Owlbear Wood is a Fifth Edition plug-in adventure
for four characters with an average party level
(APL) of 1, 3, 5, or 8. This document offers details
for each level and makes adjustments accordingly.
The party is tasked with traveling into a deep forest
crawling with beasts, bandits, and fey to hunt down
an owlbear that has been attacking nearby people

OWLBEAR WOO0D

and livestock.

PLUG-IN ADVENTURE

As a plug-in adventure, the adventure content
serves as drop-in material for game masters who
wish to add a dungeon to a preexisting campaign or
need a side quest. If you need a hook for this ad-
venture or already have a similar hook, the Owlbear

Omeria Placement

If you're running a campaign that takes place in DM-
Dave’s setting Omeria, you can place this adventure
into any of its major deciduous forests. It fits partic-
ularly well in the forests north of the Basilisk’s Spine
Mountains: Vaskil Valley, Wallingmiotta, or Sabalona
Timberlands. The forests surrounding Tall Kuyji and
Steel Church also work well, as do the forests of
The Summer Land.

RUNNING THE ADVENTURE

To run the adventure, you need the three Fifth
Edition core rulebooks. If you don’t have a copy,
you can access a free basic ruleset from the official
source.

Wood Hooks table below offers details for introduc-
ing this adventure to your players.

Gold Reward. If the factions need to further incen-
tivize the characters, they are willing to offer a total
of 500 gp per level of the adventure on successful

completion of the task.

Text that appears in a box like this is meant to
be read aloud or paraphrased for the players
when their characters first arrive at a location
or under specific circumstances, as described
in the text.

Owlbear Wood Hooks

d8 | Side Quest Type | Faction Details
1 Fetch Quest Company of A high-ranking member of the faction wants an owlbear as a pet.
the Many The characters are tasked with delivering an owlbear egg so that it
may be hatched and imprinted on this individual.
2 | Recover Stolen Dream Enders | A courier carrying an important trinket was lost traveling cross
Item country in owlbear territory. A diviner reported the trinket is on
the move and likely was eaten along with the courier. Retrieve it
however you see fit. (P.S. Please clean it.)
3 | Receive Infor- Doom Blades | There are rumors of owlbears being sighted, but the Blades need
mation more information to determine the best course of action, or the
lack thereof. Whatever you find you keep.
4 | Rescue Mission | Fellowship of | The Fellowship received word from an animal messenger that one
the Crimson of their agents is injured and trapped in the forest. They don’t
Staff leave their own behind and task the characters with the rescue.
5 | Find a Missing The Circle Members of the Circle were last heard from heading into the wood
NPC Unbroken about a week ago. The characters need to find out what happened
to them, and fast, if rumors about an owlbear living closeby prove
true. (They are the hunters slain by bandits in area 3.)
6 | Monster Hunt Witnesses of Owlbears are a perfect example of cross-species hybridization, and
the Worm the Witnesses would like one to study for their experiments. They
can work with either a living or a dead specimen.
7 | Supernatural Answers for The Answers have received word of an owlbear with unusual eyes
Investigation the Righteous |and seemingly abnormal senses. The characters should capture it
alive and bring it to them for study.
8 | Secure Aid Gold Fingers The Gold Fingers want the aid of the intelligent creatures in the
on the Iron forest; their expertise in the location and their magic could prove
Hand useful for travel through and defense of the area. As long as the
owlbear roams the wood, these relations cannot be made safely.
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When a creature’s name appears in bold type,
that’s a visual cue pointing you to its stat block as
a way of saying, “Hey, game master, make sure you
get this creature’s stat block ready—there’s going
to be an encounter!” If the stat block appears in the
Appendix of this adventure, the text tells you so;
otherwise, you can find the stat block in the core
rulebook.

Spells and nonmagical equipment mentioned in the
adventure are described in the core manual for play-
ers. Magic items are described in the core manual
for game masters unless the adventure’s text directs
you to an item’s description in the Appendix.

LEVEL SELECTION

Before play, be sure to know the level at which you
wish to run the adventure. Overall, the locations and
their descriptions in the adventure remain unchanged
throughout the levels. However, most of the encoun-
ters, hazards, traps, and treasure scale with each
level of the adventure. The keyed locations will pres-
ent the differences between each level.

