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The prison was built in the middle of the Shifting 
Dunes, deep in the desert. Its sole purpose was to 
contain prisoners who had committed the worst crimes. 
It wasn't bound to any single country; judges from all 
nations could send their most dangerous criminals here. 
The prison was a multi-level complex, built entirely 
underground with only one entrance, surrounded by 
hundreds of traps and the uninhabitable desert. All 
prisoners were fitted with anti-magic bracelets and 
tattooed to block their access to magic, rendering them 
incapable of casting or access to any connections to 
their patrons or gods. The guards of Hab'raman Delar 
were highly trained killers, skilled fighters, and 
powerful magic users.

The guards cultivated herbs to maintain order among 
the prisoners to soothe tempers and promote peace. A 
reward system was also implemented. Occasionally, 
prisoners could sign up to fight in the Arena, and the 
strongest among them earned privileges such as time in 
the library or access to the sanity ward—a rare 
sanctuary where real trees grew, providing a touch of 

Background
nature to soothe the mind.

Decades ago, a riot broke out, ending in a bloodbath. 
The prisoners somehow disabled the anti-magic tattoos 
and bracelets, slaughtering most of the guards. 
Archmage Captain Liysonne K'rinthal fought a final 
battle against the prisoner leader, ultimately defeating 
them. However, the magic storm unleashed during the 
battle interfered with the entropy orbs, triggering a 
chaos storm that killed all living beings in the prison, 
transforming some into mindless monsters.

Since then, the prison has been abandoned. From time 
to time, adventurers descend into the tunnels, but none 
have ever returned to the surface. The corridors are 
filled with countless traps, chaos-infused magic, and 
unimaginable monsters lurking in the shadows.

Despite these dangers, the bravest adventurers are still 
drawn to the ruins, tempted by the tales of powerful 
magical items lost within—artifacts once wielded by 
the guards themselves.

There is an eerie, faint magical light everywhere in the 
dungeon.

Hab'raman Delar
The Unbreakable Prison

Secret door
Fire breathing trap
Dart trap

=5 ft.
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1. Entrance
The stone archway descends into the hall, carved out 

of sandstone and weathered by time and sand. The floor 
and stairs are smooth but marred by cracks and patches 
of dust. Dim light filters through the entrance, while a 
bluish light glows faintly from below.

The stairs lead to a turn where hundreds of metal 
spikes protrude from the sandstone. It is a defensive 
structure—prisoners who tried to turn back in the past 
were forced into the spikes by the guards.

2. Check-In Hall 
The hall is approximately 45 feet wide, but a metal-

barred wall narrows it down, with sharp glass spikes 
protruding out next to them, preventing anyone from 
stepping close to the bars. In front of the stairway, a 
ballista points toward the corridor, serving as a fail-safe 
against prisoners' aggression. On the other side of the 
bars, six smaller ballistae are mounted—four aimed at 
the stairs and two directed toward the prison's interior. 
Weapon stands, filled with melee and ranged weapons, 
line the opposite side of the bars. The hall features four 
metal gates for entry, each of which was manually 
controlled in the past. They can still be opened with a 
successful Dexterity (Sleight of Hand) roll against DC 
15 (per gate). A long-dead guard's body is laying on the 
other side of the bars, with a keyring on his belt. (Those 
keys can open the gates here in the Check-In Hall, and 
the iron gates on the corridor numbered 3.

3. Corridor
Three iron gates block the corridor’s west part, their 

iron bars forming a lattice of rust and corrosion. The 
guard's key from the Check-In Hall can open these 
gates, or a successful Dexterity (Sleight of Hand) roll 
against DC15 will suffice. The hinges creak faintly 
when opened, and a strange draft seeps through from 
beyond, carrying the smell of leaves.

At the  east end of the hallway where it turns to the 
south one small sandstone block on the wall conceals a 
hidden switch. Activating it disables the traps in area 6. 
Spotting the switch requires a successful Intelligence 
(Investigation) roll against DC19.

