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Welcome to the twenty-second issue of Explosive 
Runes!  Yes, it’s been a bit since the last issue, as life 
kicked a few butts along the way to getting this issue 
done, but the important thing is, we are back and 
raring to make this the best mag you can buy.  
Guaranteed, or double your money back! 

 
We hope you enjoy the material and features, and 
that they help by expanding your RPG possibilities 
and introducing some new gaming ideas to help 
our community grow. 
 
I’d like to thank Solomon777 for doing the lion’s 
share of the lifting on getting this issue back into 
publication, as well as Avner for his contributions; 
Godrosen for his help behind-the-scenes; PIG and 
StillPond for their efforts; and EngrInAZ for letting 
me steal shamelessly from his layouts, in order to 
get this kick-started and done quickly.   

 
Now get out there and have fun!  
 
~Dirkoth 

 
 
Are you looking to get a writing or art gig? Want to help make 
RPG Crossing a very special place? Then get your work put in 

Explosive Runes and enjoy the satisfaction that comes with a 

job well done. For more information about this, please contact 
me through the website.  I am almost always there! 

 
 
 
 
 
 
 
 
 
 
 
 
 
 

Editor-n-Chief-Bottle-washer:  Dirkoth 

 

Behind-the-scene elves:  Solomon777, Godrosen, Avner, PIG, StillPond, 

EngrInAz 

 

Cover Art:  Solomon777    
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Authors 
The RPG Crossing community loves 

to support all of our published authors. 
Not just here in Explosive Runes and in 
the Library/Short Stories section, but 
also site- wide.  

We've compiled a list of all site 
authors (that we know of) and all of 
their work, right here on the site. If you 
have published something you'd like to 
share, send a PM to Birched to be 
included. 

And, go support our many writers, 
in the Library!  They’ll love you for it! 
 

Charity Fundraiser & 
Membership Drive 

Every year in December, we host a 
Community Supporter membership drive to 
benefit mental illness research, via the Brain 
and Behavior Research Foundation. This 
organization has been vetted by the Better 
Business Bureau and seems as solid as any 
charity out there. The goal is "To bring the joy of 

living to those affected by mental illness – those 

who are ill and their families and friends."  

The foundation does its work by 
awarding research grants. A portion of your CS 
membership goes directly to help! Please 
remember this December, and join us as a 
Community Supporter, and a supporter of Brain 
Research!  See the article on the next page for 
more information about the 2016 Community 
Supporter membership drive.  

CSEA News! 
 
The Community Supporter Exclusive 
Adventure (CSEA) has now had its’ second 
party reaching the end of their adventure. 
This is the culmination of about a year and a 
half to get to that point, and most parties 
putter out before then. Eighteen months is a 
huge milestone for many PbP adventuring 
groups! 
 
We are also very excited to announce that we 
are launching the 5e version of the CSEA! 
This exciting news is the result of a lot of 
hard work between RonarsCorruption and 
Avner. Very exciting times are expected to be 
coming there. 
 
Remember, the CSEA is a benefit of becoming 
a Community Supporter, one of many.   
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NPSG 
The New Player Solo Games program marked 

its 800th graduate earlier this year. Multiple new 
DMs have joined the ranks this year as well. The 
program currently offers tutorial games under 
D&D 3.5e, 4e, 5e, Pathfinder, and 13th Age systems.  
 

It is a great place for folks new to the site, or 
new to Play by Post gaming to come learn the 
mechanics of both role playing and game 
playing, with volunteer Game Masters available 
to guide them through the process with a simple, 
easy to do starter game. 
 

Check it out, and give a big thanks to Zevonian, 
for wrangling it behind-the-scenes so well! 

                                       

 

 

http://www.rpgcrossing.com/cmps_index.php?page=booklist
http://www.rpgcrossing.com/cmps_index.php?page=booklist
http://www.rpgcrossing.com/member.php?u=14566
http://www.rpgcrossing.com/payments.php#communitysupporter
https://www.bbrfoundation.org/
https://www.bbrfoundation.org/
https://www.bbrfoundation.org/
https://www.rpgcrossing.com/forumdisplay.php?f=4923
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 Thank you for supporting our 5th Annual 
December Membership Drive and Charity 

Fundraiser! 

 

Thank you to all those who contributed to our 2016 December Drive! Shirt and art 
purchases, full year membership purchases, and direct donations resulted in $925 

raised to improve the lives of those affected by mental illness. This smashes last 
year's record, and brings to $2730 the total that we've raised towards mental 
illness over the past several years ($3080 if we count matching funds for our 

donations in the first year.) Thanks to the membership purchases (and to a small 
extent the shirts), we also raised funds to help pay some of RPG Crossing's bills for 

the next year. 
 

I'd like to extend a special thanks to Louis Porter Jr, Michael McCarthy, Justin 
Halliday, James Desborough, and John Buckley for contributing to the fantastic 

PDF bundle that is going to all Indiegogo backers.  
 

- Mark / Birched 
 

P.S. Although he doesn't like being the center of attention, I'd also like to thank 
Darren, the artist who donated the art for the shirts and postcards to the 

Indiegogo campaign. Thank you so much! 
 

2016 RPG Crossing Community Supporter T-Shirts! 

 

https://www.rpgcrossing.com/showthread.php?t=170066
http://bbrfoundation.donordrive.com/campaign/rpgx2016
http://bbrfoundation.donordrive.com/campaign/rpgx2016
https://www.drivethrurpg.com/browse/pub/85/LPJ-Design?affiliate_id=449319&
http://www.drivethrurpg.com/browse.php?keywords=michael%20mccarthy&test_epoch=0&affiliate_id=449319
http://www.drivethrurpg.com/browse/pub/4846/Hero-Forge-Games/?affiliate_id=449319
http://www.drivethrurpg.com/browse/pub/4846/Hero-Forge-Games/?affiliate_id=449319
https://www.generosity.com/education-fundraising/darkzel-art-scholarship-2016-17
http://www.drivethrurpg.com/browse/pub/5790/The-KnottyWorks?affiliate_id=449319


 
 
 

Post of the Month 
The Post of The Month competition is still 
running strong on RPG Crossing, and it 
continues to highlight some of the finest work 
by site members on a monthly basis. 

 
The 2016 Post of the Year Winner 
was Zany!  (You can read the announcement here) 
 

The 2016 Winners: 

Date Winner Announcement 

Jan 16 Ogamodyna here 

Feb 16 Thorsten here 

Mar 16 Nade here 

Apr 16 Magically Musing here 

May 16 Nycro Shears here 

Jun 16 Spankucus here 

July 16 Goatmeal here 

Aug 16 Melchior here 

Sep 16 Rolzup here 

Oct 16 Stormhammer here 

Nov 16 Zany here 

Dec 16 Inem here 

 

Hall of Fame 2016 
Another year has come and gone, and the 
Hall of Fame is welcoming the newest 
inductees to their new front page spot. This 
year, from all the eligible games nominated 
for Hall of Fame 2016 status by the general 
membership pool, it boiled down to three. 
After a close round of voting by our 
Community Supporters, these three games 
were left standing to join the hallowed ranks 
of the Hall of Fame. 
 
Obsidian Champions DM MoonZar 
 
Giantslayers DM Jarl11 
 
Everything Falls Apart - DM moozuba 
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It’s the 7th annual season of 
OUTPLAY for RPG Crossing! 

It starts with a huge group of strong 
competitors, but it always ends up the same 
way! Over the course of a summer of grueling 
competition, the winners advance, and face 
stiffer and stiffer competition, until at last, 
only one can remain. 

This year, we had some of the toughest 
competitions and best players writing to 
date, and the judges sweated each round of 
the competition!  Over the brutal summer, 
the field of play was whittled down until only 
the best remained.  

The Final Four players competing in 
RPGX OUTPLAY Season 7 were: 

 
13th Age: Khelbiros playing Rimoka 
 
D&D 3.5e: Wodine playing  Ignatius C Hypatius III 
 
D&D 5e: Avner playing Thomas Templeton 
 
Pathfinder: Pianoman90 playing Jorgum 

 
These four excellent competitors duked it 

out, until only one was left standing.  And 
that one was the final winner of Outplay of 
2016: 

 
Khelbiros with her character Rimoka! 