Also, the adventure works for more than just the
listed levels. If you wish to run this adventure for
levels other than 1st, 3rd, 5th, or 8th, the chart
below shows you which version of the adventure
you should select for each level. A given version of
the adventure might be easier or harder for a given
party. It's not recommended that you run this adven-
ture for characters with an average party level of 10
or greater as they might find the adventure too easy.

Scaling the Adventure

Average | RRecommended | Relative Difficulty
Party Level | Adventure
Version

1 1st-level Hard

2 1st-level Medium
3 3rd-level Hard

4 3rd-level Medium
5 5th-level Hard

6 5th-level Medium
7 8th-level Deadly
8 8th-level Hard

9 8th-level Medium

OWLBEARWOOD

The Owlbear Wood is a dense, sprawling forest filled
with threats, secrets, and exploration opportunities.
Many different creatures have called the forest home
throughout history, and that remains true today.
The ruins of long-lost elven communities, iniquitous
bandit populations, ferociously territorial monsters,
and magical ponds are just a few of the potential oc-
cupants of the wood. Though the forest itself is not
magical, it has thus far resisted the efforts of any to
tame it.

Whatever the hook that brings them into the
forest, the characters must delve into its depths
and engage with its occupants to track down the
supposed owlbear that they have been tasked with
hunting. Because this adventure takes place in an
outdoor environment which relies more on over-
land exploration and random encounters rather than
keyed encounters, this section details the features of
the forest and how to manage the adventure.

INTo THE WooD

Have the party designate one party member as the
navigator. The navigator can even be an NPC, such
as a scout or farmer (commoner with Survival +4)
who lives near the forest. Should they so choose,
the party can switch their navigator after each
navigation check they make. When the characters
first enter the forest, have the navigator make a
Wisdom (Survival) check. If the navigator has the
Natural Explorer feature with forest as their chosen
terrain type, they make this check with advantage.
Each navigation check represents two hours of in-
game travel time. The party spends much of this
time clearing brush and navigating through winding
paths.

Use the Navigation table below to determine what
happens to the party based on the check’s result. If
the party travels deeper into the forest, roll the given
number of dice to determine which area of the forest
the party finds themselves via the Forest Location
table. Locations marked with an asterisk can only
be found if the party discovers clues that give them
bonuses to the Forest Location check. Each time the
characters discover a Forest Location, they must
roll another Wisdom (Survival) check to continue
traveling. If a roll on the Forest Location table would
lead to a location the party already visited, reroll the
result.
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Navigation

Forest Location

Check
Result

Outcome

0-9 The party loses its path, travels in a
rough circle, and triggers an encounter
from the Random Encounters table.

10-14 | The party travels deeper into the forest.
Roll 1d4, then reference the Forest Loca-
tion table to determine which part of the
forest the characters discover.

15-24 | The party travels deeper into the forest.

forest the characters discover.

Roll 2d4, then reference the Forest Loca-
tion table to determine which part of the

25+ The party finds the owlbear cave in the

heart of the forest, area 10.

Check Result

Location

Area 1 - Forked Path

Area 2 - Campsite

Area 3 - Lumber Camp

AIW[IN|=

Area 4 - Wood Copse

Area 5 - Wood Clearing

Area 6 - Hermit’'s Cabin

Area 7 - Blightwoods

Area 8 - Elven Ruin

Area 9 - Satyr’s Pond

Slo|ow|N|o|on

-—
+

Area 10 - Owlbear Cave*

Random Encounters (d700)

Encounter 1st Level 3rd Level 5th Level 8th Level
1d4 + 2 constrictor snakes 01-10 - — —
2d4 blink dogs 11-20 — — -

1 druid 21-30 — - -
1d6 bandits 31-40 01-10 — —
1d4 + 4 wolves 41-50 11-20 — —

1 awakened tree 51-55 21-30 — -
1d6 harpies 56-60 31-40 — —
1d8 + 1 orcs 61-65 41-50 01-10 —

1 giant boar 66-70 51-55 11-20 —
2d4 hobgoblins 71-75 56-60 21-30 —
2d6 gnolls 76-80 61-65 31-40 —