4. Herb Garden
Three rows of raised herb beds dominate this room, 

and a strange, sun-like magical light emanates from the 
ceiling. Many flowers still bloom in the soil, but their 
growth appears chaotic—as though untouched by order, 
left to nature's whim. A corridor opens on the west wall, 
and a staircase leads downward in the southeast corner.

5. Secret Cavern
The guards grew Blue Delirn, a flower that, when 

boiled in water, produces a sedative. They used it to 
keep the prisoners' aggression levels low. A small crack 
in the cavern wall allows fresh water to trickle out, 
gathering in a small cistern—possibly used for watering 
the plants and trees.

7. Collapsed Stairway
A steep stairway descends into rubble halfway down. 

Chunks of stone and twisted metal beams lie scattered, 
making the descent hazardous. The walls bear deep, 
jagged cracks. A successful Strength (Athletics) roll 
against DC12 is required to climb through the rubble. 
The space between the rubble and the ceiling is tight; 
creatures taller than 5 feet or heavier than 120 pounds 
cannot squeeze through without removing some rocks.
8. Sanity Corner
Magical, sun-like light emits from the ceiling, which 

towers 60 feet above. Clay pots filled with various 
flowers and plants line the walls. The main attractions 
of the room are three large trees: two of them are dead 
and dried out, but one still bears green leaves. The air in 
this room is fresh and forest-like. Guards used this 
space to relax and enjoy a touch of nature, occasionally 
allowing an hour of access to prisoners who won in the 
Arena.

Encounter: One of the tree is a treant and the other 
one is an awakened tree.

9. Corridor with secret door
 A successful Intelligence (Investigation) roll of DC16 

is required to spot the small sandstone block that is a 
different color due to frequent use. Behind the secret 
door lies a narrow corridor.

10. Store Room
 This room was primarily used for weapon storage, but 

it has been almost entirely emptied. A pair of daggers 
(normal daggers) remains on the floor.

11. Angel Statue
 The corridor leads to a room dominated by a 15-foot-

tall stone angel statue. A successful Intelligence 
(Investigation) roll against DC15 reveals a stone button 
on the east side of the statue and some dust-filled 
grooves that allowed small wheels to move the statue 
back and forth. Pressing the button causes the statue to 
slide backward, completely blocking the iron gate 
behind it. 

12. Champion's Wrath
 A successful Intelligence (Investigation) roll of DC16 

is required to spot a very small keyhole in the wall. The 
door can be opened with thieves' tools using a 
successful Dexterity (Sleight of Hand) roll against 
DC18, or without tools with a roll against DC23. 
Behind the door, stairs lead down to a small chamber.

 The stairs descend into a small chamber with two unlit 

braziers and a weapon stand holding a glowing weapon 
(+3 weapon of your choice). A marble tablet nearby 
reads:

"Champion's Wrath - The greatest prisoner, Karan dul 
'Tavar's weapon. Karan defeated all of his foes and was 
the only prisoner granted free access to every part of 
the complex. He won in the Arena 72 times, and even in 
his old age, no one was brave enough to challenge 
him."

13. Dragon's Lair
This room has a fountain in the middle, three exits, and 

two stone dragon heads that once served as gargoyles, 
filling the fountain with water. Now, they are lifeless 
and inert.

Fountain of Death. Once a serene, flowing fountain, 
it has been corrupted by chaos magic and years of 
neglect. The water is now poisoned and algae-filled, 
turning a sickly green. If a player drinks the water, they 
become poisoned and nauseated for d6 hours on a 
successful Constitution saving throw against DC16. On 
a failed save, the player loses d20 HP per hour for d20 
hours.

North iron gate. A successful Dexterity (Sleight of 
Hand) roll against DC15 will open this gate. The hinges 
creak faintly when moved. Beyond it lies a long 
corridor that first leads north before turning westward.

14. Storeroom
A successful Intelligence (Investigation) roll against 

DC16 is required to spot a small sandstone block that is 
a different color due to frequent use. Behind the secret 
door lies a narrow corridor leading to a storage room.

