
The Prodigal Dungeon
Pregenerated Character Packet · Level 1 Replacement Edition

Use: This replacement packet preserves the original five canonical character concepts for The

Prodigal Dungeon and adds complete SRD 5.1-compatible Level 1 builds for play. It is intended

to supersede the earlier concept-only packet when a table needs ready-to-run pregenerated

characters.

Canonical note: This packet keeps the original hooks, secrets, key choices, and Dabar prompts.

The Ashenfold Child and Fray Witness now include filled narrative details so the packet can be

handed to players immediately.



1. The Survey Acolyte

Class / Background: Cleric (Knowledge Domain) / Acolyte

Core concept A junior Church surveyor who believes a proper record can prevent catastrophe.

Hook You signed the Ashenfold assessment order. A prior survey team returned shaken

and silent.

Secret You recognize Aldric Vael’s name from restricted registry annotations.

Key choice Will you treat Caeden as a case file, a culprit, or a person?

Dabar

prompt

You have studied the sound of KETH but have never used it when a life depended

on it.

Race Human Alignment Lawful Good

HP 8 AC 13 (chain shirt)

Speed 30 ft. Initiative +1

Spirit Capacity 8 Proficiency Bonus +2

Ability Score Mod Ability Score Mod

STR 10 +0 DEX 12 +1

CON 13 +1 INT 15 +2

WIS 16 +3 CHA 11 +0

Saving Throws Wisdom +5, Charisma +2

Skills Arcana +4, History +4, Insight +5, Investigation +4, Medicine +5, Religion +6

Languages Common plus two of choice

Tools Calligrapher’s supplies

Features Spellcasting; Domain Spells (Command, Identify); Blessings of Knowledge

Cantrips Guidance, Sacred Flame, Thaumaturgy

Prepared

Spells

Bless, Detect Magic, Command, Identify

Equipment Chain shirt, shield, mace, holy symbol, priest’s pack, assessment order, ink and

quill

Play note: This character is the party’s best reader of doctrine, records, and symbolic intent. He is well

positioned to interpret Aldric Vael’s notes and handle site-bound liturgical questions.



2. The Orrath Retainer

Class / Background: Rogue (Thief) / Criminal (Spy)

Core concept A practical agent hired to recover property deeds from the warehouse.

Hook Sev Orrath offered excellent pay and suspiciously few details.

Secret You suspect the job is less about deeds than about controlling a story.

Key choice Who receives the letter if you find it?

Dabar

prompt

You regard liturgy as a tool. The Ashenfold may teach you that tools remember

their purpose.

Race Human Alignment True Neutral

HP 9 AC 14 (leather armor)

Speed 30 ft. Initiative +3

Spirit Capacity 6 Proficiency Bonus +2

Ability Score Mod Ability Score Mod

STR 11 +0 DEX 16 +3

CON 13 +1 INT 14 +2

WIS 12 +1 CHA 10 +0

Saving

Throws

Dexterity +5, Intelligence +4

Skills Acrobatics +5, Deception +2, Perception +3, Sleight of Hand +5, Stealth +7

Languages Common, Thieves’ Cant

Tools Thieves’ tools +7, playing card set

Features Sneak Attack (1d6); Thieves’ Cant; Expertise (Stealth, Thieves’ Tools)

Weapons Shortbow, dagger ×2, shortsword

Equipment Leather armor, thieves’ tools, crowbar, dark common clothes, belt pouch, Orrath

instructions, forged letter of introduction

Play note: This character excels at infiltration, locks, quick decisions, and deciding who should control sensitive

information once it is found.



3. The Ashenfold Child

Class / Background: Ranger (Hunter) / Outlander (Displaced Resident)

Core

concept

You lived in the district before it fell silent, or your family did.

Hook You remember the city breathing: gardens, market calls, and the hum beneath the

paving.

Secret You kept one object from the evacuation: a small brass garden bell from your family

courtyard, wrapped in old linen so no one would hear it ring.

Key choice Can a home be restored, or must it become a warning?

Dabar

prompt

Choose one root whose sound you remember from childhood: KETH, RUH, DUR,

QAD, SATH, TAM, or GAL.