1 phase spider 81-85 66-70 41-50 —
1d6 giant toads 85-90 71-75 51-55 —

1 grick 91-00 76-80 56-60 -
1d6 wererats — 81-85 61-65 01-10
1d4 + 2 gricks — 86-90 66-70 11-20
1 unicorn — 91-95 71-75 21-30
1d4 pegasi — 96-00 76-80 31-40
1d4 giant elk — — 81-85 41-50
4d4 dire wolves — — 86-90 51-55
2d4 centaurs — — 91-95 56-60
1d6 + 2 werewolves - - 96-00 61-65
1d4 + 1 ettercaps and 2d10 giant spiders | — — — 66-70
1d4 + 2 shambling mounds - - - 71-75
1d8 trolls — - - 76-80
1 young green dragon — — — 81-85
1 treant - - - 86-90
1d4 wraiths - - - 91-956
2 spirit nagas — — — 96-00
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CamPING IN THE WooD

Woob LocATions

The Owlbear Wood can be a dangerous place. Prop-
erly setting up camp is critical to getting restorative
rest and avoiding the ire of the wood’s other occu-
pants. To determine how the party fare during their
overnight stay in the wood, the characters must
make a special group check to represent their efforts
finding a good site, scouting the perimeter, preparing
food, and other camp activities. The group check in-
volves multiple individual checks, none of which are
the same. Anyone can make any of these checks,
but only one character can attempt each check and
they can’t receive help.

The party must make three checks: Intelligence
(Nature), Wisdom (Survival), and an additional third
check of a player’'s choice to represent a particular
camp activity, such as a Charisma (Performance)
check for fireside entertainment or a Strength (Ath-
letics) check to help with brush clearing. The DC for
each of the checks is determined by the last area of
the forest through which the characters traveled, as
shown on the table below.

Camping DCs
Forest Area DC
1-4 10
5-6 15
7-8 20

Once all the checks related to camping have been
rolled, the party’s success or failure is determined.
There are three levels of success or failure, deter-
mined by the results of the party’s group check. A
total success occurs when every roll in the group
check is a success. Two successful checks indicate
a success, and two or more failed checks indicate a
failure.

Camping Results

Result Outcome

Failure The party is attacked during the night.
Roll on the Random Encounters table to
determine the nature of the encounter.

Success | The party rests without issue.

Total The party experiences a particularly

Success |restorative rest. Each party member
receives one point of Inspiration.

After the characters discover a location in the forest,
refer to the appropriate location below to determine
what they find there. Each location can be rep-
resented by an Into the Wilds forest map by Tom
Cartos.

1 - Forked Path

The interior of the wood is dense and sparsely
traveled, but rough paths are maintained at the
outer edges of the wood, which are often used by
hunters. These paths provide good opportunities for
bandits to ambush unsuspecting targets.

The rugged dirt path on which you are travel-
ing begins to fork up ahead, several dozen feet
away from you. A horse-drawn wagon lies
overturned in the middle of the path before
the fork, its horse absent and its ambiguous
cargo spilled over the forest floor. Two men
stand in front of the wagon; one waves both
his arms over his head in your direction, as if
to ask for help.

The overturned wagon completely blocks the path,
forcing travelers to navigate around it through the
dense brush. The bandits in this area target easier
marks such as hunters and merchants, but aren’t
afraid of trying their luck against a group of adven-
turers.

Encounter: Bandit Ambush. The overturned wag-
on is, of course, an ambush. In addition to the two
bandits standing out in the open, one bandit hides
in the interior of the overturned wagon and several
more have concealed themselves in the surround-
ing brush. The bandits attempt to stall for as long
as possible in an attempt to drop the party’s guard,
explaining that their wagon of produce to a nearby
village was overturned when their horse got spooked
and violently freed itself from the wagon, tipping it
over. Characters who make a successful DC 14 Wis-
dom (Perception) check of their surroundings notice
the signs of bandits lurking in the surrounding trees.
The nature of the bandits depends on the level of
the adventure as shown in the table below.