 
Congratulations to ALL the players who 

entered the arena and special thanks to the judges 
and volunteers who make it all possible.   

https://www.rpgcrossing.com/showthread.php?t=170710
https://www.rpgcrossing.com/showthread.php?t=162761
https://www.rpgcrossing.com/showthread.php?t=163389
https://www.rpgcrossing.com/showthread.php?t=164002
https://www.rpgcrossing.com/showthread.php?t=164756
https://www.rpgcrossing.com/showthread.php?t=165533
https://www.rpgcrossing.com/showthread.php?p=7122592#post7122592
https://www.rpgcrossing.com/showthread.php?t=167140
https://www.rpgcrossing.com/showthread.php?t=167734
https://www.rpgcrossing.com/showthread.php?t=168577
https://www.rpgcrossing.com/showthread.php?t=169022
https://www.rpgcrossing.com/showthread.php?t=169809
https://www.rpgcrossing.com/showthread.php?t=170255
https://www.rpgcrossing.com/forumdisplay.php?f=15389
https://www.rpgcrossing.com/forumdisplay.php?f=14136
https://www.rpgcrossing.com/forumdisplay.php?f=12557


 
 
 

Along the way, the Outplay fans’ voted for their Fan favorites of Iron DM's Round 0 entries, and we are 
proud to present them here for your enjoyment as well: 
 

Inner Sanctum written by: Thargent  

Be-Nothings written by: Rolzup  

Soul of Courtesy written by: Ion2Atom  

 

 

 

It was another amazing competition as  DMs and GMs all tried their best to be  chosen as this 

year’s Iron DM! 

It was a hard fought competition, down to the final two with Inem and Rolzup competing 

for the coveted title.  Finally, after a hard fought battle, Inem laid claim to the title of Iron DM 
for 2016. 
 
His stories: 
 
Round 0: The Hall of Truths 

Round 1: Throne of Thrones  

Round 2: Fruitful Experiments  

Round 3: A Tale of Two Immortals  

Round 4: Frozen in Time 
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https://www.rpgcrossing.com/showthread.php?p=7254002#post7254002
https://www.rpgcrossing.com/showthread.php?p=7256473#post7256473
https://www.rpgcrossing.com/showthread.php?p=7258171#post7258171
https://www.rpgcrossing.com/showthread.php?p=7257687#post7257687
https://www.rpgcrossing.com/showthread.php?p=7266325#post7266325
https://www.rpgcrossing.com/showthread.php?t=168237
https://www.rpgcrossing.com/showthread.php?p=7300499#post7300499
https://www.rpgcrossing.com/showthread.php?p=7313873#post7313873


 

 

 

 

 
 

In the library lives a monthly challenge 
to write a short story started by the 
wonderful Klazzform a few years ago and 
more recently picked up by Aethera. Each 
month a theme is posted, along with three 
additional challenge elements that are 
optional, just for the challenge of 
incorporating random items into your 
story. We have great stories submitted each 
month, so come visit us on the  forum! 

 

Monthly Winners 
2016 

 

January 2016 Winner 

Shattered Plans 
by Avner 

 

February 2016 Winners 

The Snake 
by Zany 

 

March 2016 Winner 

Bluebird 
by Fatgunn 

 

April 2016 Winner 

Shopworn 
by Rolzup 

May 2016 Winner 

For Whom the Bell Tolls 
by Davion 

 

June 2016 Winner 

Happy Hunting 
by Abel Rain 

 

July 2016 Winners 

CRIME Doesn’t Pay 
by Demosquid 

 

   August 2016 Winner 

Darkest Night 
by Mr D 

 

October 2016 Winner 

 

Muriel’s Amazing Adventure 
by ADancingKitty 

November 2016 Winner  

The Fairy Queen 
by Captain Devonin 

December 2016 Winner 

Convergence of Nested Sequences 
by GeneT 
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2017 Easter Egg hunt/Bunny Naming! 
 
We are happy to announce that LittleBlueNA was the 2017 winner of the "Easter Bunny Hunt".  
 
LittleBlueNA found a mess of hidden eggs (all 13 of them), secreted away by that wascally wabbit, 

and then put the clues together to figure out that this year's bunny was none other than the Baker of Puns 
himself, NEQQ! LittleBlueNA was awarded a prestigious (artisanal) graphic image to commemorate his 
achievement as the 2017 Easter Bunny Hunt Winner. 
 

Here’s the background on the clues given (plus an extra, unused one: an exclusive for ER readers!), 
and their relationship to our Bunny, Neqq! 
 
1) I love a good pun, but I love a terrible pun even more.  That made the clue: Punny Bunny Hunny.  
 
2) My username is adapted from a Piers Anthony novel. That made the clue: Username taken from 
book title.  
 
3) I am a teacher. That made the clue: I shape young minds.  
 
4) I made my writing class join the site and ran mini-games for them. That made the clue: Loves 
indentured servitude. A+ 
 
5) I tend to play some of the more unusual races, such as kitsunes, changelings, samsarans, oreads 
and even an ice squole called Vanilla. That made the clue: There's nothing vanilla about the races I play.  
 
6) POTM was about a ranger playing dice with death. A 4th wall breaking nod to the death save I 
had just rolled. That made the clue: Deadpool Ranger Award?  
 
7) I love the Tug of War. I have mainly been an Upper but for a short time I was a Knight that said 
Nil and a Hero of Zero. That made the clue: Can't make up his mind which team to pull for.  
 
8) Tiger snakes sometime frequent my backyard. That made the clue: Lions and Tigersnakes and Bears, 
Oh my... 
 
9) In one game my partner is a German Shepherd called Timbre. That made the clue: Not a 
lumberjack, but shouts "Timbre!!!" a lot. 
 
10) I still think American Football is misnomer since only two people kick the ball on each team. 
That made the clue: Believes football is soccer, like 90% of the planet. 
 
11) People often think my username is Easter related. That made the clue: Often mistaken as Easter-
adjacent, even before becoming a bunny.  
 
12) I like gender specific terms for female dwarves such as dwarfette or dwarferina. That made the 
clue: Tosses around dwarferinas, often. Gnomettes, too, perhaps, although this is not confirmed by witnesses. 
 
13) Because of the time difference for most users I live in the future. That made the clue: Some people 
believe our bunny lives in the future.  
 
14) I topped the list of referrals to the site last year. That made the clue: Claims to know a lot of people. 
Even more oddly, they claim to know the Bunny. 
 

We “hop” you tune in next year around the Easter Holiday, and pick up 
clues about the 2018 Easter Bunny! 
 

 

https://www.rpgcrossing.com/member.php?u=70817
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When Gams Meet 

by MrD 
 

A Double Helix circling 
Division into two, 
A cell, 
Two cells, 
Their nuclei, 
It circles in them too. 
Four then eight then sixteen, 
Thirty two and sixty four, 
On and on dividing, 
Becoming more and more. 
A heart, 
A brain, 
Two arms and legs, 
A push, 
A puuuusshhhhh! 
A cry. 
 
~~~ 
 
"It's a boy Martha it's a boy!" 
"Oh Martin he's beautiful" 
So much potential right there. 
The next generation right there. 
A mind untainted 
A life unpainted 
 
~~~ 
 
Multicoloured blocks! 
Plastic keys and locks! 
Things that ping! 
Clocks that ring! 
Elephants and penguins, giraffes and 
bears, 
Prams, buggies, toddling,  
No more high chairs! 
A baby walks 
A toddler talks 
~~~ 
 

 

 

“I'm sure he said Da! Da! this morning!" 
"I think you mean Ma! Ma!." 
"Say Ma Ma!" 
"No say Da! Da!" 
"Ma Ma!" 
"Look look he's trying to say 
something!" 
 
 
They wait in expectation. 
A pivotal situation. 
The first word, 
To be heard. 
A revolution, 
Of evolution,  
Twirling down through history.  
What he says in many ways,  
Will follow him to eternity. 
 
"Pen - guin!"  
 
~~~ 
 
Pre school, Middle school, High School, 
University 
Listen to your mentor to overcome 
adversity.  
Make mistakes - apologise, 
Make mistakes - correct them, 
Make mistakes but hopefully,  
Don't make them very often, 
 
~~~ 
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"Don't ever give up son!" 
"Right dad!" 
"Life can be tough, Don't ever give up!" 
"Yeah right dad!" 
"I know what it's like at you age, I was your 
age once!" 
"Daaddd!" 
 
Advice! Advice! 
You don't have to ask twice. 
There's always a parent who's got some to 
spare. 
Whether you like it or not.  
Best to accept it, 
Rather than reject it. 
Or suffer the consequences! 
 
~~~ 
 
Get a job  
Lose it  
Thought you'd pick and choose it. 
So much competition stifles your ambition 
But don't give up 
Don't give in  
It's the only way you're going to win 
Take what you can  
Make a five year plan 
Earn some money, put some away  
Save it for a rainy day or until you. .  
Meet a girl, 
Settle down. . . 
 
~~~ 
 
"Oh she's lovely dear!" 
"Mum stop it" 
"Oh but she is, I think you'll be very happy 
together!" 
 
~~~ 
 

Buy a house, 
Make a home,  
Maybe you two can now be alone 
!!! 
But six months, 
Or eight months, 
One year or two, 
Sooner or later it will happen to 
you! 
 
~~~ 
 
 
A Double Helix circling 
Division into two 
a cell 
two cells 
their nuclei 
it circles in them too. 
four then eight then sixteen 
thirty two and sixty four 
On and on dividing becoming more 
and more. 
A heart 
A brain  
Two arms and legs 
A push 
A puuuusshhhhh! 
A cry. 
 
~~~ 
 
The circle of life, 
Is as easy as PI. 

