
Player vs. Player

Capture the Flag
by Thomas Nesges

Capture the enemy flag with your team and bring it home!

Rules supplement for a player vs. player experience in 5e

incl. example maps, tokens and statblocks.

version 1.1 en



 

 

Playing Field
The game can be played on any map. Maps that are divided

into square fields representing 5ft x 5ft in the game world

are considered the most convenient.

Teams
At least two teams compete against each other. A team has

three or more player characters (PCs). All PCs have the

same level. A team can be played by one or more players.

Headquarters and Flag
Every team is assigned a marked area on the map as

headquarters. The teams flag is located in their

headquarters initially. The teams flag can be carried by any

creature with a free hand. The teams flag is immune to

damage and magic. It can't be removed from the playing

field.

Non Player Characters
Hostile non player characters (NPCs) are spread over the

playing field. Their number is up to twice the number of all

PCs summed up. The difficulty level of the NPCs is low.

Treasure
Three or more treasures can be found on the playing field.

 

Example: Team Red is made up of a rogue, a paladin and a

bard. Team Black has a ranger, a cleric and a wizard. All of

them are 1st level characters.

Hint: Place the headquarters so that all teams have equal

chances and roll dice at the beginning of the match to

determine who will move into which headquarter.

Hint: Distribute NPCs evenly on the map and make sure

that PCs don't have to fight many NPCs at once. As a

guideline for difficulty you can plan an encounter between

all NPCs and all PCs that has a difficulty level of "hard".

 

Example: Team Red and Team Black together have 6

PCs of 1st level. You can place up to 12 NPCs on the map.

6 Commoners and 4 Bandits have the ideal difficulty level.

View in Kampfrechner (german) .

Hint: Highlight positions of treasure clearly, so that players

don't spend much time on finding treasure, but rather try to

snatch them away from each other.

 

Hint: It can be exciting to determine treasure randomly

when it's found. Here are a table with 12 potions  and the

random tables from the Dungeon Master's Guide .

PS: The icon  indicates links to external sources in this

document. You will find details to all the links in the

appendix.

Capture the Flag!
PREPARATIONPREPARATION
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https://www.dnddeutsch.de/wuerfeltabelle-12-traenke
https://www.dnddeutsch.de/zufaellige-magische-gegenstaende/


 

Goal
Capture the opposing team's flag and bring it to your

headquarters.

 

Starting
Each team starts rested in its own headquarters. Their flag

is there as well.

 

Gameplay
Teams take turns one PC at a time. All PCs roll initiative.

The PC with the highest initiative starts. Then its the next

PC on another team with the second highest initiative and

so on.  

NPCs roll initiative when they are spotted by an PC and are

played on their initiative as normal.

 

NPCs & Inspiration
NPCs are hostile. If a PC fights an NPC until the beginning

of the PCs next turn without another PC attacking the

same NPC, the PC gains inspiration.

 

Special Actions
Any creature can perform the following special actions:

 

Movement: Pick up the Flag. When a creature walks

over the square of the flag with a free hand, they can use

half their movement speed to pick up the flag.

 

Action: Slap the Flag away. Slapping the flag from a

creature's hand requires a successfull attack roll. This

attack does no damage to the target creature. The flag is

placed 5ft next to the flag bearer in an empty space of the

attackers choice.

 

Action: Loot. One item of an unconscious creature's

equipment may be taken by another creature as an action.

Worn armor must first be doffed from the looted creature

first (light and medium armor: 1 minute, heavy armor: 5

minutes, shield: 1 action)

 

Dropping the flag doesn't require an action. The flag is

placed 5ft next to the flag bearer in an empty space.

Incapacitated creatures drop the flag automatically on a

randomly chosen empty space 5ft next to the flag bearer.

 

Treasure
Treasure can be used by PCs directly without the need to

identify them first. PCs don't need to take a short rest to

attune to magic items that need attunement.

