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The Prodigal Dungeon

"The Dabar columns were still standing when Caeden inherited them. He simply stopped reading them aloud."

A city swallowed by its own silence. A dungeon that remembers who built it.

Iron Veil Press — Pay What You Want — Module 00

Module At a Glance

Field Value

Level Range 1–2 (optimised for level 1, strong level 2)

Party Size 3–5 players

Session Length One session — 3 to 4 hours

Setting The Ashenfold District — abandoned residential ward at the edge of a Scriptorum-City

Theological Theme Acedia — the abandonment of stewardship

Campaign Ripple Drift −1 to +2 depending on outcome

Tier One Fully written (4 outcomes)

Tier Two Seed Yes — hooks to The Ashen Covenant

New Creatures Static Stalker (original, SRD-compatible)

Dabar Integration Yes — site-bound legacy liturgical formulae and fixed maintenance rites; not player-constructed Phrases

Price Pay What You Want — always free

License SRD 5.1 / CC-BY-4.0

Design Intent

Theological Argument

Acedia is not laziness. The medieval church defined it as the refusal to be what God made you to be — the rejection of the
good you have been given to do. Caeden Vael was made for stewardship. He was given everything he needed for it. He chose
not to do it. The Ashenfold District is what acedia looks like in physical space: not dramatic destruction, but slow, quiet
abandonment.

The dungeon is not cruel. It is neglected. That distinction should be felt in every room.

Three Design Differentiators

Ashenfold Legacy Liturgy — The Ashenfold's inscriptions preserve site-bound legacy liturgical formulae, not player-
constructed Phrases. The Ashenfold Counterword KETH  can interrupt the Static Stalker's phasing only through the

1. 
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district's maintenance inscriptions. Area 4 uses a fixed maintenance rite. These formulae are not entries in the 37-glyph
registry and have no general player-casting availability. They are module-specific legacy procedures and do not alter the
ordinary MVP Phrase-and-Strain loop.

The Ripple System — Four distinct endings produce different world-state consequences. A tear-out Conditions
Checklist tracks which outcome occurred and what carries forward to future modules.

Theological Architecture — Every area argues the module's theme. The chapel's still-lit candle (a Hearth-Warden's
residue) makes the contrast with the rest of the district explicit. The partial stabilization shows that restoration is possible
before asking whether Caeden will do it.

Background

World Drift Score — Ashenfold District (Design-Layer / Module-
Specific)

See also: World_Drift_Score.md  and the Threl Rules & Mechanics Master Reference.

The Ashenfold sits at the edge of the city's protected zone. Eleven years of neglected Dabar maintenance have degraded its
Lattice coherence. For this module's design-layer and explicitly module-specific procedures, the district's World Drift
Score is +3.

Input Value

Settlement Base Scriptorium city — −2

Anchor Distance >2 to 6 miles — 0

Fray Proximity Edge — +2

Special Conditions Weakened Anchor — +3

Total World Drift Score (clamped) +3

MVP ordinary-play boundary: Do not add the +3 World Drift Score, Anchor modifiers, or any Linguistic Friction modifier
to an ordinary player Phrase. Ordinary play uses the Phrase card's printed DC and, if the GM designates the location Frayed,
may use the single +2 Fray modifier. The module-specific procedures below explicitly replace the ordinary Phrase procedure
only where stated.

Design-layer effects: When a ritual or stabilization effort explicitly invokes this module's World Drift procedure, use the ×1.5
major-working multiplier and Ritual Interference on 1–3 on 1d6. These effects do not create an independent Backlash roll.

Area 6 (The Vael Estate): The estate is the most degraded location in the district. Its additional +1 is a module-specific
design-layer modifier for explicitly designated estate procedures; it is not added to an ordinary Phrase.

Area 4 Exception: The Area 4 Partial Stabilization procedure is a specific, complete site-bound maintenance rite. Its
two DC 13 Wisdom (Religion) checks replace the ordinary Phrase procedure and all general environmental
modifiers for that rite. Do not apply the +3 World Drift modifier or the single +2 Fray modifier to the Area 4 rite.

2. 
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The Ashenfold District

The Scriptorum-Cities of The Threl are sustained by Dabar — the primordial language of the Creator, inscribed in vertical
columns throughout each city's foundations and continuously read aloud by ordained choirs. Within these walls, physical law
holds. The Fray cannot enter.