The room is stacked with crates and boxes. One box 
contains d100 silver bracelets with small jade stones 
and runes. These are anti-magic bracelets. Anyone 
within 5 feet of a bracelet is unable to cast any type of 
magic or use magical abilities. Some crates contain 
shackles and chains, while another holds tattoo kits 
(though most of the ink is dried out). Many boxes hold 
plain cotton shirts and pants, the standard clothing for 
prisoners.

15. Secret Storage
An opening in the corridor wall reveals a stairway 

leading downward to a small, empty room which lead to 
a  small storage room, now completely picked clean.

Keyed encounters

6. Crypt
A successful Dexterity (Sleight of Hand) roll against 

DC15 will open this gate. The hinges creak faintly when 
moved. Beyond the gate lies a room filled with stone 
sarcophagi, all of them empty. Each sarcophagus 
features a stone dragon's head resting on its lid, with the 
dragons' open mouths facing outward. Red curtains 
decorate the alcoves, adding an eerie ambiance.

Dart Trap.   To spot this trap, adventurers must 
succeed on an Intelligence (Investigation) roll against 
DC16. If anyone walks in front of the dragon head 
(marked as area 13), they trigger the trap. From the 
dragon's open mouth, poison darts fly out, causing 1d6 
piercing damage and 3d4 poison damage. A successful 
Constitution saving throw against DC16 halves the 
poison damage. A successful Dexterity saving throw 
against DC17 avoids the darts entirely.

Fire Breathing Trap.       To spot this trap, adventurers 
must succeed on an Intelligence (Investigation) roll 
against DC16. If anyone walks in front of the dragon 
head (marked as area 14), the trap is triggered. From the 
dragon's open mouth, streams of fire erupt, dealing 4d6 
fire damage. A successful Dexterity saving throw 
against DC18 reduces the damage by half.

A successful Dexterity (Sleight of Hand) roll against 
DC15 will open this gate. The hinges creak faintly when 
the gate is opened.
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16. Food Storage
Barrels and wooden crates fill this room. Opening the 

crates reveals nothing; the contents have decayed with 
time. Some barrels still contain wine or cheap ale. 
Unfortunately, likely due to the magic storm, some wine 
barrels hold dead fish—or worse, dead rats—that, 
strangely, have not dissolved. One ale barrel contains a 
bizarre dead creature resembling a scarab with glowing 
chitin.

17. Drainage
This empty room features a sewer drainage system. 

However, the iron bars over the drain have been forced 
open, bent, and ripped apart, revealing a tunnel beneath.

18. The Pipe
This tunnel is approximately 40 feet long and 4 feet in 

diameter. A dwarf can walk through it comfortably, but 
taller races will need to crouch. It is spacious enough to 
allow movement despite the restricted height.

19. Hidden Room
The pipe leads to a room that was once decorated and 

used for multiple people. A wooden table, beds, and 
crates lie shattered, as though smashed against the walls 
by brute force. A broken chest near the wall contains:

A chime of opening, two broken silver bracelets with 
small jade stones and runes, and a faded parchment with 
scribbled maps of corridors and guard routes, though it 
is mostly useless now

20. Trapped Corridors
These two corridors have catwalk flooring and are 

trapped throughout. Below the floor lies complete 
darkness - even darkvision cannot penetrate it. The drop 

is 30 feet, ending in massive metal spikes that fill the 
ground below. Walking on the floor causes it to open 
randomly. Anyone who falls into the trap suffers 4d6 
bludgeoning damage from the fall and 2d10 piercing 
damage from the spikes. There is no way to spot or 
avoid the traps

There is no way to avoid the traps by normal means, 
but with flying, levitation, or other magical abilities, it 
is possible. The traps are triggered either by stepping on 
the floor or passing through the corridor.

21. Stairs
A staircase descends further into the complex, and at 

its bottom an iron gate blocks the corridor. A successful 
Dexterity (Sleight of Hand) roll against DC15 will open 
this gate. The hinges creak faintly when moved. Beyond 
it, the corridor continues.

22.Crypt
Stone graves line the walls on both sides, marking the 

resting place of fallen guards.
Encounter: There are 5 mummies in the room in the 

sarcophagi.

23. Store Rooms
Crates filled with blue guard uniforms (at least a 

dozen), leather boots, and three chain mails.