 

Resting
If a PC is within 5ft of their own flag in their own

headquarters and does not perform any movement, action

or bonus action until the end of their following turn, they

may roll 1 hit die to regenerate hit points. If half of their hit

dice are used in this way, that PC is granted the effects of a

short rest. If all hit dice are used in this way, that PC is

granted the effects of a long rest.

 

Death Saving Throws
If a PC is unconscious, its player can decide whether to

discard death saving throws or remove the PC from the

game. A PC that has been removed from the game is

eliminated. A PC with three failed death saving throws

cannot be resurrected or healed, but the player may

continue to make death saving throws to disguise this.

 

Hint: Show your death saving throws only to the game

master and keep rolling. This way, the other team can't tell

if a PC is just unconscious. Important: Practice your poker

face!

 

Winning
If a PC holds the enemies flag and is within 5ft of their own

flag at the end of their following turn at their own

headquarters, their team wins. If all but PCs of one team

are unconscious or eliminated at the end of one PCs turn,

the team of the active SC wins. The game ends

immediately when a team wins.

RULES        RULES        
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Special environments
The following rules are suggestions. Adapt them to your

playing field and expand them to your taste. Just don't make

it complicated.

 

Doors
Exterior doors of buildings are locked. As an action they

can be opened with a skill roll with thief's tools against DC

10 or kicked in with an attribute roll on strength against

DC 15 or destroyed with attacks (a door has AC 15 and 15

HP). Kicked-in and destroyed doors cannot be closed again.

Doors in interior rooms are usually not locked. The outer

doors of your own headquarters are considered unlocked

for your own team.

 

Windows
Window shutters can be opened and closed only from the

inside. As an action they can be smashed from the outside

with an attribute roll on strength against DC 15 or

destroyed by attacks (a window has AC 15 and 10 HP).

Broken and destroyed windows cannot be closed again.

 

Climbing
Walls can be climbed. Each foot of movement costs 1 extra

foot when you’re climbing. At half of the climbed distance a

skill roll on strength (athletics) against DC 15 has to be

made. If the roll fails, the creature falls and suffers the

corresponding fall damage (1d6 per 10 ft).

 

The floor is lava
Walking through a lava flow deals 10d10 fire damage to a

creature at the end of their turn. Submerging in lava deals

18d10 fire damage to a creature at the end of their turn.

 

Game Variants
Some variants with changes to the goal or gameplay

 

Raise the Flag
Goal. Bring your flag to the headquarters of the opposing

team.  

Winning. If a PC holds their own flag at the enemy

headquarters until the end of their following turn, their

team wins.

 

Small Raid
Goal. Capture a neutral flag and bring it to your

headquarters along with your own flag.

 

Large Raid
Goal. Capture three of five neutral flags and bring them to

your headquarters along with your own flag.  

Winning. The team that first holds three neutral flags and

its own flag at its own headquarters wins.

 

Team-Deathmatch
Goal. Eliminiate the opposing team.

 

Ghostmatch
Goal. Eliminate the opposing team. Eliminated PCs are

replaced by undead NPCs controlled by the eliminated

PC's player.

PC-Level NPC

1-2 Zombie

3-4 Spectre

5-10 Wight

11-16 Ghost

17-20 Wraith

 

King of the Hill
Goal. Defend your flag in the target area. 

Winning. If a PC holds its own flag in the designated target

area for three rounds without interruption, its team wins.

VARIANTSVARIANTS
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https://www.dnddeutsch.de/srd/gamemaster_rules/monsters/zombie/
https://www.dnddeutsch.de/srd/gamemaster_rules/monsters/spectre/
https://www.dnddeutsch.de/srd/gamemaster_rules/monsters/wight/
https://www.dnddeutsch.de/srd/gamemaster_rules/monsters/ghost/
https://www.dnddeutsch.de/srd/gamemaster_rules/monsters/wraith/


 

Version for the Teams

Version for the Game Master

Level 1: 
 Commoner  x6 
 Bandit  x4 
 Potion  x3 
 Table B (DMG)  x2 

 
Level 2: 

 Goblin  x6 
 Orc  x2* 

 
* fill only two 
of the four positions

URBAN WARFAREURBAN WARFARE

Hint: If you have the option to

use a Dynamic Lighting

feature (e.g. on Roll20), then set

it up for this map. Also

remember to draw doors and

windows as separate elements

so you can open and close

them. It makes the urban

warfare much more exciting if

the teams can't see each other

permanently.