When Gams Meet by MrD 

 

 



 

 

 

 

 

 

 

 

 
 
 

 

What differences did you see from the player perspective as opposed to a judge? 
 

I think the biggest difference about being a judge is having to rip yourself away from just 

enjoying all the fantastic writing. I have caught myself getting absorbed into player's narrative's and 

going along for the ride. I have to consciously pull myself back so I can ask the right questions 

objectively: Are all the actions are in character? Are they consistent with what the character has said 

or done previously? Is the grammar and spelling good? Would this appeal to more people than just 

me?  

Players have to ask themselves many of the same questions, but ultimately they really only have to 

focus on making their posts as perfect as possible. As Judges we also have to try and be as fair and 

impartial as possible. We certainly aren't perfect, but I personally do two passes when I rate a round. 

The first pass to address many of the points I mentioned earlier; then I do a second pass to make sure 

I didn't unfairly favor one player over another. For the record, I don't mean to say that the 

contestants have it easier. In many cases it is much easier to critique than to create, and the 

contestants create consistently and on a very tight schedule.  

 
 
Tell us a bit at this tool you created, did you give it a cool name? I believe the F.A.R.T is taken. 
 

Alas, I have not. At one point I toyed with the idea of naming it something along the lines of 

DnDOGRE for DnDOnlineGames Round Evaluator. Since then we've had a site name change and 

the tool has grown as well. I believe at present it just has the boring name of "Thread Stats". It 

seems I also neglected to give it a project code name, which I often do for kicks. It may be past time 

for me to remedy the situation on both counts. I'll come up with a real name later, but from this day 

forward I dub this project's code name: "Numerical Superiority". Call it an interview exclusive. 

Someday I'll tell you about another project of mine code named "Primer Meridian", but not today. 

What do you think makes it so great? 
 

Outplay is a fun contest. I have seen time and time again players coming in with "throw away" 

character concepts that, by the end, they have become so attached to that they are loathe to give them 

up. I think that's because the contest does do a good job of bringing in some of the best players on a 

site full of strong role-players. Ultimately, I wouldn't say that it is the contest itself that makes it so 

great; though it is certainly helped along by the folks behind the scenes who do all the DMing, 

planning and organization. I think it’s all of the contestants coming together and playing at the top of 

their game that really makes it better. Good roleplay from one tends to encourage good roleplay from 

their fellow players. When you have a mix of excellent players like we get in Outplay, they build on, 

and more importantly, build up, each other in a truly epic fashion.  

An interview with an Outplay Judge 
Ion2Atom interviewed by Avner 

What made you decide to get involved in Outplay? 
 

I believe I was first approached by Admin Ronar's Corruption after I won Iron DM a few years 

back. Although I was thinking about competing myself, I realized that I probably wouldn't have the time 

or stamina for the weekly posting that the contestants dedicate themselves to. So you know what they 

say: If you can't do, teach judge. Honestly, I have truly appreciated all the time and effort that other 

people have put in to be judges in contests like Iron DM. It felt it was a good opportunity to do my part.  
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What made you think to apply it to 

Outplay? 
 

Mostly the same reason I started running 

it for myself. The fine folks of Outplay have been 

putting out loads of high quality posts, with 

significant amounts of writing in each. It's easy to 

say that the contestants put in a lot of work and 

produce a lot of prose, but it’s another thing to 

say that they jointly wrote 267,900 words. Put 

that a different way, Outplay produced 1,072 

pages of writing. That's enough to have written 

the Hobbit, Pride & Prejudice, The Old Man and 

the Sea, and Macbeth. Even then, you still leave 

about six to seven thousand words on the table 

for the editors to work with. When their work is 

put in that context, I think it’s easier to fully 

appreciate just how much work the Outplay 

Contestants put forward each year. 
 

I understand you had used this tool before, why did you initially build it? Has it grown 

from your original concept? 
 

It has absolutely grown in scope since I first built it. It's seen several major overhauls over the 

years. I first started working on it for my own benefit. I'm in a game called "Trouble in Paradise" here on 

RPGX that was producing metric oodles (what you didn't know you could measure things in oodles?) of 

high quality posts. We had some chatter in OOC about just how much that was, and thus the first version 

of "Numerical Superiority" was born. At first it just had words in it, but it began to expand to differentiate 

between bolded (spoken) and italics (thoughts) words. Then I started adding in some common literary 

measurements like Flesch-Kincaid, until you got the full stat blocks you saw in Outplay this year. There is 

one additional feature that is still somewhat experimental for more long term games that graphs out 

posting rates by person over time. I haven't yet decided if that one will stay in or not. As time goes on, I 

suspect that the tool will continue to grow as I use it more and new feature ideas come up.  

 
 The contributions to RPGX from this tool 

have quite surpassed your original 

expectation. Where did you come up with 

that idea and how did you go about putting it 

into action? 
 

I believe it started very similar to how I came 

to originally build the tool: OOC chatter. There 

seemed to be an interest, and people fanned the 

flames. You could call it “right place right time”, and 

it didn't hurt that I already had what I needed built. 

Having just watched all the work that went in from 

volunteers and mods for the Outplay setup, it wasn't a 

far leap for me to ask for a nominal donation to the 

site. Speaking of which, I want to make a point of 

thanking everyone who participated in the mini-

fundraiser. From large to small, public or 

anonymous, it was nice to see the support that came 

in, and the community's willingness to help out the 

site.  

 
 
 

The Stat tool you created was a great way to promote both Outplay and to contribute in 

the donations that keep the site running. What can you tell other members who want to 

contribute in such a way? How can they offer similar perks for donations to the site? 
 

I would say the first thing is to make sure that whatever you would like to do, make it something that 

you can primarily do by yourself. I'm sure that the staff are happy to help with certain things, but we have to 

remember that they are kept hopping by all their other duties as well. That and you have to absolutely make 

sure that you can deliver on what you promise. The last thing we want as a community is for donations to 

come in with an expectation and ultimately end up being disappointed. Once you are rock solid on that 

point, I would recommend reaching out to one of our friendly mods and admins. Bounce your idea off of 

them a few times and see if it makes sense. Aside from that, the sky's the limit. I know that we've had site 

members offer up steam game codes as incentives and prizes before, and I know we have several published 

authors, artists, and even RPG module writers. Everyone has a talent, skill, or even just some time to 

contribute. We're a pretty diverse community. Not everything is going to work, but it doesn't hurt to broach 

the subject. 
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An interview with Ion2Atom (cont) 

 



Why do you think people responded so well? 
 

Everyone likes to have some feedback on how they're doing. When I participate in site contests, the 

most valuable part of it has always been the thoughtful and insightful feedback I've gotten from the judges. 

It makes me a better writer, and a better role-player. There's no replacing a quality judge, but sifting 

through the numbers produced by the statistics tool can be fun in and of itself. You can almost create your 

own story and see how you stack up against your fellow contestants in a very direct way. I think the last 

feature added detailing the most commonly used words by player, based on a public vote I may add, was an 

interesting one. You can almost get a sense of the way a character is being played just by the statistics and 

their choice of words.  

 

Is there something you would have done differently? 
 

I would have liked to have been a little more organized and had a little more lead time. As I 

mentioned earlier, this was somewhat of a spur of the moment campaign. I was quite lucky that the staff was 

so flexible and accommodating, but I really would have liked to have given them more of a head's up. I'm 

not sure that this effort would have gotten off the ground it hadn't been for the efforts and understanding of 

said staff members. 

 

Do you have any last comments you would like to provide? 

 

Just a big a congratulations to our winners! I would also like to acknowledge all of the contestants 

for their efforts. From Round 1 to the Finale, everyone who participated really deserves a hearty applause. 

I hope to see everyone back at Outplay next year 

An interview with Ion2Atom (cont) 
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Introduction: 
This adventure was created for 

four level 5 adventurers Using the 5th 
Edition Dungeons and Dragons ruleset. 
Each encounter below will recommend 
how to scale the encounter for 5 – 7 
adventurers as well.  
 

Summary of the Adventure 
Your group of adventurers have 

heard rumors of trouble in the town of 
Talwayn located on the remote reaches of 
the Sword Coast.  It is an old Tiefling 
settlement that dates back to the time 
before the ancestors of the cursed race.  
Legend has it that one of the ancient 
demonic pacts of the infernal race 
happened in what was once a prosperous 
kingdom there.   
 

Trouble has recently started to stir 
in and around the village and the 
adventurers find themselves venturing to 
the town to offer their assistance.  Upon 
the groups arrivals they here of horrible 
monsters coming out at night and plaguing 
the city.  Further investigation leads them 
to identify that a forbidden book from the 
library was stolen and is being used to 
create the horrible creatures plaguing 
Talwayn.   

 
The Adventurers should follow the 

clues to the library and discover a hidden 
temple underneath where they identify a 
terrifying secret about the settlement of 
Talwayn. 
 