24. Hallway
A hallway leading from room 6 with 3 iron bars, one 

at the north end, at the middle and the south end. A 
successful Dexterity (Sleight of Hand) roll against 
DC15 will open a gate. The hinges creak faintly when 
moved.

25. Food Storage
This room is filled with broken boxes that once 

possibly held food, now reduced to dust and rock-hard 
remnants.

A narrow wooden staircase descends into a cold 
cavern leading to area 26.

26. Storage Cavern
 A natural cavern filled with barrels and crates, most of 

which are broken and once held food, now reduced to 
dust. Some barrels still contain wine. Moss hangs on the 
walls, and the air is colder here. Dozens of grain sacks 
are stacked against the western wall, most of them 
ripped and crumbling to dust, leaving nothing 
salvageable.
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27. Armor Room
A small room with three looming but corroded and 

useless plate armors.

 28. Anteroom
There are four hallways meeting at this point. The 

north-east corridor is barred by an iron gate, the south  
corridor is barred by two iron gates on both ends.  A 
successful Dexterity (Sleight of Hand) roll against 
DC15 will open a gate. The hinges creak faintly when 
moved. 

29. Body Dump
This natural cavern has moss hanging on the walls and 

thousands of small mushrooms covering the floor. It is 
impossible to walk through without stepping on the 
mushrooms. In the middle of the cavern is a fountain 
fed by a natural source, still dripping water. If a player 
steps on the mushrooms, some will break and release 
spores into the air throughout the cavern.

Players must roll a Constitution saving throw against 
DC17. On a success: They feel a burning sensation in 
their lungs, preventing them from casting magic or 
speaking for d20 minutes. On a failure: In addition to 
the above effects, they suffer 2d6 burning damage.

The guards used this cavern as a body dump, 
discarding the remains of prisoners who lost in the 
Arena.

30. Weapon Storage
The chest contains two suits of scale mail and one suit 

of chain mail, while the table holds various weapons, 
some of which are rusty and worn. These were the 

weapons prisoners used to fight in the Arena.

31. Arena
The Arena has three levels with stone seating for the 

audience and a sand-covered pit at the center. Two stone 
pillars rise from the pit, one of which is cracked and 
fallen. Skeletons are chained to the pillars and the walls, 
remnants of the battles fought here many years ago. 
There is a sparkling gemstone in the arena's sand floor; 
it could either be a jewel or a weapon's pommel stone. 
When the players enter the arena, five skeletons rise 
from the sand along with a terrifying bone devil, 
attacking them. 

32. Lounge
A small room with two comfortable armchairs. Years 

ago, the guards used this space for tea and conversation.

33. Clerk's Office
A small corner office with three desks and chairs 

cramped into the space. A successful Intelligence 
(Investigation) roll against DC16 will reveal a hidden 
compartment within one of the desks that holds a rolled 
parchment and a jade necklace (worth 45 gp). Upon 
opening the parchment, it will magically dissolve 
immediately. Dispel Magic can be used to prevent this 
effect if the parchment is identified.

The letter reads:
"Adrian, sending this to you as a last hope. I am dying, 

and I wanted to tell you that I hid my stash next to the 
Scorch & Scroll shop in the oasis. Dig 2 feet deep on the 
western corner, and you will find it.

Trandon"
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34. Library
A small room with bookshelves and two comfortable 

armchairs. The books are generic, but hidden among 
them are two spellscrolls: ice storm and call lightning.

35. Captain's Office
This room once served as the captain's office, but it has 

been stripped clean. All the furniture is broken and 
smashed, with parchments, books, broken potions, and 
ripped clothing scattered across the floor. A successful 
Intelligence (Investigation) roll against DC18 will 
reveal a hidden pouch inside one of the books. The 
pouch contains: a small diamond (worth 250 gp),  small 
potion, a necklace of fireballs.

Encounter: undead captain.
There is small circular disc hanging from the captain’s 

neck, which allows free passage through corridor 46 
without activating the traps. 

Secret door. A successful Intelligence (Investigation) 
roll against DC16 is required to spot a small sandstone 
block that is a different color due to frequent use. 
Behind the secret door is a small room containing a 
chest.