   30x 21 fields big maps in the
  download pack!

In the download package you will find the maps as high resolution image files for printing and online play, as well as a save file

for Dungeon Scrawl

5

https://www.dnddeutsch.de/srd/gamemaster_rules/monsters/commoner/
https://www.dnddeutsch.de/srd/gamemaster_rules/monsters/bandit/
https://www.dnddeutsch.de/wuerfeltabelle-12-traenke
https://www.dnddeutsch.de/zufaellige-magische-gegenstaende/?filter%5B%5D=rndtable%3AB
https://www.dnddeutsch.de/srd/gamemaster_rules/monsters/goblin/
https://www.dnddeutsch.de/srd/gamemaster_rules/monsters/orc/
https://dungeonscrawl.com/


 

Version for the Teams

Version for the Game Master

Level 3: 
 Swarm of

         Quippers  x3 
 Brown Bear  x2 
 Table B (DMG)  x3 

 
Level 4: 

 Crocodile  x3 
 Rhinoceros  x2 

MIRROR CASTLEMIRROR CASTLE

  54 x 30 fields 

big maps in the

download pack!

green platform: 20ft, orange: 30ft, magenta: 50ft 
          "Mountains" block line of sight 
    dashed lines are underground passages that lead into the river.

6

https://www.dnddeutsch.de/srd/gamemaster_rules/monsters/swarm_of_quippers/
https://www.dnddeutsch.de/srd/gamemaster_rules/monsters/brown_bear/
https://www.dnddeutsch.de/zufaellige-magische-gegenstaende/?filter%5B%5D=rndtable%3AB
https://www.dnddeutsch.de/srd/gamemaster_rules/monsters/crocodile/
https://www.dnddeutsch.de/srd/gamemaster_rules/monsters/rhinoceros/


 

 

Version for the Teams
 

Version for the Game Master
 

DM3#DEATHMATCHDM3#DEATHMATCH

This map is especially suitable

for deathmatch variants. Two or

three teams can enter the map

through the entrances A, B and

C. Behind them the doors fall

shut and open again when only

one team is left...

        51x41 fields 

big maps in the
download pack!

 Healing Potion  x5 
 Table A (DMG)

x4 
 for raids only 

 
central platform 40ft
eastern platform 20ft

7

https://www.dnddeutsch.de/srd/gamemaster_rules/magic_items/potion_of_healing/
https://www.dnddeutsch.de/zufaellige-magische-gegenstaende/?filter%5B%5D=rndtable%3AA


 

Version for the Teams

Version for the Game Master

DARKMASTERDARKMASTER

 42x 28 fields 

 big maps in the

download pack!

Level 6: 
 Medusa  x1 
 Giant Constrictor Snake  x1 

      + Giant Poisonous Snake  x4 
 Potion  x2 
 Table C (DMG)  x1 
 neutral flag x5 

The map is especially suitable for the Large

Raid variant. In this mode, NPCs should not

leave the rooms they are in at the beginning of

the game. 

 

You can also distribute the five neutral flags.

For example, place two in the central room,

one in the gallery, and the remaining two in the

eastern room.  

 

Or just leave out the Medusa in the central

room so that the players focus more on fighting

each other. 