Terror in Talwayn  
---- by Avner 

The city of Talwayn 
Population: 6800; another 800 or so live within a  
five-mile radius of the  town.  The people of Talwayn 
are mostly human, elf or dwarf with the minority 
class of Tieflings being in most of the power positions 
within the city; a remnant of the cities ambiguous 

history. 
 Government: A town council comprised only of 

Tieflings is the ruling power in the city.  They hold 
sway over all of the shops and guilds within the city 
are the leaders of various guilds and organizations 
within the city. 

 Defense: The city has about 100 soldiers stationed 
there leaving about a third of them on duty at any 
given time.  They are mostly human but their 
commander is a Tiefling. 

 Taverns: The Demons Horn, The Cursed Wench, and 
the Harpers Folly. 

 Major Guilds: Prospectors, Blacksmiths, Merchants 
Guild, Sages of Talwayn, Sails of Green (bargeman, 
fisherman, sailors). 

 Suppliers: Zoril's Blades and Steel, Fletchings by 
Dilista, Valzis Apothacary,  Urill's fruit stand, Zorros 
Ropes and Twine, Zarnon's Books and Cartography. 

          

Possible Hooks 
 
Infernal Blood 

The city of Talwayn is lead by the minority 
race of Tieflings.  They make up the council but there 
are many whispering they are tied to a mysterious 
cabal with dark ties the the settlements past.  These 
rumors have escalated since the trouble in Talwayn 
and the tiefling in your party wants to clear their 
races name. 
 
Sage Advice 

A Sage or other researcher in your group has 
heard of the great library in Talwayn and wants to do 
some research in its great halls.  It has a grand 
collection of various histories and documents on 
mystical artifacts. 
 
The Sailors Curse 

One of your party members is a former pirate 
or sailor.  In their past they encountered a creature 
so foul its very existence burns at their soul.  On your 
last adventure a clue to such a creature has reared its 
ugly head.  Deciding to track the horrible creature the 
sailor has lead the group to Talwayn. 
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Thurran the Tavernmaster 
DC13 Charisma check will win the bartender 

over or intimidate him enough to tell you what he 
knows to get your out of the tavern.  He mentions 
that the Tieflings still run the town in most power 
positions within the city.  With a DC20 check he will 
also let the PCs know that there have been stories 
about an ancient object that the links back to the 
TIeflings infernal heritage lost somewhere in the city 
but he is pretty sure it is just old folk tales. 
 
Padrick the Guard  

DC10 - Persuasion, Diplomacy 
 
Senstril the Libary curator and his assistant 
Fingan   

Senstril can be found with his assistant 
Fingan in the tavern.  The assistant seems to be 
looking after the older curratror. 

 
DC 5 - Insight- You can easily tell that the 

curator is bothered about something.  If asked she 
will explain that a very important book is missing 
out of the library's archives one with ancient and 
forbidden rituals.  It is the curator's chief 

responsibility to keep it safe.  A successful DC15 
Arcana check will further give the PC's information 
that the book is indeed a notorious ritual book used 
in demonic summoning and ritualistic spells. 
 

DC15 Insight- Fingan doesn't appear to be 
what he seems.  It is obvious that he is not taking 
care of the curator out of compassion.  It is not 
obvious if he just does not like the curator or that he 
is otherwise untrustworthy. 
 
 
 
 

                

The Investigation 
 

The group's investigation will lead them to a 

series of social encounters here are the various NPCs 
and what they have to offer the PCs in terms of 
information.  They are by no means the only NPCs in 
the town but they are the ones worth their attention. 

 

Read to the players 
The streets of the city are eerily silent 

as you make your arrival.  Looking for more 
information you notice a buzz of sound coming 
from the nearby tavern.  The sign outside 
shows a picture of a bloody horn above the 
name marking the Inn by its name The 
Demon's Horn.  Down at the end of the street 
in the center of town is an old keep that 
appears to have been converted to a library 
with various shops leading the way up to it 
however none of them appear to be vary busy.  
A dwarf tending to the gate cautiously 
approaches you.  

 
The dwarf will introduce himself as 

Puk and shows his surprise that the 
adventurers were able to make it to Talwayn 
unharmed.  He explains that there have been 
recent attacks but doesn't go into much 
detail.  Upon realizing they are adventurers 
he immediately takes them to see a tiefling 
named Captain Adonnis.   

 
Captain Adonnis is in a room in the 

back of the Demons Horn and upon entry is 
inspecting various maps at his desk while 
still dressed in the armor of a guard.  Upon 
their introduction he inquires about the 
adventurers skills, once satisfied he tells 
them he has a job for them on that is too 
delicate to be handled by the city guard.   

 
There has been a recent outcropping 

of new monsters assaulting the trade 
merchants and travelers outside of town that 
have been described as tentacle creatures not 
fitting anything the captain has ever heard of 
in his life in the city.  He has a hunch that 
something else is going on but can not 
discreetly poke around the city without 
ruffling feathers.   

 
He offers the adventures 500 gold to 

look into it and stop whatever is luring these 
creatures to Talwayn. 
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Zoril the Blacksmith 
If attempted to be intimidated the Blacksmith will chase them off and refuse to tell them 

anything.  On a DC10 Charisma check he will let the players know that he's been making more 
weapons as of late due to attacks from strange monsters they had never seen before. They were 
goblin like but something much stranger. 
 

Valzis the alchemist 
Valzis has no good information but will offer what ever assistance he can by selling the PCs 

various potions and salves. 
 
Other: 

A DC10 Survival or Nature check will notice the strange tracks going to the library as well. 
 

Map 
The area consists of a town square with a fountain in the center and various vendor carts 

strewed about where the merchants are selling their wares.  There are three merchants at their 
carts but they flee at the first sign of trouble. 
 

Encounter 1 – The Town and Quasits 
 

Read to the players 

Having found the information they were looking for the group makes their way back into town. 
When they make it to the town square they suddenly notice things are eerily quiet.  The merchants seem 
unsettled as they start packing up their belongings.  Suddenly on the top of a roof a small winged 
creature can be seen.  Looking slightly green it is obvious it is not a bird or a bat.  As the group looks 
around various rooftops its easy to pick out that they are being watched.   Quickly the vendors finish 
packing up their things and run out of the square with whatever they can carry.  When the group looks 
back the creatures appear to be gone.   

The players can roll initiative. 
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Map with Grid View 

 

Scaling the Adventure 
# Adventurers # Quasits 

4 to 5 3 

6 4 

7 5 
 

Monster Details:    Quasit tiny fiend, chaotic evil 
AC:13   
HP: 7   
Speed: 40ft  
Damage Immunities, Resistances, Vulnerabilities:  

Immune to poison, Magic Resistance, Shapechanger. 
Senses: Darkvision 
Languages: Abyssal, Common 
Challenge: 1  
Actions: 
 
Claws/Bite: Melee Weapon Attack: +4 to hit, Range 5ft, 
one target. Hit: 5 (1d4 + 3) piercing damage and target 
must succeed a DC 10 saving throw or take 5 (2d[4) 
poison damage and become poisoned for 1 minute.  The 
target can repeat the saving throw at the end of each of its 
turns, ending the effect on itself on a success. 
 
Scare (1/Day): One creature of the quasit's choice within 
20 feet of it must succeed a DC 10 Saving throw or be 
frightened for one minute.  The target can repeat the 
saving throw at the end of each of its turns, with 
disadvantage if the qausit is within its line of sight, ending 
the effect on itself on a success. 

Skill Checks 
A Skill check of a DC20 or higher 

will indicate that Quasits are often used a 
spies or messengers by higher level 
demons.  A DC10 check will identify that 
they are lesser demons. 
 
Tactics 

The Quasit's prefer to attack when 
invisible.  They will attempt to sneak up 
on the group and attack them when they 
are out of sight. 
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Aftermath 
 

When the carnage from the attack subsides Captain Adonnis comes running out of one of 
the nearby buildings, thanking them for taking care of the demons.  He explains that one of his 
men saw Fingan, Sinstral's assistant speaking to one of the demons before the attack.  He then 
requests that the group take him to the library to take Fingan into custody.  

If pushed as o why he won't take his man he will explain the creatures put the fear of the 
Devil in them and that he does not think they will be up to the task if they face more demons. 
 
Treasure  

There is nothing on the Quasit(s) if the players search them. 
 
 Encounter 2 - The Library  
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Terrain Effects 
A knocked over bookshelf will give 3/4 cover from 
the ground and 1/2 cover from above. An upright 
bookshelf will give full cover from the ground and 
3/4 from above.  All books in the room are 
combustible. 
 

Scaling the Adventure 

#Adventurers # Jellygoblins 

4 2 

5 3 

6 3 

7 4 
 

Read to players  
 
The Captain quickly escorts the group 

the library but much to their dismay you notice 
the doors have been knocked off their hinges 
showing signs of struggle.  Upon entry the 
library is still in rather remarkable shape and 
has not been torn through as one would expect.  

