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Scattered Chambers of the Leper One is a Fifth
Edition adventure designed for four characters
of 1st, 3rd, 5th, or 8th level. This document
offers details for the 1st-level version. For the
full adjustments for all level ranges, sign up for
the DMDave Patreon. The characters enter the
scattered chambers of the Leper One; within,
they will find deadly traps, deceptive undead,
and fearsome blue dragons.

RUNNING THE ADVENTURE

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

copy.

Read aloud or paraphrase text that appears in
a box like this when the characters first arrive
at a location or under specific circumstances.

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.

The core manual for players describes spells and
nonmagical equipment mentioned in the adventure.
The core manual for gamemasters describesmag-
ic items. The text notes any items created for this
adventure, pointing you to the appropriate appendix
or sidebar.

ADVENTURE HooKs

CREDITS

The following creators made this adventure
possible:
Design and Writing. DMDave
Cartography. DMDave with Forgotten Adven-
tures
Artwork. Matias Lazaro, Paper Forge

The table in the full version of the adventure offers
some ideas if you don’t have a reason for the char-
acters to investigate the scattered chambers.

THE SCATTERED CHAMBERS
OF THE LEPER ONE

The Leper One was a deadly, undead druid obsessed
with rot, decay, and blight. After plaguing locals for
years, a band of Yenikosian priests finally forced
their way into his dungeon and destroyed him. To
prevent the Leper One from ever returning, they
removed his bones from his resting place and buried
them under the floor tiles in one of the dungeon’s
chambers. Then, they sealed his sarcophagus with
enchanted chains, separating the Leper One from his
true essence. The Leper One now suffers in a re-
duced state, unable to leave the scattered chambers
and unable to return to his original form.

For a millennium, the chambers of the Leper One
remained abandoned. Recently, a group of wyrms
made its lair there. Word is that treasure-seekers will
find untold treasures here.

FinDING THE LAIR

Forgotten by time, the Scattered Chambers aren’t
easy to find. It will require the characters at least
one week of downtime to uncover their hidden
location. Have the characters perform a skill chal-
lenge. A skill challenge simulates a task requiring
more time and effort than a single ability check.

In its simplest form, the characters make a series
of ability checks to earn a required number of suc-
cesses before accumulating a maximum number of
failed checks—similar to how death saving throws
work. This skill challenge consists of the following
elements:
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» Goal and Context. Learn the location of the Scat-
tered Chambers of the Leper One.

» Difficulty. Primary skill checks related to this skill
challenge are made against DC 10. Secondary and
repeat checks are made against DC 15.

» Complexity. Complexity is the total number of
successes needed versus the number of failures
to succeed on the check. To succeed in this skill
challenge, the characters must gain four success-
es before they suffer three failures.

» Primary Checks. When the characters partake in a
skill challenge, they may commit any ability check
they like to the skill challenge. Certain ability
checks, however, lend themselves better to a suc-
cessful outcome than others. These ability checks
are primary checks and usually have a lower DC
than their secondary checks. The primary checks
for this skill challenge are: Intelligence (History) to
recall information about the Scattered Chambers
and Charisma (Persuasion) to speak with locals
about its location.

» Secondary Checks. Secondary checks represent

all the skills the characters may use to participate
in a skill challenge that aren’t considered primary
checks. The main reason for the disparity between
primary and secondary is that primary checks are
a little more “obvious” in their function.

Other Conditions. If the characters make a suc-
cessful Intelligence (History) or Charisma (Per-
suasion) check related to this skill challenge, they
learn that dragons use the Scattered Chambers as
their lair. Wisdom (Survival) becomes a primary
skill challenge (DC 10). The characters may repeat
any primary ability checks without penalty.
Consequences. If the characters suffer three
failures before achieving four successes, they fail
the skill challenge and must spend another week
looking for the Scattered Chambers. Otherwise,
they find the entrance to the Scattered Chambers
(area 1). If the characters achieve four successes
without scoring a single failure, they also find the
dragons’ rear entrance hidden in the hills near the
original entrance (area 4d).
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GENERAL FEATURES

Kevep LocATions

Unless stated otherwise, the Scattered Chambers’
locations have the following features in common.

Architecture. The Scattered Chambers were hewn
from the natural earth of the craggy hills. The build-
ers reinforced the interior with walls of dry stone (no
masonry). The ceilings in the corridors are 10 feet
high, whereas they are 20 feet high in chambers.