Captain's Treasure. The chest is heavily trapped with 
two mechanisms:

Magical Trap: If triggered, a fireball engulfs the room, 
dealing 8d6 fire damage (or half damage on a successful 
Dexterity saving throw against DC15).

Mechanical Trap: After the fireball is triggered, a 
poison needle trap activates. This trap can be discovered 
with a successful Intelligence (Investigation) roll 
against DC15 and neutralized with a successful 
Dexterity (Sleight of Hand) roll against DC16. If the 
trap is triggered, a Dexterity saving throw against DC22 
avoids the needle. Failure results in the needle dealing 
3d8 poison damage over two turns.

Inside the chest: A white dragon scale mail, two 
greater healing potions.

36. Guards' Dorm
This was the guards' living quarters, where they slept, 

ate, and talked, living their lives outside of duty. Cards 
are scattered on the table, personal clothing and books 
are stored in chests. Among the generic items, the party 

can find 300 gp worth of jewelry, two wizard spellbooks 
(containing up to level 4 spells; create them as needed), 
and a small chest containing 450 gold coins. Weapons 
are scattered on one of the tables, left neglected for 
decades.

37. Praying Room 
This room contains incense burners, small pots, and 

offering plates placed in front of wall-mounted statues. 
The guards used this space for prayer.

38. Hallway
A long hallway with statues standing in alcoves on 

both sides. 

39. Captain Leenard's Crypt
A stone sarcophagus with golden edges is surrounded 

by magically lit braziers. A broken battleaxe rests atop 
it, and a carved marble tablet hangs on the side. It reads:

"Here lies Captain Leenard, who ran the prison for six 
decades and single-handedly defeated Champion 
Goretusk when his battleaxe broke upon the minotaur's 
horn."

40. Cave-In
The corridor turns and descends, but a pile of rocks 

and rubble completely blocks the way. There is no way 
to climb through it; the path is entirely obstructed.

41. Cavern
Lake Under the water lies the massive head of a stone 

statue, resembling a titan. The eerie light reflecting off 
the water reveals its face, looking upward as if gazing at 
something. There is no way to determine how deep the 
lake is.

A wooden bridge spans a ravine filled with cavern 
water. The drop beneath the bridge is at least 300 feet. 
The ravine opens into a cavern-lake where the head of a 
stone statue can be seen under the water.

There is a small plateau ath the south-east side of the 
cave. This plateau is almost impossible to reach unless 
a player climbs the wall using moss and vines. A 
skeleton, a fishing rod, and a small stool lie on the 
plateau. Was someone fishing here? Who killed them?
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42. Storage Cavern
The stairs descend into a natural cavern. The ceiling 

here is about 10 feet high. This natural cavern contains 
crates and chests stacked against the walls. These likely 
held food, but everything inside has long since decayed.

43. Storage Cavern
Pots and jugs are stacked against the walls, and a small 

opening at the cavern's end is likely connected to an 
underwater source, as water flows through it, dampening 
some of the stored items. Some pots are sealed with a 
black, clay-like substance, while others contain scrolls 
(wet and crumbling unless carefully handled).

At the eastern end, near the water, there are piles of 
rubble, moldy crates, and clothing, all soaked by the 
water. Possible loot includes: spell scroll of control water, 
spell scroll of firestorm, 5 pots of gunpowder (A 
successful thrown attack with a pot causes it to explode 
in a 10-foot radius, dealing 10d4 fire damage).

Encounter: While the players are searching, a clay 
golem emerges from the wall and attacks them.

There is a tunnel starting from the north-east corner, 
which connects the storage room with the cavern lake. 
Only a small creature can fit through, and it requires 
swimming 40 feet in a single breath.

44. East-West Hallway
Five iron gates are locked in place on this long corridor. 

A successful Dexterity (Sleight of Hand) roll against 
DC15 will open a gate. The hinges creak faintly when 
moved. The corridor descends slightly, designed to delay 
prisoners in case of a riot, giving guards time to prepare.

45. Ballista Corner
This corner houses a ballista and ammunition, 

positioned to point toward the prison complex.