The Ashenfold was a prosperous residential ward built two generations ago by Aldric Vael — a rare dual practitioner trained
in both Harmonic Modulation and the Father's Order. He inscribed the district's foundational Dabar columns himself and
maintained them throughout his life. The district was known for its gardens, markets, and the faint harmonic hum residents
called "the sound of the city breathing."

Aldric Vael died eleven years ago. He left everything to his only son: Caeden Vael.

The Heir and What He Did

Caeden Vael is not a villain. He is a man who received an enormous inheritance and discovered he did not want the
responsibility it carried. The Dabar columns required daily maintenance — forty minutes of reading each morning, a tedious
ritual his father performed without complaint for thirty years. Caeden began skipping days. Then weeks. He told himself it
would not matter.

It did.

As the columns fell silent, the Lattice in the Ashenfold began to strain: - Food spoiling faster than it should - Shadows falling
at wrong angles - A persistent low sound not quite a bell and not quite wind - Then the first Void-Wrought — thin, phase-
shifting creatures leaving ash footprints

The residents left. The market closed. The gardens died.

Caeden is still here. He did not leave because he cannot admit, publicly, what his neglect produced. He lives in the family
estate, surrounded by eleven years of slow entropy. He holds the master Tuning Codex — the only thing that could re-anchor
the columns, if someone were willing to read it aloud again.

Entry Hooks

Hook A — The Outsiders

The Church's Ecclesiastical Survey Office offers 50 gp per party member to enter the Ashenfold, assess the Dabar columns,
and return with a written report. Previous survey teams returned shaken and refused to discuss what they saw. The Church
knows what happened and is hoping someone else will fix it without requiring an explanation.

Hook B — The Hired Investigation

Merchant Sev Orrath hires the party to recover a locked chest from the Warehouse (Area 3) containing legal property
documents. He offers 80 gp per member + 20 gp for a written account of the district's decline. He is deliberately vague about
the urgency — his ownership claims depend on the district's status remaining ambiguous before the Church decides what to
do with it.

Hook C — The Personal Stake

One player character has a personal connection to the Ashenfold: a family member who lived here, a mentor who was part of
a survey team and returned changed, or a character who remembers the district from childhood. Work with the player before
the session to determine specifics.
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The Six Areas

Area 1 — The Sealed Gate

Purpose: Entry, atmosphere establishment, first evidence of the Void-Wrought.

Key Features: - Wrought-iron gate with a corroded lock (the writ is three years old; the informal warning "Don't go in at
night" is six months old, more recent ink) - Dabar columns lining the wall — complete, intact, silent. Not broken. Silent. -
Static Stalker ash-print trail leading north toward the market - The columns respond to a DC 14 Religion/Arcana check: not
damaged, just unread

Atmosphere Anchors (apply throughout entire module): 1. Sound — A low frequency just below comfortable. The sound
of harmonic resonance nearly gone. 2. Light — Shadows fall at wrong angles. Not dramatically — just slightly off. 3. 
Temperature — Colder than it should be. Breath faintly visible.

DM Note: Do not reveal the Static Stalker yet. Let the ash prints be unsettling and unexplained.

Area 2 — The Ashenfold Market

Purpose: Resource scavenging, first NPC ghost-echo, theological texture.

Key Features: - Market stalls intact but abandoned — a museum of a neighborhood that didn't have time to pack - Center
pillar: Scratched inscription — ALDRIC (carved with a tool), then below it in fingernail scratching: "It still stands. I don't
know why. I am sorry." — Caeden Vael's confession. The fingernail scratching is recent (within six months). - Unfinished
Dabar column on the center pillar — Source and Law tiers complete, Manifestation and Telos tiers blank. An Anchor-type
inscription Caeden Vael began two years after his father died and did not finish.

Salvageable Resources: - 3 intact ceramic flasks - 2 × 50 ft rope (stored in dry box) - Sealed tin — 40 dried rations (still
edible, packed in salt) - Frankincense resin (used in Father's Order consecration rites) — DC 14 Medicine/Nature

Area 3 — Sev Orrath's Warehouse

Purpose: Investigation, first major combat, Dabar system introduction.

Key Features: - Side door broken outward — something left through a wall it shouldn't have been able to pass through -
Static Stalker den in the rafters (dormant until triggered) - Ash prints going through solid stone — the phasing is visible
evidence, not inferred - Ashenfold Counterword — KETH : A character who studies the nearby foundation columns or

succeeds on the Area 1 identification check may speak KETH  as an action while within 30 ft. of the Stalker. Until the end of

the Stalker's next turn, it cannot use Phase Movement. No check is required. This is a site-bound legacy liturgical interaction
with Ashenfold's maintenance inscriptions, not a freely reusable player Phrase.