Bandit Ambush Encounter

Adventure Creature
Level
1st 1 thug and 2 bandits
3rd 1 bandit captain and 7 bandits
5th 2 bandit captains and 5 thugs
8th 3 veterans and 6 thugs
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2 - Abandoned Campsite

The trees of the wood part to form a spacious
clearing. Three tents surround a cold, smoke-
less campfire. Two humanoid bodies lie near
the tents, the grass beneath them stained
brown with blood.

This campsite belonged to a group of hunters be-
fore they were ambushed and murdered by bandits.
There are three human male corpses at the camp-
site; two in the grass out in the open and one (who
was attacked first in his sleep) in the northernmost
tent. The body in the tent has had its throat slit; a
DC 10 Wisdom (Medicine) check reveals the other
two bodies show signs of a fight and injuries con-
sistent with piercing and slashing weapons and that
the bodies are probably a few days old. The bandits
who attacked the camp stripped it of anything of
value. Only empty bags and the stench of death
remain.

Random Encounters. \When the characters en-
ter this part of the wood, roll a d20. On a result of
15-20, an encounter occurs with creatures poking
around the campsite. See the Random Encounters
table on page 3 for details.

3 - Lumber Camp

More and more tree stumps become mingled
with the surrounding brush as you work your
way through the wood. Before long, much of
the trees have been reduced to stumps and
you can spot the distant, wood-framed build-
ings of what looks to be an inactive lumber
camp.

This failed lumber camp was abandoned for years
before a local gang of bandits began squatting in
it as outlaws. Senior members of the bandit group
occupy the camp’s two buildings, while other low-
er-ranking members have set up tents on the site.
The site is littered with stacks of old lumber, empty
wagons, and various rusted tools.

Encounter: Bandit Hideout. Depending on the time
of day the party approaches the camp, various mem-
bers of the hideout may be sleeping or partaking in
other activities such as drinking or card games. At
night, the camp always has two guards posted while
most of the other occupants are asleep. The nature
of the bandits depends on the level of the adventure
as shown in the table below.

Treasure: Bandit Cache. The bandits keep small
amounts of loot on their persons as well as a group
cache in a locked chest within the northernmost
building. The chest can be opened with a successful
DC 13 Dexterity check using thieves’ tools, a DC 18

Strength (Athletics) check, or the chest key found
on the bandit leader. To determine the chest’s con-
tents, consult the Treasure Hoard table in the DMG
with a CR that corresponds with the party’s level.

Bandit Hideout Encounter

Adventure | Creature
Level
1st 1 thug and 6 bandits
3rd 1 bandit captain and 9 bandits
5th 2 bandit captains and 5 thugs
8th 4 veterans and 8 thugs

4 - Wood Clearing

The trees of the word momentarily break to
form a spacious clearing approximately seven-
ty-five feet across.

This forest clearing is one of the characters’ first
steps in the right direction, as they now find them-
selves deeper in the forest. So long as the party
doesn’t opt to leave the forest, the party’s navigator
adds +1 to the next Wisdom (Survival) check they
make to navigate through the forest, and +1 to the
next roll they make on the Forest Locations table.

Random Encounters. When the characters enter
this part of the forest, roll a d20. On a result of 16-
20, an encounter occurs. See the Random Encoun-
ters table on page 3 for details.

5 - Copse of Trees

The trees here are denser and taller than the
outskirts of the wood. You estimate that you're
headed deeper toward the wood’s heart.

Like the wood clearing, this copse places the
characters another step closer to reaching their goal
of finding the wood’s center. So long as the party
doesn’t opt to leave the forest, the party’s navigator
adds +1 to the next Wisdom (Survival) check they
make to navigate through the forest, and +1 to the
next roll they make on the Forest Locations table.

Random Encounters. \When the characters enter
this part of the forest, roll a d20. On a result of 14-
20, an encounter occurs. See the Random Encoun-
ters table on page 3 for details.