Doors. The chambers’ builders made the doors
from oak planks hung on iron. Long since rusted, the
doors are relatively weak. A locked door requires a
successful DC 15 Dexterity check using proficiency
in thieves’ tools to pick or a DC 15 Strength (Athlet-
ics) check to break down. A door has AC 14, 13 hp,
and immunity to poison and psychic damage.

IHlumination. Although torch sconces hang from
every wall, there is no light throughout the cham-
bers except in the dragon’s lair. The boxed text
descriptions assume the characters have their own
light sources or darkvision.

Dust and Cobwebs. Most of the dungeon sat emp-
ty for centuries: dust, cobwebs, and the smell of
ancient death coat many of its chambers.

Ethereal Lurkers. If the characters enter the ethe-
real plane while inside these chambers, they attract
unwanted attention from the creatures lurking there.
1d4 xill (see the appendix) attack the characters.
These creatures otherwise ignore the goings-on of
the material plane. Within the ethereal plane, dia-
grams of invasion plans cover the walls of the cham-
bers where the characters encounter the xill. These
planes may lead the characters to the adventure
Plague of Xill described in Dungeons & Lairs #23:
Ethereal Plane.

Random Encounters. All manner of creepy and aw-
ful things lurk within the Scattered Chambers, many
of which crawled up from the lower levels (see area
8). Every 30 minutes while the characters aren’t in
combat, roll a d20. On a result of 17 or higher, an
encounter occurs. Roll a d6 and reference the level
of the adventure on the Scattered Chambers Ran-
dom Encounter table below, or choose the one you
like.

Scattered Chambers Random Encounters

d6 Encounter

1d4 zombies

1d2 swarms of spiders
1d4 swarms of rats
1d2 shadows

1d2 gray oozes

2d4 stirges

o B~ WN -

The map on page 4 shows the location of each of
the following areas.

Entrance

The entrance to the Scattered Chambers hides be-
hind a pile of earthy stones, deposited by a landslide
ages ago. It only takes a few minutes to clear the
rubble away, revealing a set of old, cracked stone
steps that descend 50 feet below the hills.

1 - Undulating

Choking dust covers the floors of this old antecham-
ber.

Trapped Door. The circular door connecting this
area to area 3 is made from solid iron. It is stron-
ger than the other doors throughout the complex,
requiring a successful DC 20 Dexterity check using
proficiency in thieves’ tools to unlock or a DC 25
Strength (Athletics) check to break down. The key in
area 2 unlocks it.

A character who attempts to unlock the door
without the key triggers a thunderwave trap. Each
creature within 10 feet of the door must make a
Constitution saving throw. A creature takes thunder
damage on a failed saving throw and is incapacitat-
ed for 1 minute. The creature can repeat its saving
throw at the end of each of its turns, ending the
effect on a success. A creature takes only half dam-
age on a successful saving throw and isn’t incapac-
itated. The DC and damage the trap deals as shown
in the table below.

Thunder Trap Damage

Version Save DC Spell Level Damage
1st 13 3rd 5 (1d10)
3rd+ Available in the full version

Spotting the trap requires a character with pro-
ficiency in Arcana to succeed on an Intelligence
(Investigation) check while examining the door. A
character may disable the trap with a successful
Arcana check with a DC equal to the save DC, or a
dispel magic spell against the trap’s spell level.

2 - Interdimensional

The chambers’ builders once used this room for
storage. The only thing that remains of the items
once stored here is an empty, cracked crate. Within
this crate, the characters see a tiny golden key. Any
character who successfully investigated the iron
door in area 1 recognizes that this key unlocks the
door.

Extradimensional Crate. The crate does not exist
in the material plane but is actually on the ethereal
plane. While on the ethereal plane, the crate can
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Scattered Chambers
of the Leper One

only be affected by creatures on that plane or by

spells that deal force damage. Creatures within 60

feet of the crate and key can see the crate, despite

its presence on the ethereal plane.

The characters have multiple methods they may
use to recover the key from the ethereal plane. If
they aren’t sure, allow them to make a DC 13 In-
telligence (Arcana) check, determining how with a
success.

» The etherealness spell or oil of etherealness will al-
low the characters to enter the ethereal plane and
interact with the key. Using either effect draws the
attention of the xill lurking in the ethereal plane
(see General Features for details).