The Orrath Chest (DC 15 Thieves' Tools or DC 16 Strength): - Property deeds for six Ashenfold buildings - 45 gp cash -
Personal ledger (pre-decline transactions) - The Orrath Letter — addressed to "C. Vael" signed "S. Orrath": "I know what
you did. I have not told anyone... I need those deeds back before the Church decides what to do with this district. You owe me
that much."

Static Stalker Tactics: - Rolls Initiative with Advantage (Fray-proximity instincts) - Phases through crate wall to attack from
north, phases back through east wall after taking damage, re-emerges from south wall next round - At half HP → phases
through south wall and retreats (reappears wounded in Area 4 if survived) - The Ashenfold Counterword KETH , used as

described above, suppresses Phase Movement for 1 round

IRON VEIL PRESS · THE PRODIGAL DUNGEON PAGE 5



Area 3B (Optional) — The Chapel of the Father

Purpose: Safe short rest, Dabar texture, theological contrast with the rest of the district.

Key Features: - Only building with its door open — standing open, never needed to be closed - Safe Room: Void-Wrought
cannot enter. Short rest grants benefits without time passing. - The candle: Burning on the altar, burned almost to the socket,
still lit. Wax pool beneath it is cold. A Hearth-Warden maintained this candle for someone in genuine spiritual distress. The
Warden is no longer active — the candle is its residue. - Altar inscription: KETH-BAR-ON  ("Seal the boundary") + QAD

VAEL  ("set apart [by] Vael"). These are site-bound legacy liturgical formulae. Aldric Vael dedicated this chapel personally;

his name is part of its protection.

Lintel inscription (still active): KETH-BAR-ON

Why the candle still burns: The Father's Order warding inscription above the lintel was done right the first time, with proper
authority, and required no ongoing maintenance. It simply holds. This is the theological counter-argument to the rest of the
district.

Area 4 — The Column Intersection

Purpose: Major Dabar puzzle, theological climax of the dungeon phase, wounded Static Stalker re-encounter.

Key Features: - Wide paved plaza — sixty feet across - Four stone pillars at cardinal points, each carrying a complete five-
tier Dabar column from ground to capital - Columns are intact, complete, and silent — not broken. Silent. - The reading
stand — iron plate set into the paving, holding stand empty, waiting for the Tuning Codex - Static Stalker (if survived Area 3)
crouched at the north pillar, partially phased through it

The Partial Stabilization — Site-Bound Maintenance Rite:

The column intersection recognizes a fixed legacy maintenance rite. It is not an improvised Dabar Phrase, does not use player
Phrase-construction rules, and cannot be reproduced away from the Ashenfold columns.

Action 1 — Declare Intent (The Moral Seal) - Player states aloud in character what they are asking the columns to do and
why - No skill check. No wrong answer. The act of speaking intent into silence is the mechanic.

Action 2 — First Formula (DC 13 Wis [Religion]; proficiency applies; no check for ordained priests) - Available
formulae: RUH  (presence/breath), DUR  (endure/stand), QAD  (holy/set apart) - Success: One pillar resonates — Divine Gold

light for a moment, hum resolves in that quarter - Failure: The speaker marks 1 Strain; an ally may attempt instead. This
fixed, site-bound rite does not use a separate Backlash table.

Action 3 — Second Formula (DC 13 Wis [Religion]) - Available formulae: SATH  (witness), TAM  (whole/complete), GAL

(wind/rushing) - Success: Two more pillars resonate. Three pillars now glow in total. The hum changes — no longer
uncomfortable, pointing toward right. The plaza floor vibrates. The wounded Static Stalker must succeed on a DC 14 Wisdom
saving throw or become Frightened for 1 minute and retreat. - Failure: The speaker marks 1 Strain; an ally may attempt
instead. This fixed, site-bound rite does not use a separate Backlash table.

What Partial Stabilization Does: Three pillars glow. The fourth remains dark. The restoration is possible but incomplete.
The Tuning Codex is still needed. Caeden is still in the estate.

Recommended sequence: RUH · DUR · QAD  ("Breathe; stand; remain holy") — a traditional Ashenfold recitation. The

rite requires one successful formula from each action; this line is flavor and does not add a third check.