 

Just try what works for you. You'll be fine! Have

fun!

circumferential gallery in 15 ft height

8

https://www.dnddeutsch.de/srd/gamemaster_rules/monsters/medusa/
https://www.dnddeutsch.de/srd/gamemaster_rules/monsters/giant_constrictor_snake/
https://www.dnddeutsch.de/srd/gamemaster_rules/monsters/giant_poisonous_snake/
https://www.dnddeutsch.de/wuerfeltabelle-12-traenke
https://www.dnddeutsch.de/zufaellige-magische-gegenstaende/?filter%5B%5D=rndtable%3AC


 

You can use these tables to randomly determine which

treasures are found at treasure markers.

 

Stats of the items can be found in the D&D Game

Master Manual on the respective page. Alternatively, see

the random tables A to I  starting on page 144 or create

tables of your own.

Potions
1d12 Potion Page

1 Potion of Healing 188

2 Potion of Climbing 187

3 Potion of Greater Healing 188

4 Philter of Love 184

5 Potion of Giant Strength (hill) 187

6 Potion of Animal Friendship 187

7 Potion of Water Breathing 187

8 Potion of Fire Breath 187

9 Potion of Poison 188

10 Potion of Growth 187

11 Potion of Resistance 188

12 Oil of Slipperiness 184

Treasure chests
3d20 Treasure Page

3 Adamantine armor (breastplate) 150

4 Alchemy Jug 150

5 Amulet of Proof against Detection and
Location

150

6 Bag of Holding 153

7 Bag of Tricks (grey) 154

8 Boots of Elvenkind 155

9 Boots of Striding and Springing 156

10 Brooch of Shielding 156

11 Cap of Water Breathing 157

12 Circlet of Blasting 158

13 Cloak of Elvenkind 158

14 Cloak of Protection 159

15 Decanter of Endless Water 161

16 Driftglobe 166

17 Dust of Disappearance 166

18 Staub der Trockenheit 191

19 Dust of Sneezing and Choking 166

20 Eversmoking Bottle 168

21 Eyes of Charming 168

22 Eyes of Minute Seeing 168

23 Eyes of the Eagle 168

 

3W20 Trank Seite

24 Gauntlets of Ogre Power 171

25 Gem of Brightness 171

26 Gloves of Missile Snaring 172

27 Gloves of Swimming and Climbing 172

28 Gloves of Thievery 172

29 Goggles of Night 172

30 Hat of Disguise 173

31 Headband of Intellect 173

32 Helm of Comprehending Languages 173

33 Helm of Telepathy 174

34 Javelin of Lightning 178

35 Keoghtom's Ointment 179

36 Lantern of Revealing 179

37 Mariner's Armor 181

38 Medallion of Thoughts 181

39 Mithral Armor 182

40 Necklace of Adaptation 184

41 Periapt of Health 184

42 Periapt of Wound Closure 184

43 Pipes of Haunting 185

44 Pipes of the Sewers 185

45 Quiver of Ehlonna 189

46 Ring of Jumping 191

47 Ring of Mind Shielding 191

48 Ring of Swimming 193

49 Ring of Warmth 193

50 Ring of Water Walking 193

51 Robe of Useful Items 195

52 Rope of Climbing 197

53 Sending Stones 199

54 Sentinel Shield 199

55 Slippers of Spider Climbing 200

56 Stone of Good Luck 205

57 Trident of Fish Command 209

58 Weapon of Warning 213

59 Wind Fan 213

60 Ring of Feather Falling 191

TREASURETREASURE

9

https://www.dnddeutsch.de/zufaellige-magische-gegenstaende/?filter%5B%5D=rndtable%3AB


 

 

 

 

STATBLOCKSSTATBLOCKS

U
R

B
A

N
 W

A
R

FA
R

E
U

R
B

A
N

 W
A

R
FA

R
E

10

Commoner
Medium humanoid (any race)

Armor Class 10
Hit Points 4 (1d8)
Speed 30 ft.

STR DEX CON INT WIS CHA

10 (+0) 10 (+0) 10 (+0) 10 (+0) 10 (+0) 10 (+0)

Senses passive Perception 10
Languages any one language (usually Common)
Challenge 0 (0 or 10 XP)
Proficiency Bonus +2

Actions
Club. Melee Weapon Attack: +2 to hit, reach 5 ft.,
one target. Hit: 2 (1d4) bludgeoning damage.