 
On the far end of the room Sinstral is 

bound and gagged.  Fingan appears to be trying 
to attempting to interrogate him when he looks 
up to see the characters.  “Well speak of the 
devil!” he shouts at you before shouting an 
attack order.  From up on the balcony cultist 
appear and a few walk out from behind 
bookshelves. 
 

 
 



  

 

Cultist Fanatic 
 
Medium humanoid, neutral evil 
AC: 13 (leather armor)  
HP: 33 (6d8)  
Speed: 30 ft 
 
Stats: Str: 11 (0) Dex: 14 (+2)  Con: 12 (+1)  

Int: 10 (0) Wis: 13(+1) Chr: 14(+2) 
Senses: Passive Perception 10 
Languages: Common 
Challenge: 2 (450 XP) 
 

Actions 
 
Dark Devotion. The cultist has advantage on 
saving throws against being charmed or 
frightened. 
 
Spellcasting. The fanatic is a 4th-level 
spellcaster. Its spellcasting ability is Wisdom 
(spell save DC 11, +3 to hit with spell attacks). 
The fanatic has the following cleric spells 
prepared: Cantrips (at will): light, sacred flame, 
thaumaturgy 1st level (4 slots): command, 
inflict wounds, shield of faith 2nd level (3 
slots): hold person, spiritual weapon 
 
Multiattack.The fanatic makes two melee 
attacks. 
 
Dagger. Melee or Ranged Weapon Attack: +4 to 
hit, reach 5 ft. or range 20/60 ft., one creature. 
Hit: 4 (1d4 + 2) piercing damage. 
 

Tactics: Cultists and Fingan 
 

Fingan hides behind Sinstral once the 
fight starts.  He will have the same stats of a 
Fanatic but will not engage in the battle and 
will give himself up when the other cultists are 
defeated.  There are two Cultist on the balcony 
who will try and reign down destruction from 
above while the others attempt to draw them 
out of cover. 
 

After the Cultist are defeated if the 
players interrogate Fingan he will tell them of a 
secret cult under the library and that they stole 
the book to use it in their demonic worship 
creating creatures that this world had never 

seen.  If the players have not yet discovered it 
he will show them the entrance to the 
underground passage.  The Captain will then 
take him back to the brig.   

 
If the players instead kill Fingan it will 

take a DC10 Perception check to notice the 
passage or a DC7 Investigation check.  If they 
still get hung up on finding it you can have the 
Captain hint towards the secret passage. 
 

 

The Sublevel 
 
Read to the players 
 

You work you way down the dark stairway and find yourself making your way into an 
ancient part of the library.  Part of the building is intact but a good half of the sublevel has given 
way to the earth creating a distinction between the crumpled ruins and surviving floor.  The unique 
smell of sea salt does seem to fill the air and the walls have a damp dew to them. 
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DM Notes 

The entrance forks out into two directions. To the west are a dirt trail and there are obvious tracks 
from the mysterious creatures leading in that direction.  In the other the structure appears to be more 
intact but no tracks can be seen.  The dirt path leads to an underground river and ship.   

 
Aboard the ship are a crew of pirate Jellygoblins in all their horror unloading various goods they 

had pillaged from their raids.  If they group goes this way proceeds to the Jellygobblin encounter.  If they go 
straight into the underground barracks then skip to the Barracks Encounter first; however they must 
escape the falling boulder trap in the hallway. 

 
Falling Boulder Trap 

 
When 20 or more pounds of pressure are placed on this trap’s pressure plate, a hidden trapdoor 

in the ceiling opens, releasing a 10-foot-diameter rolling sphere of solid stone. With a successful DC 15 
Wisdom (Perception) check, a character can spot the trapdoor and pressure plate. A search of the floor 
accompanied by a successful  DC 15 Intelligence (Investigation) check reveals variations in the mortar 
and stone that betray the pressure plate’s presence. The same check made while inspecting the ceiling 
notes variations in the stonework that reveal the trapdoor. Wedging an iron spike or other object under 
the pressure plate prevents the trap from activating. 

Activation of the sphere requires all creatures present to roll initiative. The sphere rolls initiative 
with a +8 bonus. On its turn, it moves 60 feet in a straight line. The sphere can move through creatures’ 
spaces, and creatures can move through its space, treating it as difficult terrain. Whenever the sphere 
enters a creature’s space or a creature enters its space while it’s rolling, that creature must succeed on a 
DC 15 Dexterity saving throw or take 55 (10d10) bludgeoning damage and be knocked Prone. 

The sphere stops when it hits a wall or similar barrier. It can’t go around corners, but smart 
dungeon builders incorporate gentle, curving turns into nearby passages that allow the sphere to keep 
moving. 

As an action, a creature within 5 feet of the sphere can attempt to slow it down with a DC 20 
Strength check. On a successful check, the sphere’s speed is reduced by 15 feet. If the sphere’s speed 
drops to 0, it stops moving and is no longer a threat. 
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Jellygoblin Encounter  
Read to Players 

 
As you make your way down the old dirt cavern the awful smell of something rancid starts to 

fill your nose.  The squiggly tracks you have been following get more pronounced and you can here 
various voices speaking in goblin.  Venturing further you mouth becomes agape as you notice and 
underground river with a ship making port at a dock.  It appears to be some sort of unloading area 

but you don't take much notice as your eyes are soon met with the visage of the crew. 
 

At first they appear to be goblin but the strange sliding sound as they move around the ship 
suddenly becomes apparent as one to he creatures climbs ontp the dock revealing its lower half.  In 
place of its legs are strange long tentacles like that of a jellyfish but much larger and more horrifying.  
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Jellygoblin 
Medium humanoid (goblinoid), neutral evil 
AC: 12  
HP:11 (2d8+2)  
Speed: Land 30ft, Swim 30ft  
Stats: Str: 13 (+1) Dex: 12(+1)  Con:12 (0) Int: 10(0) 

Wis:10 (0) Chr:9 (-1) 
Damage Immunities, Resistances, Vulnerabilities None 

Senses: Darkvision 
Languages: Goblin, Common 
Challenge: 1/2 50XP 
 

Actions 
 
Tentacles. Melee Weapon Attack: +5 to hit, 
reach 15 ft., one target. Hit: 10 (2d6 + 3) 
bludgeoning damage. If the target is a 
creature, it is grappled (escape DC 16). Until this 
grapple ends, the target is restrained, and the 
octopus can’t use its tentacles 
on another target. 
 
Scimitar. Melee Weapon Attack: +4 to hit, reach 
5 ft., one target. Hit: 5 (1d6 + 2) slashing 
damage. 
Shortbow. Ranged Weapon Attack: +4 to hit, 
range 80/320 ft., one target. Hit: 5 (1d6 + 2) 
piercing damage. 
 

Scaling the Adventure 
# Adventurers # Jellygoblins # HobGoblin Capt. 

4 9 1 

5 12 1 

6 8 2 

7 10 2 
 

g 

HOBGOBLIN CAPTAIN 
 
Medium humanoid (goblinoid), lawful evil 
AC: 17 (half plate)  
HP: 39 (6d8 + 12)  
Speed:  30 ft. 
Stats: STR 15 (+2)  DEX 14 (+2)  CON 14 (+2)  INT 

12 (+1)  WIS 10 (+0)  CHA 13 (+1)  
Senses: darkvision 60 ft., passive Perception 10 
Languages: Common, Goblin 
Challenge: 3 (700 XP) 
 
Martial Advantage. Once per turn, the 
hobgoblin can deal an extra 10 (3d6) damage to 
a creature it hits with a weapon attack if that 
creature is within 5 feet of an ally of the 
hobgoblin that isn't incapacitated. 
 

Actions 
Multiattack. The hobgoblin makes two 
greatsword attacks. 
 
Greatsword. Melee Weapon Attack: +4 to hit, 
reach 5 ft., one target. Hit: 9 (2d6 + 2) piercing 
damage. 
 
Javelin. Melee or Ranged Weapon Attack: +4 to 
hit, reach 5 ft. or range 30/120 ft., one target. Hit: 
5 (1d6 + 2) piercing damage. 
 
Leadership (Recharges after a Short or Long 
Rest). For 1 minute, the hobgoblin can utter a 
special command or warning whenever a non-
hostile creature that it can see within 30 feet of it 
makes an attack roll or a saving throw. The 
creature can add a d4 to its roll provided it can 
hear and understand the hobgoblin. A creature 
can benefit from only one Leadership die at a 
time. This effect ends if the hobgoblin is 
incapacitated. 
 

g 
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  Barracks Encounter 
 
Read to Players: 
 

As you approach the end of the hall you can hear the echos of voices up ahead.  You are soon met with 
a large wooden door and you can tell the noise is coming from the other side. 

 
On a successful DC 20 Perception check read this: 
 

The smell of food and sounds of laughter already gave you a hint as to the barracks ahead but a quick 
look under the door or through a peep hole shows you that the room is filled with a large group of 
cultist acolytes.  They are currently distracted eating and celebrating something as they toast glasses 
and stuff their faces with food. 