» Casting dispel/ magic on the crate returns it and
the key to the material plane. The dispel magic
spell must be made against a 7th-level spell.

1 square = 5 feet

» Dealing 5 or more damage to the crate with a
magic spell or weapon will shunt the key from the
ethereal plane into the material.

3 - Sentient

Strange letters scrawled in blood decorate this
chamber’s floor. Although ancient, the blood seems
fresh thanks to an illusion spell.

Incomprehensible Text. The characters can’t read
the words through conventional means. A charac-
ter who succeeds on a DC 13 Intelligence (Arcana)
check automatically realizes that the words are an il-
lusion masking the text’'s true nature. Casting dispe/
magic on the illusion or using the lantern from area
4 on the text reveals what it says:

“Do not remove the chains.”
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4 - Scaled

This large chamber is home to one or more blue
dragon wyrmlings. Charred bodies on the floor hint
at the dragons’ attitude toward trespassers. Three
burning braziers illuminate the dragons’ resting area.

The number of wyrmlings present depends on the
adventure level, as shown in the table below. They
rest on the pile of hay and furs in area 4b. Although
the dragons plan to kill anyone who sets foot in their
domain, they take a few rounds to first carefully
consider their prey. The characters can take this
opportunity to convince the dragons they are allies.
The dragons know great treasures hide somewhere
in the chambers but refuse to venture further than
their lair. If the characters assist the dragons, the
dragons might offer the key they have in their pos-
session. Any signs of aggression from the charac-
ters cause the dragons to attack.

Under no circumstances will they surrender their
hoard unless the characters put their lives at risk.
A dragon whose hit points drop below half will
flee through the tunnel in the southern wall. If the
dragon survives, it swears vengeance on those who
stole from it.

Wyrmlings Present

SN

y L/

Dragons’ Treasure

Version # of Wyrmlings Version Treasure
1st 1 blue dragon wyrmling 1st 1,200 sp plus five pieces of azurite
3rd+ Available in the full version worth 10 gp each

3rd+ Available in the full version

4a - Copper Plates. The dragons covered the floors
in the northern half of the room with copper plates.
If the dragons target the copper floor with their
lightning breath, their breath affects every creature
standing on the copper plates as if they were in the
area of the dragon’s actual breath.

A body is still lying on the copper floor, one of the
dragons’ latest victims. The body holds a /antern of
revealing. There is no oil in the lantern.

4b - Dragon’'s Resting Area. A massive pile of furs,
blue rugs, and hay serves as a resting area for the
wyrmlings.

4c - Treasure Hoard. The dragons use an intricate-
ly carved wooden partition to hide their treasure.
The partition itself is worth 500 gp. Any charac-
ter with proficiency in woodcarving automatically
recognizes its value. The actual treasure consists of
twelve bolts of blue silk worth 200 gp each plus a
chest filled with valuables. The chest also contains
one of the three golden keys needed to unlock the
chains in area 6. The level of the adventure deter-
mines the nature of the other valuables in the chest.

4d - Blocked Passage. The dragons stacked stones
in front of the passage leading to area 7 to keep the
undead from disturbing them. A creature can take 1
minute to remove part of the rubble, clearing it away
after one or more creatures spend a total of 20 min-
utes performing this task.

4e - Escape Route. A hole in the southern wall
offers a narrow passage through which the dragons
may escape if they find their lives in danger. Al-
though cunning and young, they are wise enough to
protect their own lives.

5 - Shiny
The corridor here widens into two chambers, one to
the north and one to the south. Both chambers fea-
ture 3-foot-high stone daises. A gold-plated wooden
chest rests at the top of the northern dais.
Encounter: It’s Not a Mimic (Or Is It?). Although it
seems like it might be one, the chest is not a mimic.
Characters who successfully open the chest discov-
er a kite shield inside. The shield emits smoke but
does not radiate magic. The shield is the mimic. It
stays perfectly still, waiting for someone to pick it
up. It then attacks.
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6 - Chains

Massive pillars made of large, unmortared stones
hold this room’s 30-foot-high ceilings aloft. There is
a b-foot-high dais at the east end of the room upon
which a square sarcophagus measuring 10 feet on
a side rests. Rusting iron chains encircle the sar-
cophagus, preventing anyone from opening it. Three
magical padlocks hold the chains together.