Goblin
Small humanoid (goblinoid)

Armor Class 15 (leather armor, shield)
Hit Points 7 (2d6)
Speed 30 ft.

STR DEX CON INT WIS CHA

8 (-1) 14 (+2) 10 (+0) 10 (+0) 8 (-1) 8 (-1)

Skills Stealth +6
Senses darkvision 60 ft., passive Perception 9
Languages Common, Goblin
Challenge 1/4 (50 XP)
Proficiency Bonus +2

Nimble Escape. The goblin can take the Disengage or
Hide action as a bonus action on each of its turns.

Actions
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.

Bandit
Medium humanoid (any race)

Armor Class 12 (leather armor)
Hit Points 11 (2d8 + 2)
Speed 30 ft.

STR DEX CON INT WIS CHA

11 (+0) 12 (+1) 12 (+1) 10 (+0) 10 (+0) 10 (+0)

Senses passive Perception 10
Languages any one language (usually Common)
Challenge 1/8 (25 XP)
Proficiency Bonus +2

Actions
Scimitar. Melee Weapon Attack: +3 to hit, reach 5 ft.,
one target. Hit: 4 (1d6 + 1) slashing damage.

Light Crossbow. Ranged Weapon Attack: +3 to hit,
range 80/320 ft., one target. Hit: 5 (1d8 + 1)
piercing damage.

Orc
Medium humanoid (orc)

Armor Class 13 (hide armor)
Hit Points 15 (2d8 + 6)
Speed 30 ft.

STR DEX CON INT WIS CHA

16 (+3) 12 (+1) 16 (+3) 7 (-2) 11 (+0) 10 (+0)

Skills Intimidation +2
Senses darkvision 60 ft., passive Perception 10
Languages Common, Orc
Challenge 1/2 (100 XP)
Proficiency Bonus +2

Aggressive. As a bonus action, the orc can move up
to its speed toward a hostile creature that it can see.

Actions
Greataxe. Melee Weapon Attack: +5 to hit, reach 5 ft.,
one target. Hit: 9 (1d12 + 3) slashing damage.

Javelin. Melee or Ranged Weapon Attack: +5 to hit,
reach 5 ft. or range 30/120 ft., one target. Hit: 6
(1d6 + 3) piercing damage.
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Swarm of Quippers
Medium swarm of tiny beasts

Armor Class 13
Hit Points 28 (8d8 - 8)
Speed 0 ft., swim 40 ft.

STR DEX CON INT WIS CHA

13 (+1) 16 (+3) 9 (-1) 1 (-5) 7 (-2) 2 (-4)

Damage Resistances bludgeoning, piercing, slashing
Condition Immunities charmed, frightened, grappled,

paralyzed, petrified, prone, restrained, stunned
Senses darkvision 60 ft., passive Perception 8
Languages —
Challenge 1 (200 XP)
Proficiency Bonus +2

 
Blood Frenzy. The swarm has advantage on melee
attack rolls against any creature that doesn't have all its
hit points.

Swarm. The swarm can occupy another creature's
space and vice versa, and the swarm can move through
any opening large enough for a Tiny quipper. The
swarm can't regain hit points or gain temporary hit
points.

Water Breathing. The swarm can breathe only
underwater.

Actions
Bites. Melee Weapon Attack: +5 to hit, reach 0 ft., one
creature in the swarm's space. Hit: 14 (4d6) piercing
damage, or 7 (2d6) piercing damage if the swarm has
half of its hit points or fewer.

Brown Bear
Large beast

Armor Class 11 (natural armor)
Hit Points 34 (4d10 + 12)
Speed 40 ft., climb 30 ft.

STR DEX CON INT WIS CHA

19 (+4) 10 (+0) 16 (+3) 2 (-4) 13 (+1) 7 (-2)

Skills Perception +3
Senses passive Perception 13
Languages —
Challenge 1 (200 XP)
Proficiency Bonus +2

Keen Smell. The bear has advantage on Wisdom
(Perception) checks that rely on smell.