 

Scaling the Adventure 

# Adventurers # Cultists 

4 13 

5 15 

6 15 

7 17 
 

Cultists 
Medium humanoid (any race),any non-good alignment 
AC: 12 
Hit Points 9(2d8) 
Speed30 ft. ft. 
Stats: STR 11 (0) DEX 12 (+1) CON 10 (0) INT 10 (0) WIS 11 (0) 

CHA 10 (0) 
Proficiency Bonus+2 
Skills Religion +2, Deception +2 
Senses passive Perception 10 
Languages  Common 
Challenge 1/8 (25 XP) 
Dark Devotion. The cultist has advantage on saving throws 
against being charmed or frightened. 
 

Alchemist Chamber 
Read to Players 
 

This room smells of strange odors that tickle your 
senses and make you want to sneeze.  Some of them 
are even so horrid one with a weak constitution 
might just lose their stomach.  There are various 
alchemist ingredients spread throughout the room 
including jars of amphibian eyes and the tails of 
some small animal.  There are is a strange yellow 
potion bubbling over top of a flame. On the far side 
of the room on a shelf are two red potions cool to the 
tough.  On one of the tables is a potion more of a 
lighter red while there is a last darker red potion 
tucked away in corner under some papers. Looking 
back at the door you can see on this side there is a 
large bolt and clasp allowing you to secure the door 
from the inside.  You recall there was not access to 
the bolt from the other side of the door and that it 
would be easy to secure the room. 

Alchemist Chamber Treasure 
 

2 Potions of Healing - Red (Cool) 
1 Potion of Growth - Darker Red 

1 Potion of Diminution -Lighter Red 
1 Potion of  Fire Resistance - Yellow 

 
 

Cloakroom 
 
The small cloakroom does not seem to have 
much to it.  It has racks in either side where 
the cultists hung up their ritual cloaks and it 
can be seen that the group who was in the 
barracks had all recently hung their cloaks 
here.  There were some demonic markings 
on the cloaks that indicated the time of 
arcanic rituals for which they were involved. 
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In another cloud of smoke, the twin 
Fingan dissapears, and a second demon 

appears identical to the first.  The two 
brothers laugh at your surprise as the 
move in closer toward you.  In unison they 
say “You cannot stop the lord's arrival!  
We shall reap this land of your kind!” 
 

Roll Initiative. 
 

Ritual Chamber 
 
Read to Players 
 

Crossing through the Cloakroom you finally 
come to the door to a large door.  You can smell 
inscense and other ritual components coming 
from the other side.  As you open the door and 
walk pass through you suddenly find yourself in a 
room larger than any of the others. In the far 
side of the room is an alter where you notice the 
smoke you smelled is emenating from.  Just 
before it in the center of the room is some form of 
arcane sigil, standing in the middle is none other 
than Fingan, the library assistant you had left in 
the prison hold. 

Suddenly behind you another humanoid figure 
approaches. It looks exactly like Fingan.  It 
appears to be a twin! He is wearing the robes 
you saw him in earlier and appears to have just 
arrived after his capture. 
 
“What?  You thought we were finished. You 
can not get rid of me so easily, I was just 
getting started with you!” 
 

Fingon speaks: “Ahh, it appears you have made 
it here after all.  No matter, the master will be 
here soon and he will take care of you himself.  
What?  Confused, oh I suppose your simple 
minds would be.” 
 
Then with a glow or red power and sulfur 
smelling smoke Fingan disappears and in his 
place is a red skinned humanoid creature with 
bat like wings.  It has black hair with horns 
spouting from the top and is looking at you with 
an evil knowing smile as your surprise was 
evident. 
 
“Surprised?  Well you didn't think a mere 
human could create those creatures did you? 
Oh no, the goblin hybrids were my own 
creation using the book I borrowed from the 
crazy old librarian.  He really didn't know the 
power he had.  Of course it takes a lot of time 
to prepare for a summoning and craft my 
creatures, I never could have done it without 
my brother.” 
 

 
 
 

Big Climax Fight 
 
The twins are unique in the fact that they 
share a life force so when one of them is 
injured they both are injured but when 
one of them is healed they both are 
healed.   
 
The Cambion performing the ritual will 
try to complete it and protect his 
summoning circle while the other brother 
will aggressively attack the adventurers 
holding a vendetta against them from 
their previous battle. 
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Cambion 
AC 19 (scale mail)  
HP 82 (11d8 + 33) 
Speed 30ft., fly 60ft. 
Stats: STR 18 (+4) DEX 18 (+4) CON 16 (+3) INT 14 (+2) 
WIS 12 (+1) CHA 16 (+3) 
Saving Throws: Str +7, Con +6, lnt +5 , Cha +6 
Skills: Deception +6, Intimidation +6, Perception +4, 
Stealth +7 
Damage Resistances: cold, fire, lightning, poison; 
bludgeoning, piercing, and slashing from non magical 
weapons  
Senses  darkvision 60ft., passive Perception 14 
Languages Abyssal, Common, Infernal 
Challenge 5 (1 ,800 XP) 
Fiendish Blessing. The AC of the cambion includes its 
Charisma bonus. 
 
Innate Spellcasting. The cambion's spellcasting ability is 
Charisma (spell save DC 14). The cambion can innately 
cast the following spells, requiring no material 
components: 
 
3/day each: alter self, command, detect magic 
1/day: plane shift (self only)  
 

Actions 
Multiattack. The cambion makes two melee attacks or 
uses its Fire Ray twice. 
 
Spear. Melee or Ranged Weapon Attack: +7 to hit, reach 5 
ft. or range 20/60 ft., one target. Hit: 7 (1d6 + 4) piercing 
damage, or 8 (1 d8 + 4) piercing damage if used with two 
hands to make a melee attack, plus 3 (1 d6) fire damage.  
 
Fire Ray. Ranged Spell Attack: +7 to hit, range 120ft., one 
target. Hit: 10 (3d6) fire damage. 
 
Fiendish Charm. One humanoid the cambion can see 
within 30 feet of it must succeed on a DC 14 Wisdom 
saving throw or be magically charmed for 1 day. The 
charmed target obeys the cambion's spoken commands. If 
the target suffers any harm from the cambion or another 
creature or receives a suicidal command from the 
cambion, the target can repeat the saving throw, ending 
the effect on itself on a success. If a target's saving throw is 
successful, or if the effect ends for it, the creature is 
immune to the cambion's Fiendish Charm for the next 24 
hours. 

The Demonic 
Summoning Ritual 

 
It will take 20 Initiative turns to summon the 
Demon and the following events will happen 
during that time.  This module has the ritual 
designed to summon the powerful balor 
demon Errtu.  Feel free to replace the demon 
with another that fits your campaign if you 
are tying this adventure into a larger 
campaign.  If the adventurers fail to stop the 
ritual the demon can choose to escape to the 
mortal plane and lead them on their next 
grand adventure to find it. 
 
If you need to feel free to adjust which round 
these occur in as they are built to make it 
somewhat easy for the adventurers to stop the 
ritual. 
 
Round 1 The sigil in the floor starts to grow 
as the ritual begins. 
 
Round 5 A strange purple swirling cloud 
forms near the alter. 
 
Round 10 The cloud starts to swirl and open 
into a large circular shape as the portal to the 
demonic plane begins to open. 
 
Round 15 The portal starts to stabilize and 
you can see a large bat-winged demon on the 
other side of the it trying to make its way 
through to the mortal plane. 
 

Round 20  -The balor demon steps through 
the portal with a roar having been 
successfully summoned. 
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Aftermath 
When the adventurers finally finish off Fingan and his evil twin they will head back to the surface to 
meet Captain Adonnis.  He will thank the adventures to putting an end to the activities of the demon 
cult beneath the town and give them their reward.  If the demon was successfully summoned and 
escaped he will ask if they think it will come back and where it went?  He seems disinterested in 
pursuing it further and more interested in restoring the Tiefling town. 
 
If the ritual was successfully stopped he will make a comment how it wasn't tieflings doing the summoning 
this time and that maybe all the legends were true.  He will give them each an extra 50 gold for successfully 
stopping the ritual on top of what they had already earned. 

 

Balor Demon   
Huge, fiend (demon),chaotic evil 
AC 19  
HP 262(21d12+ 126) 
Speed  40 ft., fly 80 ft. ft. 
Stats: STR 26 (+8) DEX 15 (+2) CON 22 (+6) INT 20 (+5) WIS 16 (+3) CHA 22 (+6) Proficiency Bonus +6  
Saving Throws Cha +12, Str +14, Con +12, Wis +9 
Damage Resistance cold, lightning; bludgeoning, piercing, and slashing from nonmagical attacks 
Damage Immunities fire, poison 
Condition Immunities poisoned 
Senses truesight 120 ft., passive Perception 13 
Languages Abyssal, telepathy 120 ft. 
Challenge 19(22000 XP) 
 
Death Throws. When the balor dies, it explodes, and each creature within 30 feet of it must make a DC 20 
Dexterity saving throw, taking 70 (20d6) fire damage on a failed save, or half as much damage on a successful 
one. The explosion ignites flammable objects in that area that aren't being worn or carried, and it destroys the 
balor's weapons. 
 