46. South-North Hallway
A long descending corridor with nine alcoves, each 

containing a large bronze dragon head. The corridor has 
magical wards that detect movement. If a player attempt 
to pass, the heads try to spit fire like dragon breath. 
However, they haven’t been maintained for long, and 
only three of them work, while the rest only spits some 
oils, smokes or burns out after a small spark. To avoid the 
fire from the working traps, players must succeed on nine 
Dexterity (Acrobatics) rolls against DC15. Each breath 
inflicts 3d6 fire damage.

47. West-East Hallway
Near the west end of the hallway there is a pressure-

sensitive trap. If a player steps on it, the floor opens, 
revealing a cave below filled with metal spikes. The drop 
is 30 feet, and anyone falling into the trap suffers 4d6 
bludgeoning damage from the fall and 2d10 piercing 
damage from the spikes.

48. North-South Hallway
The corridor descends more steeply and contains four 

large bronze tubes built into the walls, each around 5 feet 
in diameter. Upon reaching the middle of the corridor, the 

tubes open, rapidly filling the 
corridor with water and 
washing players toward 70.

To resist the current, players 
must succeed on a Strength 
(Athletics) roll against DC25. 
If they are swept to 70, the DC 
lowers to 18 as the water 
pressure decreases. At 70, the 
corridor begins to ascend, and 
the water stops, draining 
through cracks in the walls 
over the next 15 minutes.

49. Deepest Point
This is the lowest point in the 

corridor.
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50. Rock Pile
Stairs that once descended further have collapsed. An 

earthquake likely shook the prison in the past, causing 
this area to sink 40 feet and rendering the stairway 
impassable.

Everything in the prison complex appears old and 
broken, as though time flows differently here, or 
something has corrupted it.

51. Prison Area
Cells line the walls, most containing two cracked and 

dirty wooden beds with buckets beside them. Some cells 
hold only one bed, while others have three.

At the center of this area is a torture section, featuring 
cages, shackles, stretching racks, and various torture 
tools.

52. Small Opening
Three corridors converge in this section of the prison.

 53. Floor Trap
Another pressure-sensitive trap. If triggered, the floor 

opens, revealing a cave below filled with metal spikes. 
The drop is 30 feet, and anyone falling into the trap 
suffers 4d6 bludgeoning damage from the fall and 2d10 
piercing damage from the spikes.

54. Guards' Bedrooms
Broken beds and chairs, along with torn carpets, fill this 

room. Everything has been picked clean. These rooms 
were once used by guards for resting between shifts or 
during breaks.

55. Guards’ Common Room
This room contains three broken tables and chairs, with 

a weapon rack against the wall. Among the normal 
weapons, there is a +1 katana and a +1 kite shield lying 
on the floor.

Encounter: Between the stone tables, a wraith and two 
shadows lie in wait, ready to ambush the players.

56. Side Room
This room has been completely picked clean, with 

nothing left except a torn carpet.

57. Side Room
This room has been completely picked clean and is now 

empty.

58. Narcotic Tea Storage
This room contains barrels, some still filled with the tea 

used to calm prisoners. A single cup of tea can alter the 
mood of the drinker, making them kind and slightly 
drowsy. A successful Constitution saving throw against 
DC21 completely negates the effect.
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Monsters
UNDED CAPTAIN
Medium undead, neutral evil

Armor Class 16 (natural armor)
Hit Points 136 (16d8 + 64)
Speed 40 ft., climb 20 ft.

STR DEX CON INT WIS CHA
16 (+3) 18 (+4) 18 (+4) 14 (+2) 12 (+1) 16 (+3)

Skilles Arcana +6, Perception +5, Stealth +9
Damage Resistances Necrotic, Poison; Bludgeoning, Piercing, and Slashing 
from Nonmagical Attacks
Damage Immunities Cold
Condition Immunities Charmed, Exhaustion, Poisoned
Senses Darkvision 120 ft., Passive Perception 15
Languages Common, Abyssal
Challenge 11 (7,200 XP)

