 11 +0 +0 +2 Vigor  34  
     Wounds 30  

Weapons & Armor 

Heavy Padded Cloth DR 4 Weight  10 lb. Covers Chest, Arms 
Heavy Leather Leggings DR 4 Weight 10lbs  Covers Legs 
Heavy Leather Gloves DR 4 Weight 5lbs    Covers Hands 
Heavy Leather Boots DR 4 Weight 10lbs  Covers Feet 
Helm (Kettle helm) DR 3 Weight 3.5lbs Covers Head only 



Halberd 1D10 (+4 to hit +3 to damage) (3 hex reach) 5lbs 
Dagger (x4) 1D4 (+4 to hit, +3 to damage) Weight 1lbs. 

 

Skill Stat Prof Total 
Area Knowledge (INT) (Scorpion Lands) INT +0 +2 +2 
Survival (INT) (Desert) INT +0 +2 +2 
Riding (DEX) (horse) DEX +2 +2 +4 
Cooking (INT) INT +0 +2 +2 

 

 

Talents and Flaws 

Enhanced Parry +2 By selecting this, you increase your parry by one (2) 
 

Bad Temper You are easily annoyed or made 
angry. In situations where this could 
affect you. Make a DC 10 Will save 
not to lose your temper 

Weapon Master 
(halberd) 

At a young age you were drawn to a particular type of weapon, 
and through years of training have learned to master it. Choose 
one weapon type. Example Longbow, Short sword, Warhammer 
or Mace. When wielding your weapon of choice you will gain a 
+1 to attack and +1 damage rolls. Note this can be taken more 
than once for different weapon types. This selection costs 2 talent 
slots 

Post Combat Stress After combat, you exhibit shaking, 
sweats 

Magic innate -1  Magic Innate must be selected. If select the player can 
add a +1 to their spell attack roll or increase the spell. 
DC by 1. Can only cast spells with Zero to Two Cost (0- 
2). 

  

 

Skills 

 
Area Knowledge (INT) 
Is a collection of facts, concepts and beliefs of a particular area? This must be taken for each area that you which to learn about. 
Survival (INT) 
The state or fact of continuing to live or exist, typically in spite of an accident, ordeal, or difficult circumstances. This skill must be taken for each 
separate environment. Example, Survival Jungle, Survival Forest, Survival River, and including Urban or City. 
Riding (DEX) 
The sport or activity of riding horses or a specified mount. 
Cooking (INT) 
Prepare (food, a dish, or a meal) by combining and heating the ingredients in various ways 
 

Spells 

Spell Pool Point (CON + INT score) 27 Spell Save DC (8 + casting modifier+ Proficiency score) 13 Ranged or melee 
attack +2 

 

Frostbite 
Casting Time: 1 Minor Action Range: 10 yards (9m) 
Duration: Instantaneous 
Cost: 0 SP 
You cause numbing frost to form on one creature that you can see within range. The target must make a Constitution saving throw. On a failed 
save, the target takes 2D4 cold damage, and it has disadvantage on the next attack roll it makes before the end of its next turn. Any stone-based 
creature takes double damage, and a successful save reduces the damage by half instead of nullifying the damage. 
Ray of Frost 
Casting Time: 1 Minor Action Range: 20 yards (18m) 
Duration: Instantaneous 
Cost: 0 SP 
A frigid beam of cold energy streaks toward a creature within range. Make a ranged spell attack against the target. On a sucessfull hit the target 
takes 2D4 Cold damage and it's speed is reduced by 10 yards (9m). for one round. 
Spit Acid 
Casting Time: 1 Minor Action 
Range: 60 Ft 
Duration: Instantaneous 



Cost: 0 SP 
You spit a blob of acid. Choose one creature within range or choose two creatures within range that are within1 yard (1m) of each other. A target 
must succeed on a Dexterity saving throw or take 2D4 acid damage. 
Thunder Clap 
Casting Time: 1 Minor Action 
Range: 1 yard (1m). Radial Burst 
Duration: Instantaneous 
Cost: 0 SP 
You create a burst of thunderous sound that can be heard up to 33 yards (30m) away. Each creature within range, other than you, must succeed on 
a Constitution saving throw or take 2D4 thunder damage. 
Stone Missile 
Casting Time: 1 Major Action Range: 26 yards (24m) 
Duration: Instantaneous 
Cost: 1 SP 
This spell allows the caster to create a ball of stone and hurl it at an enemy, dealing 1D6 Bludgeoning damage on a successful attack. For every 
extra spell point that is spent when casting this spell, the caster can create an additional stone missile. Roll a ranged spell attack for each stone 
missile that is fired at a target. The stone missile(s) can be fired at the same or multiple targets in range. 
 

 

Magic Item  

Staff of the Key   

This staff is in the shape of a Lucerne Hammer with a blood red 10-point sapphire power stone under the dague. 

Not only a formidable weapon, but the user also gains access to an ancient spell:  
 
Mage Lock Validus  
Casting Time: 2 Major Actions 
Range: Touch 
Duration: Permanent  
Cost: 10 SP 
   
Locks or unlocks an object or portal that can be opened and closed, magically. The object can be a door, box, chest, a set of manacles, a padlock, 
door, another object or portal that can be opened and closed. The object does not open unless you or a creature you designate when casting this 
spell are the ones opening it, the spell is dispelled, or the object itself is destroyed. Any spell used to circumvent this spell must beat the Spell 
Save DC of 21.   
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make it enforceable. 

 15. COPYRIGHT NOTICE Open Game License v 1.0a Copyright 2000, Wizards of the Coast, LLC. System Reference Document 5.1 Copyright 
2016, Wizards 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. The Portal of 
Madness © 2020 Three Hound Design, LLC. END LICENSE   
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