Actions
Multiattack. The bear makes two attacks: one with its
bite and one with its claws.

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one
target. Hit: 8 (1d8 + 4) piercing damage.

Claws. Melee Weapon Attack: +6 to hit, reach 5 ft.,
one target. Hit: 11 (2d6 + 4) slashing damage.

Crocodile
Large beast

Armor Class 12 (natural armor)
Hit Points 19 (3d10 + 3)
Speed 20 ft., swim 30 ft.

STR DEX CON INT WIS CHA

15 (+2) 10 (+0) 13 (+1) 2 (-4) 10 (+0) 5 (-3)

Skills Stealth +2
Senses passive Perception 10
Languages —
Challenge 1/2 (100 XP)
Proficiency Bonus +2

Hold Breath. The crocodile can hold its breath for 15
minutes.

Actions
Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one
creature. Hit: 7 (1d10 + 2) piercing damage, and the
target is grappled (escape DC 12). Until this grapple
ends, the target is restrained, and the crocodile can't
bite another target

Rhinoceros
Large beast

Armor Class 11 (natural armor)
Hit Points 45 (6d10 + 12)
Speed 40 ft.

STR DEX CON INT WIS CHA

21 (+5) 8 (-1) 15 (+2) 2 (-4) 12 (+1) 6 (-2)

Senses passive Perception 11
Languages —

Challenge 2 (450 XP)
Proficiency Bonus +2

Charge. If the rhinoceros moves at least 20 feet
straight toward a target and then hits it with a gore
attack on the same turn, the target takes an extra 9
(2d8) bludgeoning damage. If the target is a creature, it
must succeed on a DC 15 Strength saving throw or be
knocked prone.

Actions
Gore. Melee Weapon Attack: +7 to hit, reach 5 ft., one
target. Hit: 14 (2d8 + 5) bludgeoning damage.
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Medusa
Medium monstrosity, lawful evil

Armor Class 15 (natural armor)
Hit Points 127 (17d8 + 51)
Speed 30 ft.

STR DEX CON INT WIS CHA

10 (+0) 15 (+2) 16 (+3) 12 (+1) 13 (+1) 15 (+2)

Skills Deception +5, Insight +4, Perception +4, Stealth
+5

Senses darkvision 60 ft., passive Perception 14
Languages Common
Challenge 6 (2,300 XP)
Proficiency Bonus +3

Petrifying Gaze. When a creature that can see the
medusa's eyes starts its turn within 30 feet of the
medusa, the medusa can force it to make a DC 14
Constitution saving throw if the medusa isn't
incapacitated and can see the creature. If the saving
throw fails by 5 or more, the creature is instantly
petrified. Otherwise, a creature that fails the save
begins to turn to stone and is restrained. The
restrained creature must repeat the saving throw at the
end of its next turn, becoming petrified on a failure or
ending the effect on a success. The petrification lasts
until the creature is freed by the greater restoration
spell or other magic.

Unless surprised, a creature can avert its eyes to avoid
the saving throw at the start of its turn. If the creature
does so, it can't see the medusa until the start of its
next turn, when it can avert its eyes again. If the
creature looks at the medusa in the meantime, it must
immediately make the save. 
If the medusa sees itself reflected on a polished
surface within 30 feet of it and in an area of bright
light, the medusa is, due to its curse, affected by its
own gaze.

Actions
Multiattack. The medusa makes either three melee
attacks—one with its snake hair and two with its
shortsword—or two ranged attacks with its longbow.

Snake Hair. Melee Weapon Attack: +5 to hit, reach 5 ft.,
one creature. Hit: 4 (1d4 + 2) piercing damage plus 14
(4d6) poison damage.

Shortsword. Melee Weapon Attack: +5 to hit, reach 5
ft., one target. Hit: 5 (1d6 + 2) piercing damage.