Fire Aura. At the start of each of the balor's turns, each creature within 5 feet of it takes 10 (3d6) fire damage, 
and flammable objects in the aura that aren't being worn or carried ignite. A creature that touches the balor 
or hits it with a melee attack while within 5 feet of it takes 10 (3d6) fire damage. 
 
Magic Resistance.The balor has advantage on saving throws against spells and other magical effects. 
 
Magic Weapons.The balor's weapon attacks are magical. 
 

Actions 
 
Multiattack.The balor makes two attacks: one with its longsword and one with its whip. 
 
Longsword. Melee Weapon Attack: +14 to hit, reach 10 ft., one target. Hit: 21 (3d8 + 8) slashing damage plus 
13 (3d8) lightning damage. If the balor scores a critical hit, it rolls damage dice three times, instead of twice. 
 
Whip. Melee Weapon Attack: +14 to hit, reach 30 ft., one target. Hit: 15 (2d6 + 8) slashing damage plus 10 
(3d6) fire damage, and the target must succeed on a DC 20 Strength saving throw or be pulled up to 25 feet 
toward the balor. 
 
Teleport.The balor magically teleports, along with any equipment it is wearing or carrying, up to 120 feet to 
an unoccupied space it can see. 
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 Happy Hunting 

by UFO (aka Abel Rain) 

James Emerson was sitting in his high 
backed wooden chair looking at his life’s 
work. The walls were covered with awards 
and grainy 35 mm pictures of bigfoot, giant 
squids and other photos of the unexplained. 
He was gazing into a photo of a younger 
version of himself and a woman happily 
pouring a plaster cast. Now, his face was 
worn, he only had a few strands of hair and 
his eyes hid behind thick glasses. He put the 
photo on the desk, picked up the cast of a 
print that was left behind many years ago 
and began to examine it, as he had many 
times before.  
 
-Knock, knock-  

 
"Professor?"  

 
"Come in." 

 
In walked Mara, his protégé. She was 

usually all smiles and filled with constant 
wonder, but today she looked sullen. Her 
bright almond eyes were partially drawn to 
the floor.  
 

"I just heard. I’m so sorry 
Professor."  
 

"How long have you known me?" 
 

"Um, eight years, I think." 
 

"You can call me James now." The 
old man stood up and begun to pack his 
things. "There’s no place for discovery in 
this world anymore."  
 

The student was trying everything 
she could to hold back her shaky voice.  
 

"Where will you go?"  
 

 

 

“Don’t cry, my dear." As the professor was 
gently packing, he stopped for a minute, turned and 
smiled. "Do you remember this paper?" 
 

"Yes." Mara replied with a tearful laugh. "That 
was my first paper. It was about the Loveland 
sightings. I remember storming out of this very 
office, because you gave me a C."  
 

The old man chuckled. "Yes, the Loveland 
frogmen."  
 

"I thought you hated that paper?" 
 

"I did, but, after reading it a week later - I 
should’ve given you a B." He crossed out the C and 
with a big black maker he changed her grade, and 
handed her the paper. “You were always my best 
student."  
 

A tear dropped on the paper.  
 

"Cheer up, my dear. Can you do me a 

favor?" 

The student wiped her face, nodded her head. 

“Of course, professor”  

 

"Can you run these books to the library? 
And please tell Anne I apologize for not returning 
them sooner." 
 

"Would you like me to bring you some 
coffee?" 
 

"How about some tea? I could use a good 
cup of tea." 
 

(cont next page) 
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James watched as Mara walked out. He 
waited for a few seconds then put on his 
explorer vest and his old brown traveling hat. 
He gently touched the picture on his desk 
and walked out. 

 
The student returned about twenty 

minutes later. She was unaware that he had 
left.  

"Seriously Professor those books 
were four years overdue. Oh, Anne says 
you owe her din…" She knew he was gone. 
Mara put the cup of tea on his desk and 
picked up a letter he had left.  
 
 
 
Dear Mara, 
 
I am going north to that patch of uncharted territory I 
had told you about. If bigfoot is really out there that is 
where I will find him. I want you to have my chair and 
desk, and ask Anne if she could store my archives for 
you.  
 
You are the brightest student I have ever had and I 
will never forget everything you have done for this 
crazy old man. If anyone can convince the department 
heads to keep us open, it is you.  
 
Happy hunting, 
 
Professor James Emerson 
 

 
Mara quietly dropped in the professor’s 

chair. She picked up the plaster cast, smiled and 
whispered, "good bye professor." 
 

 
~Fini~ 
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A year in review 
 
2016 was another marvelous year of storytelling and gaming at RPG Crossing.  
 
In June of 2016, we said farewell to five staff members—Chronicler, Grogg Tree, Embrodak, 
Zeppo007, Arucard—all of whom made important contributions to the site during their tenure as 
moderators. To help fill the gap, Aethera, ItsaVerb, Moozuba, RedRab and Squeak stepped up.  
(And, just this June, we welcomed four more new Moderators! Bhelogan, Chocoladevla, Ion2Atom, Inem 
and Neqq joined the ranks of the staff!)  
 
I’d like to give a quick Thank You to all our present and past moderators who together set the wonderful tone of this 
community. These stand-up members have volunteered to take on the duties of moderator-ship. Next time you see them 
around take a moment to thank them for their willingness to give up some of their precious free time to help make RPG 
Crossing the great place that it is! They make things like the New Player Solo Games, Iron DM, Outplay, Post of the Month, 
and Hall of Fame possible, and also work daily to help game masters to create effective game ads and keep the site friendly 
and spam free. Remember that being a staff member here is entirely voluntary. All the site staff receives in payment is the 
love and adoration of our site members. So thank a Moderator or Admin, new or old, today for the hard work that goes into 
keeping this site great! 

 
Some highlights from the year: 
 
Over the summer, we ran a user survey. We are still processing the results from this survey, but plan 
to use them to make improvements to RPG Crossing over the coming year. Thank you for all your 
positive comments, as well as the suggestions for improvements. It's great to hear that the 
community is largely on the right track, and to have good suggestions for ways to help it move 
forward. 
 
By year’s end, our "New Player Solo Games" graduated its 788th member while miraculously 
keeping waiting times near zero! Thank you to Zevonian and all the GMs who volunteer their time to 
help get new community members up to speed! 
 
There are also some great member-run initiatives that are worth checking out if you haven't already, 
including the long-running Short Story Competition and the Writer's Block initiative. 
 
Now, let’s take a look at some lists! 
 
 
 
 

Top ten users who gave the most reputation in 
2016: 

1. Dirkoth 
2. Zevonian 
3. RedRab 
4. Sassafrass 
5. Jarl11 
6. ItsaVerb 
7. moozuba 
8. Xian 
9. MoonZar 
10. Pianoman90 

 
 

 

Top ten users who received the most 
reputation in 2016: 

1. Sassafrass 
2. Avner 
3. Pianoman90 
4. Rolzup 
5. Xian 
6. Neqq 
7. Dirkoth 
8. Driftwood 
9. Chocoladevla 
10. Zevonian & PopCultureBard  (tie) 

 
 
 

Users who referred the most new users in 2016:  
 

1. Neqq   
2. Ndlim   
3. Stepanxol, Split, and SparrowFlight (tie) 
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Top ten forums with the most posts in 2016: 

 Games Seeking Players 
 Solo Games Archive 
 New Member Introductions 
 The City of Endless Arenas 
 General Discussion 
 Open Roleplaying 
 Obsidian Champions 
 The Archives 
 The Arenas 
 Adventurer's Guild 

 
 

 

Longest running games with posts in 2016 
(ranked by age)  

1. Sabre Squadron 
2. Dark*Matter: The Hoffmann Institute 
3. The Three Evils 
4. World of Hearth 
5. Naruto D20: all that is shinobi 
6. This is Ravens Bluff 

 
 

 

That was our year. Now go play some games! I know that at least 1/3 of you want to play in more 
(because of our survey!) 
 
With special thanks to our Community Supporters who provide the principal financial support 
for the ongoing existence of this community, 
 

- Mark / Birched 
 
 

Top ten most popular game systems for new 
games advertised in 2016: 

1. D&D 5e 
2. Pathfinder RPG 
3. Other 
4. D&D 3.5e 
5. Star Wars RPG 
6. World of Darkness 
7. D&D 4e 
8. Dresden Files 
9. Mutants & Masterminds 
10. GURPS  
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The chill breeze stung his reddened cheeks and ruffled an unruly, black beard. Dew laden grass 
reached above short, solid legs brushing the back of his hairy fingers. A handkerchief muffled snort to his left 
indicated his comrade was, as always, Sneezy. Fresh as the spring morning was it made his own bulbous 
nose run a little too. His eyes watered, partly from the cold air, mostly in wonder and disbelief at the sight 
before him.  
 