Area 5 — The Garden of Sha-bat

Purpose: First meeting with Caeden Vael, rest beat, beauty before the finale.

IRON VEIL PRESS · THE PRODIGAL DUNGEON PAGE 6



Key Features: - Formal garden — straight paths, reflecting pools (stagnant, dark, not reflecting anything), stone benches,
calcified rose stems on trellises - The shape of the garden is the shape of what it was meant to be. What it was meant to be is
gone. - Caeden Vael is here — sitting on the bench by the largest pool, looking at the water, not turning when the party
approaches

Caeden's First Line: "I haven't had visitors in a while."

Key Information Caeden Will Provide (if asked honestly):

Question Answer

About the
columns

"I was supposed to maintain them. I did it for two years after my father died. Then I stopped."

About the
Codex

"It's in the study. On the desk. I didn't hide it. I just couldn't look at it anymore. It has his handwriting in the margins."

About the
residents

"They left over three years. None of them said goodbye to me. I don't blame them."

What he wants "I want to know if it can come back... I want to know if there's a version of this where I pick up the Codex and start
reading again and it means something. Or if it's too late."

DM Note: Caeden is not an obstacle. He is the dungeon's theological center — a man who knows exactly what he did and has
no excuse for it that satisfies him. The players' job is not to defeat or expose him. It is to decide whether they believe
restoration is possible for a person who did what he did.

Area 6 — The Vael Estate

Purpose: The Tuning Codex, Aldric's marginalia, Caeden's choice, the module's ending.

Key Features: - Three-story house, lower floors declined, upper floor (Caeden's living space) clean and spare - The Study —
second floor: The Tuning Codex is on the desk, open to the marked page (the daily maintenance sequence)

The Codex — Aldric's Annotation (read aloud verbatim):

"If you are reading this after I am gone — and you will be reading this after I am gone — please do not stop. The
district needs this. Not because it will fall apart without it. Because the reading itself is the act of faith. You are not
maintaining a building. You are participating in the Author's order. Please do not stop."

The Finale — Caeden's Choice:

Caeden reads the annotation. He looks at the reading stand visible through the study window. He looks at the party.

He says: "I think I need to go read this."

The Party's Final Choice:
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Response What Happens

Go with him Party accompanies Caeden — he reads the full sequence (40 minutes), voice unsteady then steadying. All four pillars
resonate. → Outcome 1

Let him go
alone

Party waits. After 40 minutes the hum changes. Caeden returns to the garden, sits, says nothing. The pool begins to
reflect the sky. → Outcome 2

Ask him to
wait

Surface the Orrath letter or additional moral weight first. He answers honestly. Then goes to read. → Outcome 1 or 2
depending on prior conditions

Caeden's Key Secret (DM Only): Eight months ago, Caeden began reading the Codex again — alone, at midnight, at the
reading stand. He did three sessions. He stopped because nothing seemed to respond and he could not face the possibility that
it was too late. The partial stabilization the party performed in Area 4 was the first sign that it might not be.

Resolution — The Four Outcomes

See also: Ripple System, Conditions Checklist

Outcome 1 — Full Restoration

Conditions: Caeden reads at the plaza + partial stabilization completed (Area 4) + party accompanied Caeden. Campaign
Ripple Drift: +2 World Result: Ashenfold begins recovering. Void-Wrought disperse over weeks. Residents may return
within a month. Caeden Vael becomes an active allied NPC. Church representative arrives within two weeks to re-certify the
district — potential complication if the party is present and the representative asks how this happened.

Outcome 2 — Partial Restoration (Pyrrhic)

Conditions: Caeden reads the Codex BUT partial stabilization not completed OR Caeden reads alone. Campaign Ripple
Drift: +1 World Result: Three pillars re-anchored; fourth remains dark. Most severe Void-Wrought activity decreases but the
district is not stable enough for resettlement. Caeden commits to seeking Church assistance — which means confessing his
role publicly. Church inquiry opens. Party may be called as witnesses. A second mission to complete the restoration is
possible.

Outcome 3 — Compromise (Codex Removed)

Conditions: Party takes the Tuning Codex without returning it to Caeden OR convinces Caeden to give it to the Church
without reading it. Campaign Ripple Drift: 0 Local Condition Active: THE CODEX REMOVED World Result: Ashenfold

remains in current state — not worsening rapidly, not recovering. The Tuning Codex is now a significant artifact in Church
possession or party hands. Without it, Caeden cannot maintain the columns even if he chooses to try. The Codex may appear
in a future module.