6 - Hermit’s Cabin

A lantern hangs in the doorway of this home-
ly, single-story wood cabin deep within the
forest. Smoke rises lazily from its stone chim-
ney. A trickling stream babbles pleasantly just
a few dozen feet away.
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This cabin belongs to a halfling hermit named Nor-
der (CG male halfling spy). Norder is a skilled hunter
and survivalist, and makes his living deeper in the
wood than any bandits are willing to venture. De-
pending on the time of day that the party approach-
es the cabin, Norder may be outside the property
washing his clothes in the nearby stream or inside
his cabin reading a book by candlelight. As long as
the party does not approach Norder with violence,
the halfling is outwardly friendly and explains that
he is always willing to chat with travelers, consid-
ering how rare they tend to be this deep into the
wood. Norder asks the party about their business
and offers them tea and a hot meal. He speaks mea-
suredly in a soothing, gravelly voice, and the gleam
in his frequent smile matches the one in his bright
blue eyes.

Owlbear Clue. If the topic of the owlbear comes
up in conversation with Norder (which it should, as
Norder is eager to ask the party about their inten-
tions), the halfling can offer a clue to the owlbear’s
whereabouts, as he is very familiar with the wood.
Explaining that he knows generally of the owlbear’s
presence through previous tracks it has left through
the brush, he suspects the owlbear to lair within
a rough general area of a few square miles deep-
er within the wood. So long as the party does not
opt to leave the forest, the party’s navigator adds a
cumulative +1 to all Wisdom (Survival) checks they
make to navigate through the forest, as well as a
cumulative +1 to all rolls they make on the Forest
Locations table. If the characters leave the forest,
the bonus resets to O.

7 - Blightwoods

This area of the wood has been ravaged by
fire. Brush is burned away, and the few trees
still standing are gnarled, blackened husks
free of canopy. A light fog hangs in the air, its
presence seemingly enforced.

Blightswood Guardians Encounter

Adventure | Creature
Level
1st 4 magma mephits

3rd 1 fire elemental

5th 1 fire elemental and 2 fire spirits (use
specter statistics, replace necrotic
damage with fire damage)

8th 2 fire elementals and 6 magma me-
phits

8 - Elven Ruin

An altar is mounted on a circular stepped dais
in the middle of this clearing. The dais is sur-
rounded by crumbling pillars suggestive of an-
cient elven architecture. Faint, indecipherable
whispers are carried on the air.

This altar was built centuries ago by a small
faction of wood elves. It is all that remains of their
presence after they were forced out of the wood
by Unseelie fey through violent force. The spirits
of elves slain in the wood linger at this site. If the
characters approach the altar, the spectral form of
an elf appears and explains that the party treads on
sacred land; it asks what business they have in the
forest and demands that they offer a prayer of wor-
ship to the elven deity of the wood at the altar. The
outcome of any prayers depends on the result of the
characters” Wisdom (Religion or History) check as
shown on the table below.

Prayer Results

DC Prayer Result

5 or lower | The spirits are angered by the prayer
and attack. Refer to the Encounter:

Elven Spirits section below.

Encounter: Blightwoods Guardians. This area of
the forest was cursed long ago by an angry Unseelie
fey lord, who punished the druid who used to live
here by burning it to the ground and promising that
nothing would ever grow in the area tended to by
the druid again. To help enforce this mandate, a va-
riety of creatures loyal to the Unseelie lord patrol the
area, attacking any who enter and proclaiming its
forbiddance. The nature of the blightwoods guard-
ians depends on the level of the adventure as shown
on the table below.

The elves are satisfied by the prayer.
The spirits disappear and let the party
continue onward.

11-15 The spirits are pleased by the prayer.
They can offer the party directions
towards the owlbear’s location. Refer

to the Owlbear Clue section below.

16+ The elves are impressed by the knowl-
edge and reverence of the prayer.
The party receives the benefits of the

bless spell until they leave the wood.
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Encounter: Elven Spirits. If the party offers an
offensive prayer or refuses to pray at all, the spirits
of the elves attack. The exact nature of the spirits
depends on the adventure’s level as shown on the
table below.

Elven Spirits Encounter

Adventure | Creature
Level
1st 1 specter
3rd 4 specters
5th 1 ghost and 3 specters
8th 2 wraiths and 3 specters

Owlbear Clue. If the party explains its goals and
offers a pleasing prayer to the elves, the spirits can
help guide the party to the owlbear’s location. So
long as the party does not opt to leave the forest,
the party’s navigator adds a cumulative +2 to all
Wisdom (Survival) checks they make to navigate
through the forest, as well as a cumulative +2 to all
rolls they make on the Forest Locations table. If the
characters leave the forest, the bonus resets to O.