Magical Chains. Despite their rusty look, the
chains are magical; except for a wish spell, nothing
can break or remove them. The only way to remove
the chains is to remove the three padlocks. The
characters may find the padlocks’ keys in the drag-
ons’ hoard (area 4c), buried with the Leper One’s
bones (area 7), and in the murky pool (area 8).

Once removed, the characters may open the sar-
cophagus. The lid is heavy, requiring one or more
creatures with combined Strength scores of 25 to
remove it. There is only sand inside.

Return of the Leper One. If the characters dug up
the bones of the Leper One in area 7 and failed to
destroy the incorporeal creature within, it reappears
and leaps into the sarcophagus. Returning to the
sarcophagus grants it a physical form once more.
The nature of this physical form depends on the ad-
venture level, as shown in the table below.

Leper One’s Physical Form

Version The Leper One’s Physical Form
1st mummy (its Intelligence score is 10)
3rd+ Available in the full version

The Leper One offers the characters a single po-
tion of immortality and an opportunity to serve it.
Denial invokes its wrath.

POTION OF IMMORTALITY

Potion, uncommon

When you drink this potion, you stop aging and
you can not be aged magically for 1d10 years.
At the end of the duration, your body immedi-
ately ages to match your actual age. If you drink
another potion of immortality before the potion’s
effects wear off, you extend the effects’ dura-
tion.

7 - Skinrot

Massive pillars made of large, unmortared stones
hold this room’s 30-foot-high ceilings aloft. A crude
grave of laid stones is at the south end of the room.

Invisible Warnings. There are invisible warnings
scrawled onto the walls. A creature with truesight
or a character with see invisibility cast upon them or
using a /antern of revealing may read the text. The
text repeats the same phrase: “The Leper One must
not return to its true resting place!”

The Leper One’s Bones. Long ago, priests working
against the Leper One broke the floor tiles at the
south end of the room, dug a hole in the earth below
it, and deposited the Leper One’s bones there. This
grave separated the Leper One from its source of
power—its sarcophagus (see area 6).

If the characters disturb the stones, they release
a wave of negative energy. Each creature within 20
feet of the stones must make a Constitution saving
throw. The level of the adventure determines the
save’'s DC, as shown in the table below. Evil-aligned
creatures make their saving throw with advantage.
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On a failed saving throw, a creature takes the dam-
age shown on the table below, and its hit point max-
imum is reduced by an amount equal to the damage
taken. A creature dies if its hit point maximum is
reduced to 0. Otherwise, this reduction lasts until
the creature completes a short or long rest. With a
successful saving throw, a creature only takes half
the listed damage, and its hit point maximum is not
reduced.

Necrotic Energy Wave

Version Save DC Damage
1st 13 3 (1d6) necrotic damage
8th Available in the full version

Encounter: The Leper One Returns. After the
negative energy wave washes over the characters,
the Leper One Returns in an incorporeal form. The
nature of the form depends on the level of the ad-
venture, as shown in the table below.

The Leper One Incorporeal Form

Version The Leper One’s Incorporeal Form
Ist specter (it speaks Common)
3rd+ Available in the full version

The Leper One realizes that it is weak in its in-
corporeal state. If the characters help it enter its
sarcophagus, it promises the reward of a great
treasure—a potion of immortality. If the charac-
ters accept this task, they must help it remove the
chains on the sarcophagus in area 6. The chains
prevent the Leper One from entering the coffin
despite its incorporeal form. If the characters refuse
the Leper One’s task, it shrieks at them and then
phases through a nearby wall. It then waits behind
the walls, waiting for the characters (or anyone) to
open the sarcophagus for it.

Treasure: Golden Key. Under the rocks, the Lep-
er One’s skeleton lies. It clutches one of the three
golden keys needed to unlock the chains around its
sarcophagus (see area 6).

8 - Cleansing

Both doors leading into this chamber are locked. The
northernmost door is made from iron and requires a
DC 23 Strength (Athletics) check to break open.

A large pool of murky water dominates this cham-
ber. A stone statue of a robed figure stands in the
middle of the pool. With its left hand, the statue
points at the northern wall of this chamber, where a
flight of stairs descends further into darkness.