The balmy, pink, light of dawn colored the small garden at the rear of their homely, thatched cottage. 
Soft, billowy, grey smoke drifted from its small, clay chimney. Dancing to the chorus of bird song a ball of 
joyful midges rolled above the neat rows of leafy vegetables, eager to mate before death.  
 

A flavorful aroma of freshly drunk coffee hung on his breath and honey drizzled porridge warmed a 
nicely rounded belly. 
 

To his right his best friend and constant companion, recently risen from a cozy bed, was Sleepy. A 
resigned groan from behind left little doubt, as usual, his fiery bearded, purple nosed brother was Grumpy 
and timid footfall announced his brothers ever present shadow. Slightly framed and smaller by several 
inches his siblings pal was Bashful.  
 

He was Happy. 
 

A mere twenty feet in front and directly between himself and the toolshed the huge, terrifying beast 
cast its remaining plate sized eye over the small group like a wolf considering its prey. One great foot planted 
firmly in the strawberry beds, the other sunk into the dark, rich, neatly tilled earth of the bean plot. An 
impossibly new, enormous, hairy green stalk rose from amidst the other beans and reached for the heavens 
themselves.  
 

Glacier-like, Happy's right hand reached forward cutting through the deep, frozen valley of his fear, a 
meaty fist tightening around a protruding length of broken, dirt covered pipe. One small fractured piece of 
Doc's experimental and, apparently, highly successful irrigation system. Other fragments of the innovative 
Superior Horticultural Irrigation and Fertilization Technology lay scattered around the base of the massive 
legume. Happy's current thought suggested he considered the name a little too long and given present 
circumstances they might easily have omitted the Fertilization.  
 

Tugging the cold, dripping, highly inadequate length of conduit from the sundered earth he 
wondered what lunacy might consider the current situation a success. 
 

"It works!" This completely understated and bloody irritating comment from the last of their party. 
Doc's best friend and design partner in garden cultivation systems was unquestionably, Dopey. 
 

Hefting the metal tube into the air for the first time in his life he wished he was someone else, 
anything else, other than Happy. 
 

In the proud, time honored tradition of hundreds of gardeners before him he melted through the icy 
bonds of his fear and nurtured the inner seed of bravery before charging headlong at one giant, hirsute 
kneecap hollering the rarely heard gardening phrase, "Narvak ov Kavir!" {Glory or Death!}  
 

They all lived ever after. Except Happy. 

 

Here Lies Happy Ever After 

by Zany 

32 



  

  

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 

A Quick and Easy Guide to Dice Rolling at RPG Crossing 
           ~By Digorig 
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By dirkoth
Knowing Latin can not only improve your vocabulary, it can potentially make for a more 

interesting PC. While English is a Germanic language, Latin has strongly influenced it. Most of our 

prefixes and some of the roots of common English words derive from Latin. By some estimates, 30% of 

English words derive from the ancient language.   

 

There are probably a lot of Latin words or phrases that you already know (the legal and medical 

professions use a LOT of Latin). 

 
Alias: at another time   

Alibi: elsewhere 

Audio: I hear 

bona fide: good faith 

carpe diem: seize the day 

caveat emptor: let the buyer beware  

circa: around, or approximately 

et cetera: and the others 

fac simile: make alike (origin of "fax") 

in absentia: in the absence 

in flagrante delicto: in flaming crime  

in memoriam: into the memory  

modus operandi: method of operating  

per annum: by the year 

per capita: by the person 

per diem: by the day 

persona non grata: person not pleasing 

  
 

post meridiem: after noon -- P.M. 

post mortem: after death 

pro bono: for the good 

quid pro quo: this for that  

requiescat in pace: let him rest in peace  

rigor mortis: stiffness of death 

statim (stat): immediately  

status quo: current condition 

subpoena: under penalty 

tempus fugit: time flees  

terra firma: firm ground 

terra incognita: unknown land  

veni vidi vici: I came, I saw, I conquered  

verbatim: repeat exactly 

versus: against 

veto: I forbid 

vice versa: to change or turn around 

 

Here are a few more that you can use in your writing. Perhaps they can be used as a battle cry, or tossed in 

by your clerical PC during a liturgy, or just parsed out by the intelligent detective, or wizened scholar.  

Whether it’s to spice up your erudite wizard, or give your marshal a rallying cry, or perhaps, summon help 

against the horrors from beyond when you are fighting the ancient gods, here’s some Latin phraseology to 

sprinkle into your character’s conversations.  
 

acta non verba: deeds, not words 

ad honorem: for honor 

ad victoriam: to victory  

arte et marte: by skill and valour  

aut cum scuto/aut in scuto: either with shield 

or on shield -- do or die, "no retreat";  

aut neca aut necare: kill or be killed 

deo volente: God willing 

emeritus: veteran  

fac fortia et patere: do brave deeds and endure 

fortes fortuna adiuvat fortune favors the bold  

hoc est bellum: this is war  

in omnia paratus: ready for anything 

invicta:  unconquered 

Mala fide: in bad faith 

mea culpa: my fault 

 

morior invictus:  death before defeat 

para bellum: prepare for war  

quis custodiet ipsos custodes? who will guard the 

guards themselves?  

semper anticus : always forward 

semper fidelis: always faithful  

semper fortis: always brave 

semper paratus: always prepared 

semper virilis: always virile 

sola fide: by faith alone 

vae victis: woe to the conquered 

veritas et aequitas: truth and equity 

vir prudens non contra ventum mingit: [a] wise man 

does not urinate [up] against the wind 

vive memor leti:  live remembering death 

vivere militare est: to live is to fight 
34 
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Old stories tell how Hercules 

A dragon slew at Lerna, 

With seven heads and fourteen eyes, 

To see and well discern-a: 

But he had a club, this dragon to drub, 

Or he ne’er had done it, I warrant ye: 

But More of More-hall, with nothing at all, 

He slew the dragon of Wantley. 

This dragon had two furious wings, 

Each one upon each shoulder; 

With a sting in his tail as long as a flail 

Which made him bolder and bolder. 

He had long claw’s, and in his jaws 

Four and forty teeth of iron; 

With a hide as tough as any buff, 

Which did him round environ. 

Have you not heard how the Trojan horse 

Held seventy men in his belly? 

This dragon was not quite so big, 

But very near, I’ll tell ye; 

Devoured he poor children three, 

That could not with him grapple; 

And at one sup he ate them up, 

As one would eat an apple. 

All sorts of cattle this dragon would eat, 

Some say he ate up trees, 

And that the forests sure he would 

Devour up by degrees: 

For houses and churches were to him geese and turkeys; 

He ate all and left none behind, 

But some stones, dear Jack, that he could not crack, 

Which on the hills you will find. 

Hard by a furious knight there dwelt; 

Men, women, girls, and boys, 

Sighing and sobbing, came to his lodging, 

And made a hideous noise. 

Oh, save us all, More of More-hall, 

Thou peerless knight of these woods; 

Do but slay this dragon, who won’t leave us a rag on, 

We’ll give thee all our goods. 

This being done, he did engage 

To hew the dragon down; 

But first he went new armor to 

Bespeak at Sheffield town; 

With spikes all about, not within but without, 

Of steel so sharp and strong, 

Both behind and before, arms, legs, and all o’er, 

Some five or six inches long. 

 

Had you but seen him in this dress, 

How fierce he looked, and how big, 

You would have thought him for to be 

Some Egyptian porcupig: 

He frighted all, cats, dogs, and all, 

Each cow, each horse, and each hog: 

For fear they did flee, for they took him to be 

Some strange, outlandish hedge-hog. 

To see this fight all people then 

Got up on trees and houses, 

On churches some, and chimneys too; 

But these put on their trousers, 

Not to spoil their hose. As soon as he rose, 

To make him strong and mighty, 

He drank, by the tale, six pots of ale 

And a quart of aqua-vit. 

It is not strength that always wins, 

For wit doth strength excel; 

Which made our cunning champion 

Creep down into a well, 

Where he did think this dragon would drink, 

And so he did in truth; 

And as he stooped low, he rose up and cried, boh! 

And kicked him in the mouth. 

 

 Oh, quoth the dragon with a deep sigh, 

And turned six times together. 

Sobbing and tearing, cursing and swearing 

Out of his throat of leather: 

More of More-hall, O thou rascal, 

Would I had seen thee never; 

With the thing at thy foot thou hast pricked my throat, 

And I’m quite undone forever. 

Murder, murder, the dragon cried, 

Alack, alack, for grief; 

Had you but missed that place, you could 

Have done me no mischief. 

Then his head he shaked, trembled and quaked, 

And down he laid and cried; 

First on one knee, then on back tumbled he; 

So groaned, and kicked, and died.  

 

“The Dragon of Wantley”  
~ published in Thomas Percy’s “Reliques of Ancient Poetry” in 1767: 

 

 