9 - Satyr’s Pond

Characters with a passive Perception of 12 or high-
er can hear faint flute music as they approach this
area. The music gets louder the closer they get to
the pond. When they come within sight of it, read
aloud:

The trees of the wood part to reveal a small
pond of sparkling water that is almost impos-
sibly blue. A creature with the head and torso
of a man but the lower body of a goat sits on a
small island in the middle of the pond playing
the flute, a mischievous smile splayed across
his face.

The creature sitting on the island is a satyr native
to the plane of fey named Qed. The pond is a cross-
ing that can be used to travel between the plane of
fey and the Material Plane. Qed keeps loose super-
vision of the crossing and the surrounding wood. He
asks the party their business, and explains that he
can help them find what they're looking for if they
can join him in making beautiful music. To appease
Qed, a character must make a successful DC 12
Charisma (Performance) check to sing a melody in
harmony with Qed’s flute playing. Each member of
the party may only attempt this check once. Upon
success, Qed can offer precise directions to the
owlbear’s lair as well as information on the level
of threat the party is up against, depending on the
adventure’s level (see the appropriate table in the
Owlbear Lair section below.

Owlbear Clue. If the party agrees to offer Qed
songs in exchange for information and is successful
in their performance, Qed provides the party with
general directions to the cave in which he knows
the owlbear dwells, as he is an expert on the wood
and its inhabitants. So long as the party does not
opt to leave the forest, the party’s navigator adds a
cumulative +3 to all Wisdom (Survival) checks they
make to navigate through the forest, as well as a
cumulative +3 to all rolls they make on the Forest
Locations table. If the characters leave the forest,
the bonus resets to O.

10 - Owlbear Lair

A rock knoll marked with a yawning cave
mouth fills the center of this forest clearing.
The surrounding brush is well-tread.

The owlbear that the party is hunting lairs here
in this small cave. The interior of the cave itself is
littered with various carcasses picked clean.

Encounter: Owlbear Lair. Depending on what time
the party approaches the lair, its occupants may or
may not be asleep. If the party makes a successful
group Dexterity (Stealth) check against the occu-
pants’ passive Perception, its occupants are sur-
prised. Depending on the adventure’s level, the party
may be surprised to find that there is more than
one owlbear that has been active in the wood. The
nature of the lair's occupants are shown on the table
below.

Owlbear Lair Encounter

Adventure | Creature
Level
1st 1 injured owlbear with 40 hit points
and an AC of 11
3rd 1 owlbear alpha with 80 hit points
and an AC of 16
5th A family of 3 owlbears
8th 1 dire owlbear and its owlbear mate

Treasure: Carcass Ring. A character who makes a
successful DC 16 Wisdom (Perception) check of the
cave’s interior notices a ring still worn by a dismem-
bered finger lying against the east wall. The ring is a
ring of animal influence.

Hook Resolutions. If the characters came here
looking for an owlbear egg, the swallowed trinket,
or the Fellowship’s agent, they will find it here. A
single egg lies in a nest and can be transported
back, assuming it wasn’t damaged by an area effect
during the fight. The agent is an NG female human
druid with no spell slots left and deep wounds lying
unconscious against the back wall.
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AFTERMATH

As long as the characters make it to the owlbear
lair and kill or capture them, the faction that hired
them will gladly pay the agreed upon price. Both
the woods themselves and the surrounding areas
are made safer by the removal of the monstrosity.
Possibly, the party also dealt with the bandit group
setting ambushes for travelers, or cleansed some of
the blighted and haunted parts of the forest.
Depending on the actions of the party, the events
of their owlbear hunt may lead to other adventures

later on. If they only defeated some of the bandits, LIST OF OTHER DUNGEONS
the rest of them may come after the party to take & LAIRS ADVENTURES

revenge. If they visited the blightwoods, the party
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The following creators made this adventure
possible:
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Creature Design. DMDave