Undead Fortitude. If damage reduces the captain to 0 hit points, it must make 
a Constitution saving throw with a DC of 5 + the damage taken, unless the 
damage is radiant or from a critical hit. On a success, the captain drops to 1 hit 
point instead.
Assassinate. During its first turn, the captain has advantage on attack rolls 
against any creature that hasn't taken a turn. Any hit the captain scores against a 
surprised creature is a critical hit.
Evasion. If the captain is subjected to an effect that allows it to make a 
Dexterity saving throw to take only half damage, it instead takes no damage on 
a success and half damage on a failure.
Innate Spellcasting. The captain's innate spellcasting ability is Charisma (spell 
save DC 15). It can innately cast the following spells, requiring no material 
components:
At will: Mage Hand, Minor Illusion
3/day each: Misty Step, Darkness, Counterspell
1/day each: Greater Invisibility, Dimension Door
Actions
Multiattack. The captain makes three melee attacks with its Shadow Blade.
Shadow Blade (Magic Weapon). Melee Weapon Attack: +8 to hit, reach 5 ft., 
one target. Hit: 15 (2d8 + 4) psychic damage. The target must succeed on a DC 
15 Constitution saving throw or be unable to regain hit points until the end of 
its next turn.
Life Drain (Recharge 5–6). The captain targets one creature within 30 feet. 
The target must succeed on a DC 15 Constitution saving throw or take 36 (8d8) 
necrotic damage. The captain regains hit points equal to half the damage dealt.
Bonus Actions
Shadow Step (Recharge 5–6). As a bonus action, the captain teleports up to 60 
feet to an unoccupied space it can see that is in dim light or darkness. It has 
advantage on the first melee attack it makes before the end of its turn.
Reactions
Parry. The captain adds +3 to its AC against one melee attack that would hit it. 
To do so, the captain must see the attacker and be wielding a melee weapon.
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(b)"Derivative Material" means copyrighted material including 
derivative works and translations (including into other computer 
languages), potation, modification, correction, addition, extension, 
upgrade, improvement, compilation, abridgment or other form in 
which an existing work may be recast, transformed or adapted; (c) 
"Distribute" means to reproduce, license, rent, lease, sell, broadcast, 
publicly display, transmit or otherwise distribute; (d)"Open Game 
Content" means the game mechanic and includes the methods, 
procedures, processes and routines to the extent such content does 
not embody the Product Identity and is an enhancement over the 
prior art and any additional content clearly identified as Open Game 
Content by the Contributor, and means any work covered by this 
License, including translations and derivative works under copyright 
law, but specifically excludes Product Identity. (e) "Product Identity" 
means product and product line names, logos and identifying marks 
including trade dress; artifacts; creatures characters; stories, 
storylines, plots, thematic elements, dialogue, incidents, language, 
artwork, symbols, designs, depictions, likenesses, formats, poses, 
concepts, themes and graphic, photographic and other visual or 
audio representations; names and descriptions of characters, spells, 
enchantments, personalities, teams, personas, likenesses and special 
abilities; places, locations, environments, creatures, equipment, 
magical or supernatural abilities or effects, logos, symbols, or 
graphic designs; and any other trademark or registered trademark 
clearly identified as Product identity by the owner of the Product 
Identity, and which specifically excludes the Open Game Content; (f) 
"Trademark" means the logos, names, mark, sign, motto, designs that 
are used by a Contributor to identify itself or its products or the 
associated products contributed to the Open Game License by the 
Contributor (g) "Use", "Used" or "Using" means to use, Distribute, 
copy, edit, format, modify, translate and otherwise create Derivative 
Material of Open Game Content. (h) "You" or "Your" means the 
licensee in terms of this agreement.

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

3. Offer and Acceptance: By Using the Open Game Content You 
indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use 
this License, the Contributors grant You a perpetual, worldwide, 
royalty-‐‑ free, non-‐‑ exclusive license with the exact terms of this 
License to Use, the Open Game Content.

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

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

COPYRIGHT NOTICE of any original Open Game Content you 
Distribute.

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

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

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

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

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

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

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

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

15. COPYRIGHT NOTICE
Open Game License v 1.0a 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.

END OF LICENSE