Outcome 4 — Abandonment

Conditions: Party leaves without engaging Caeden OR Caeden refuses and party does not press. Campaign Ripple Drift: −1
World Result: Nothing changes. Lattice degradation accelerates slowly. Void-Wrought population increases. Within six
months, Static Stalkers breach the gate and a street in the city's outer ring shows Fray-adjacent anomalies. Church response is
containment, not restoration. Caeden disappears from the district within the year.
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Tier Two Seed — The Ashen Covenant

Trigger: Outcome 1 (Full Restoration) OR Outcome 2 (Partial Restoration)

Three weeks after the Ashenfold's partial or full restoration, the party hears through a Church contact, merchant, or city guard:
the Cathedral of Saint Aemund — in a different district — has closed its doors unexpectedly. Not locked: closed. The doors
are sealed from the inside. The bell has been ringing at irregular hours with no one visible in the tower. A Church survey team
sent to investigate has not returned.

→ This is the hook for The Ashen Covenant (Module 02).

The Prodigal Dungeon's successful resolution has made the party known to the Ecclesiastical Survey Office — they are the
people who fixed the Ashenfold. They are the people the Office now calls when something goes wrong in a consecrated
building.

Conditions Checklist

For the DM to complete at session end. Checked conditions determine which Outcome applies.

☐ Condition Type Activates

☐ Partial stabilization completed in Area 4 (two legacy liturgical
formulae successfully spoken)

Hard Outcome 1 requires this

☐ Caeden read the Tuning Codex at the reading stand Hard Required for Outcomes 1 or 2

☐ Party accompanied Caeden during the reading Hard Outcome 1 requires this

☐ Caeden read the Codex alone (party not present) Hard Outcome 2 if reading occurred

☐ Tuning Codex left the estate without being returned to Caeden Hard Outcome 3 — Codex Removed

☐ Party left without speaking to Caeden Hard Outcome 4 — Abandonment

☐ A party member used an Ashenfold legacy liturgical formula aloud
in the module

Soft continuity
flag

Records the party's engagement with the
Ashenfold's legacy

☐ Party showed compassion to Caeden rather than judgment Soft continuity
flag

Strengthens Caeden's restoration arc

☐ Party read Aldric's full annotation aloud at the table Soft continuity
flag

Records the annotation's role in the
restoration

☐ Static Stalker was killed (not driven off) Soft Caeden notes this with discomfort

☐ Orrath letter found and shown to Caeden Soft Adds weight to Caeden's confession arc

☐ All four Outcome 1 conditions met Hard Tier Two Seed — The Ashen Covenant is
active

Soft continuity flags do not add to Campaign Ripple Drift. They affect narration, NPC reactions, future hooks, and GM
continuity only. The outcome value is the module's final Campaign Ripple Drift contribution.
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Creatures

Static Stalker

See full entry: Static Stalker

Type: Medium Monstrosity, Unaligned — Void-Wrought CR: 1 (200 XP) Theological Type: Corruption of Coherence
(Acedia — a creature that has lost its form through abandonment)

Stat Value

AC 13 (natural armor — decoherent form)

HP 32 (5d8 + 10)

Speed 40 ft. (ignores difficult terrain; see Phase Movement)

STR / DEX / CON 14 (+2) / 16 (+3) / 14 (+2)

INT / WIS / CHA 3 (−4) / 12 (+1) / 5 (−3)

Saving Throws Dex +5, Wis +3

Skills Perception +5, Stealth +7

Damage Resistances Bludgeoning, Piercing, Slashing (nonmagical)

Senses Darkvision 60 ft., Tremorsense 30 ft., Passive Perception 15

Languages —

Traits: - Phase Movement. Can move through solid objects as difficult terrain; The Ashenfold Counterword KETH , used as

described in Area 3, suppresses this ability until the end of the Stalker's next turn. - Silent Predator. Makes no sound when
moving. Advantage on Stealth checks and on attack rolls against creatures that have not yet acted in combat. - Ash Spoor.
Leaves gray ash footprints wherever it moves, including on phased surfaces. Visible for 24 hours. - Decoherent Form. When
struck, attacker makes DC 11 Wis save or is Frightened until end of their next turn.