Golden Key. One of the three keys needed to un-
lock The Leper One’s sarcophagus lies at the bottom
of this pool. A transmutation spell cast on the key
makes it heavier than expected—it weighs nearly
200 Ibs! A character must have a Strength score of
14 or higher to lift the key without the aid of magic
successfully. A dispel magic spell removes the en-
chantment, and the telekinesis spell will lift the key
out of the water. Otherwise, the key is too heavy for
spells like mage hand.

The water surrounding the key isn’'t actually water
but deadly acid. Any creature that touches or moves
into the acid for the first time on a turn or starts its
turn in the acid takes damage as determined by the
adventure’s level.

Acid Damage
Version Acid Damage
1st 2 (1d4) acid damage
3rd+ Available in the full version

WHERE DO THOSE STAIRS GO?

The stairs in area 8 descend into mystery. What lies
below is ultimately up to you. If you wish to contin-
ue the adventure, place another level below this one.
You may use an adventure of your own creation or
another one of DMDave’s Dungeon of the Week. If
you don’t wish to continue this dungeon, have the
stairs end abruptly in a rock slide or another dead
end. Q
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APPENDIX
XiLL

Xill are a fiendish race of four-armed reptiles native
to a demiplane within the Deep Ethereal. Consum-
mate raiders and tyrants, they are feared in the
Material, Ethereal, and Inner Planes for their ruth-
lessness. All xill are female and reproduce asexually
by infesting captured creatures with their eggs.
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Xill
Medium fiend, lawful evil

Armor Class 19 (natural armor, shield)
Hit Points 58 (9d8 + 18)
Speed 40 ft.

STR DEX CON INT WIS CHA
17 (+3) 18 (+4) 14 (+2) 15 (+2) 12 (+1) 11 (+0)

Skills Athletics +7, Deception +2, Perception +3, Stealth
+6

Senses passive Perception 13

Languages Common, Infernal

Challenge 4 (1,100 XP)

Pack Tactics. The xill has advantage on attack rolls against
a creature if at least one of the xill’s allies is within 5 feet of
the creature and the ally isn’t incapacitated.

ACTIONS

Multiattack. The xill makes two attacks with its shorts-
words and two attacks with its claws. It can replace one of
its claw attacks with a bite attack.

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one
target. Hit: 6 (1d4 + 4) piercing damage. If the target is a
creature, it must succeed on a DC 12 Constitution saving
throw, or become poisoned for 1 hour. The target is paralyzed
while poisoned in this way.

Claw. Melee Weapon Attack: +6 to hit, reach 5 ft., one
target. Hit: 6 (1d4 + 4) slashing damage.

Shortsword. Melee Weapon Attack: +6 to hit, reach 5 ft.,
one target. Hit: 7 (1d6 + 4) piercing damage.

Implant Egg (1/Day). The xill targets an incapacitated crea-
ture within 5 feet of it. The target must succeed on a DC 12
Constitution saving throw or contract a disease—xill eggs.
The eggs hatch within 24 hours of being implanted and then
start to eat their way through the host. The host’s hit point
maximum is reduced by 1d8 every hour after the eggs hatch.
If this damage reduces the target’s hit point maximum to O,
the target dies and the xill young chew their way out of the
host’s chest, killing the host in the process. The xill young
then planeswalk to the Ethereal Plane.

If the disease is cured before the young emerge, the xill are
disintegrated.

Planeswalk. The xill and anything it is wearing or carrying
enters the Border Ethereal from an adjacent plane, or vice
versa. It can carry one creature that is willing or it is grappling
with it. If the target is unwilling, it must succeed on a DC 11
Charisma saving throw to avoid going with the xill.
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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 Copy-

right 2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright and/or trademark own-
ers who have contributed Open Game Content; (b)”Derivative Material”
means copyrighted material including derivative works and translations
(including into other computer languages), potation, modification, correc-
tion, 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; ar-
tifacts; creatures characters; stories, storylines, plots, thematic elements,
dialogue, incidents, language, artwork, symbols, designs, depictions, like-
nesses, formats, poses, concepts, themes and graphic, photographic and
other visual or audio representations; names and descriptions of charac-
ters, 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 identi-
fied 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 oth-
erwise 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 Li-
cense, 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 up-
dated 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 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. | Scattered Chambers of the Leper One. Copyright 2022,

Hamrick Brands, LLC. Authors: Dave Hamrick. | Some artwork Copyright Paper

Forge, used with permission. All rights reserved. | Some images used under

license from Shutterstock.
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