Race Human Alignment Neutral Good

HP 11 AC 14 (leather armor)

Speed 30 ft. Initiative +2

Spirit Capacity 7 Proficiency Bonus +2

Ability Score Mod Ability Score Mod

STR 13 +1 DEX 15 +2

CON 14 +2 INT 10 +0

WIS 14 +2 CHA 9 -1

Saving Throws Strength +3, Dexterity +4

Skills Athletics +3, Nature +2, Perception +4, Stealth +4, Survival +4

Languages Common plus one regional dialect

Tools Herbalism kit

Features Favored Enemy (Monstrosities); Natural Explorer (Urban); Colossus Slayer

Weapons Longbow, shortsword

Equipment Leather armor, explorer’s pack, herbalism kit, brass garden bell, 10 gp

Play note: This character anchors the party emotionally to the district itself. The bell is a concrete symbol of

memory, loss, and the question of whether restoration is mercy or denial.



4. The Fray Witness

Class / Background: Warlock (The Celestial) / Haunted One

Core

concept

You survived a brush with the Fray and have learned to notice when reality

becomes imprecise.

Hook The Ashenfold’s wrong-angled shadows resemble the first signs you saw before.

Secret You are afraid that the Static Stalker may once have been something you

recognize.

Key choice Do you destroy corruption, contain it, or seek what it used to be?

Dabar

prompt

Your steadying sentence is: “Name the wall, name the floor, name the light; what

is named may hold.”

Race Human Alignment Neutral Good

HP 9 AC 13 (leather armor)

Speed 30 ft. Initiative +2

Spirit Capacity 9 Proficiency Bonus +2

Ability Score Mod Ability Score Mod

STR 9 -1 DEX 14 +2

CON 13 +1 INT 12 +1

WIS 14 +2 CHA 16 +3

Saving Throws Wisdom +4, Charisma +5

Skills Arcana +3, Investigation +3, Perception +4, Survival +4

Languages Common plus one of choice

Features Pact Magic; Expanded Spells (Cure Wounds, Guiding Bolt); Healing Light (2d6)

Cantrips Light, Sacred Flame

Spells Known Cure Wounds, Guiding Bolt

Spell Slots 1 first-level slot (short-rest recovery)

Equipment Leather armor, light crossbow, dagger, scholar’s pack, Fray trinket, 10 gp

Play note: This character is ideal for players who want moral tension, spiritual unease, and a small but

meaningful support-healing role.



5. The Reluctant Heir

Class / Background: Paladin (Oath of the Ancients) / Noble (Fallen)

Core concept You know the weight of an obligation you did not ask to inherit.

Hook Caeden’s failure unsettles you because it feels familiar.

Secret You have postponed a responsibility that will eventually affect others.

Key choice What do you say when Caeden asks whether it is too late?

Dabar prompt When the columns ask for intent, state what stewardship means to you.

Race Human Alignment Lawful Good (strained)

HP 12 AC 16 (chain mail)

Speed 30 ft. Initiative +0

Spirit Capacity 8 Proficiency Bonus +2

Ability Score Mod Ability Score Mod

STR 16 +3 DEX 10 +0

CON 14 +2 INT 10 +0

WIS 12 +1 CHA 15 +2

Saving

Throws

Wisdom +3, Charisma +4

Skills History +2, Insight +3, Persuasion +4, Religion +2

Languages Common plus one of choice

Features Divine Sense (3 uses); Lay on Hands (5 HP pool)

Weapons Longsword, javelin ×5

Equipment Chain mail, shield, holy symbol, priest’s pack, signet ring, worn fine clothes, 25

gp

Play note: This character gives the party a steady front line and frames the adventure’s central questions of

inheritance, responsibility, and mercy.



Shared Session Notes

Use this page at the table to track the party’s outcome and continuity choices for later Threl play.

Field Description

Party name

Outcome achieved

Campaign Ripple Drift from this module

Active continuity flag(s)

What the party chose to carry forward

Which character bonded most strongly with Caeden

Which Ashenfold memory the table emphasized

Continuity reminder: Soft continuity flags are narrative records only. They do not add to

Campaign Ripple Drift.
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