Actions: - Bite. Melee Weapon Attack: +5 to hit, reach 5 ft. Hit: 8 (1d10 + 3) piercing + 3 (1d6) psychic damage. - Raking
Claws. Melee Weapon Attack: +5 to hit, reach 5 ft. Hit: 6 (1d6 + 3) slashing. Usable as bonus action after using Phase
Movement through a solid object in the same turn.

Theological Note: The Static Stalker was a wolf. It entered the Ashenfold through a section of damaged Lattice and was
exposed to eleven years of slow decoherence. Its blurred, ash-leaving, wrong form is what happens to a creature that exists
too long in a space where reality has given up on being specific.

NPCs

Caeden Vael

See full entry: Caeden Vael
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Field Detail

Age 41

Appearance Lean, dark-haired going gray, clean-shaven. Clothes well-made and worn thin.

Voice Quiet — not soft. Chooses words precisely, as if aware they can do things.

Attitude Self-aware to the point of paralysis. Not looking for absolution — looking for clarity about whether anything he does now
matters.

Key Phrase "I know. I know. You don't have to explain what I did. I was there."

Key Secret Began reading the Codex alone eight months ago — three midnight sessions at the reading stand. Stopped when nothing
responded.

What He
Needs

Not absolution. Not judgment. Someone to stand next to him while he reads.

Dabar Note Not ordained. Knows the maintenance sequences phonetically from observation. If an ordained priest reads alongside
him, reduce all Area 4/6 DCs by 3.

Sev Orrath

Field Detail

Role Merchant who hired the party (Hook B)

True
Motive

Recover property deeds before Church re-development eliminates his ownership claims

Key Secret Knows Caeden is responsible; has been quietly covering for him in exchange for Caeden's silence on Orrath's own
transactions

The Letter Found in the locked chest, Area 3. Changes the finale conversation if shown to Caeden.

Ashenfold Legacy Liturgical Formulae

These fixed counterwords, inscriptions, and maintenance rites are site-bound to the Ashenfold. They are not player-
constructed Phrases, are not entries in the 37-glyph registry, and have no general casting availability outside the
applications stated below.
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Formula or
Rite

Ashenfold application

KETH The Ashenfold Counterword. When used as described in Area 3, suppresses the Static Stalker's Phase Movement for 1
round. No check is required.

KETH-BAR-ON The active chapel-lintel inscription in Area 3B; a fixed boundary ward.

QAD VAEL Aldric Vael's chapel dedicatory seal in Area 3B.

RUH , DUR , 

QAD

First-formula options for the Area 4 maintenance rite.

SATH , TAM , 

GAL

Second-formula options for the Area 4 maintenance rite.

RAV-SAL A restorative legacy formula. Where explicitly permitted by the rite, an ordained priest clears 1 Strain from a touched
creature. This is a site-bound module procedure, not a replacement resource system.

Ripple System Integration

See full entries: Ripple System, World Campaign Ripple Drift

Campaign Ripple Drift Outcomes

The outcome value below is the module's final Campaign Ripple Drift contribution. Soft continuity flags are recorded
separately and do not modify this value.

Outcome Campaign Ripple Drift

Outcome 1 — Full Restoration +2

Outcome 2 — Partial Restoration +1

Outcome 3 — Compromise 0

Outcome 4 — Abandonment −1

Active Local Conditions (possible)

Condition Key Triggered By Carried To

THE CODEX REMOVED Outcome 3 The Ashen Covenant, future modules

ASHEN COVENANT HOOK ACTIVE Outcomes 1 or 2 The Ashen Covenant

ASHENFOLD RESTORED Outcome 1 Year One arc — The Bell Tower

ASHENFOLD PARTIAL Outcome 2 The Ashen Covenant — second visit possible

ASHENFOLD ABANDONED Outcome 4 Regional Fray-adjacent anomalies within 6 months
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Legal
This work includes material taken from the System Reference Document 5.1 ("SRD 5.1") by Wizards of the Coast LLC and
available at https://dnd.wizards.com/resources/systems-reference-document. The SRD 5.1 is licensed under the Creative
Commons Attribution 4.0 International License available at https://creativecommons.org/licenses/by/4.0/legalcode.

All original content is copyright Iron Veil Press. Iron Veil Press is not affiliated with or endorsed by Wizards of the Coast
LLC.

Iron Veil Press · ironveilpress.com · Pay What You Want
"The world has fallen. The light still burns. Will you carry it?"
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