might look for ways to restore them to their natural » Dungeons & Lairs #1: Skeleton Tomb
state. And if they found Qed and his pond, there » Dungeons & Lairs #2: Kobold Tunnels
is always the possibility that they step through the » Dungeons & Lairs #3: Archmage Stronghold

portal into the plane of fey. Q » Dungeons & Lairs #4: Animated Objects

» Dungeons & Lairs #5: Banshee Tower

» Dungeons & Lairs #6: Basilisk Canyon
APPENDIX: NEW CREATURE » Dungeons & Lairs #7: Aboleth Cave
» Dungeons & Lairs #8: Crawler Chasm
» Dungeons & Lairs #9: Mummy Lord’s Pyramid

Dire Owlbear » Dungeons & Lairs #10: Depth Watcher’'s Pool
Huge monstrosity, unaligned » Dungeons & Lairs #11: Dread Knight's Oubliette
Armor Class 16 (natural armor) » Dungeons & Lairs #12: Shadow Cat Gully
Hit Points 184 (16d12 + 80) » Dungeons & Lairs #13: Dragon Turtle Shipwreck
Speed 60 ft. » Dungeons & Lairs #14: Fey Dragon Forest
STR DEX CON INT WIS CHA » Dungeons & Lairs #15: Fungus Grotto
24 12 21 3 9 7 » Dungeons & Lairs #16: Ophidian Monastery
(+7) (+1) (+D5) (-4) (-1) (-2) » Dungeons & Lairs #17: Night Hag Gallery

» Dungeons & Lairs #18: Darkmantle Space Freighter

Skills Perception +7 . .
» Dungeons & Lairs #19: Griffon Nest

Senses darkvision 60 ft., passive Perception 17

Languages — » Dungeons & Lairs #20: Lich Tower

Challenge 9 (5,000 XP) » Dungeons & Lairs #21: Werewolf Village
Keen Sight and Smell. The owlbear has advantage » Dungeons & Lairs #22: Haunted Castle

on Wisdom (Perception) checks that rely on sight or » Dungeons & Lairs #23: Ethereal Plane

smell. » Dungeons & Lairs #24: Flesh Golem Laboratory
ACTIONS » Dungeons & Lairs #25: Pazuzu's Aerie
Multiattack. The owlbear makes three attacks: one » Dungeons & Lairs #26: Vampire Church

with its beak and two with its claws. » Dungeons & Lairs #27: White Dragon Cavern
Beak. Melee Weapon Attack: +11 to hit, reach b » Dungeons & La?rs #28: Ni_nja Clan Hold

ft., one target. Hit: 18 (2d10 + 7) piercing damage. » Dungeons & Lairs #29: Minotaur Maze
Claws. Melee Weapon Attack: +11 to hit, reach 10

ft., one target. Hit: 20 (3d8 + 7) slashing damage. » Dark Domains |: Lost Reliquary

» Dark Domains Il: The Haunted Mine
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Product Identity: The following items are hereby identified as Product
Identity, as defined in the Open Game License version 1.0a, Section 1(E),
and are not Open Content: All Trademarks, registered trademarks, proper
names (characters, place names, new deities, etc.), dialogue, plots , story
elements, locations, characters, artwork, sidebars, and trade dress. (Ele-
ments that have previously been designated as Open Game Content are
not included in this declaration.)

Open Game Content: The Open content in this book includes the monster
names, statistics, traits, and abilities. No other portion of this work may

be reproduced in any form without permissions.

Open Game License

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

1. Definitions: (a)”Contributors” means the copyright and/or trademark
owners who have contributed Open Game Content; (b)”Derivative Mate-
rial” means copyrighted material including derivative works and transla-
tions (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 dis-
tribute; (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 ldentity, 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” Not for resale. Permission granted
to print or photocopy this document for personal use only. System
Reference Document 5.1 2 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 NO-
TICE of any Open Game Content You are copying, modifying or distrib-
uting, 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, in-
cluding 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-adapt-
ability 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 writ-
ten 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 Con-
tent 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 termi-
nation 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.

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.
Owlbear Wood. Copyright 2022, Hamrick Brands, LLC. Authors: Dave Hamrick,

Alexander LeFort.
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