Longbow. Ranged Weapon Attack: +5 to hit, range
150/600 ft., one target. Hit: 6 (1d8 + 2) piercing
damage plus 7 (2d6) poison damage.

Giant Constrictor
Snake
Huge beast, unaligned

Armor Class 12
Hit Points 60 (8d12 + 8)
Speed 30 ft., swim 30 ft.

STR DEX CON INT WIS CHA

19 (+4) 14 (+2) 12 (+1) 1 (-5) 10 (+0) 3 (-4)

Skills Perception +2
Senses blindsight 10 ft., passive Perception 12
Languages —
Challenge 2 (450 XP)
Proficiency Bonus +2

Actions
Bite. Melee Weapon Attack: +6 to hit, reach 10 ft.,
one creature. Hit: 11 (2d6 + 4) piercing damage.

Constrict. Melee Weapon Attack: +6 to hit, reach 5
ft., one creature. Hit: 13 (2d8 + 4) bludgeoning
damage, and the target is grappled (escape DC 16).
Until this grapple ends, the creature is restrained, and
the snake can't constrict another target.

Giant Poisonous Snake
Medium beast, unaligned

Armor Class 14
Hit Points 11 (2d8 + 2)
Speed 30 ft., swim 30 ft.

STR DEX CON INT WIS CHA

10 (+0) 18 (+4) 13 (+1) 2 (-4) 10 (+0) 3 (-4)

Skills Perception +2
Senses blindsight 10 ft., passive Perception 12
Languages —
Challenge 1/4 (50 XP)
Proficiency Bonus +2

Actions
Bite. Melee Weapon Attack: +6 to hit, reach 10 ft.,
one target. Hit: 6 (1d4 + 4) piercing damage, and the
target must make a DC 11 Constitution saving throw,
taking 10 (3d6) poison damage on a failed save, or
half as much damage on a successful one.
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Print these pages and cut or punch out needed markers.

Use heavy paper and glue the markers to a wooden plate,

coin or something similar so they stay put.

 

 

 

For online games you can also find all token images in

the "Marker" folder in the download package.
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Appendix 3 - Open Game License
THIS LICENSE IS APPROVED FOR GENERAL USE. PERMISSION

TO DISTRIBUTE THIS LICENSE IS MADE BY WIZARDS OF THE

COAST!

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is

Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights

Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or

trademark owners who have contributed Open Game Content;

(b)"Derivative Material" means copyrighted material including

derivative works and translations (including into other computer

languages), potation, modification, correction, addition, extension,

upgrade, improvement, compilation, abridgment or other form in

which an existing work may be recast, transformed or adapted; (c)

"Distribute" means to reproduce, license, rent, lease, sell, broadcast,

publicly display, transmit or otherwise distribute; (d)"Open Game

Content" means the game mechanic and includes the methods,

procedures, processes and routines to the extent such content does

not embody the Product Identity and is an enhancement over the

prior art and any additional content clearly identified as Open Game

Content by the Contributor, and means any work covered by this

License, including translations and derivative works under

copyright law, but specifically excludes Product Identity. (e)

"Product Identity" means product and product line names, logos

and identifying marks including trade dress; artifacts; creatures

characters; stories, storylines, plots, thematic elements, dialogue,

incidents, language, artwork, symbols, designs, depictions,

likenesses, formats, poses, concepts, themes and graphic,

photographic and other visual or audio representations; names and

descriptions of characters, spells, enchantments, personalities,

teams, personas, likenesses and special abilities; places, locations,

environments, creatures, equipment, magical or supernatural

abilities or effects, logos, symbols, or graphic designs; and any other

trademark or registered trademark clearly identified as Product

identity by the owner of the Product Identity, and which specifically

excludes the Open Game Content; (f) "Trademark" means the logos,

names, mark, sign, motto, designs that are used by a Contributor to

identify itself or its products or the associated products contributed

to the Open Game License by the Contributor (g) "Use", "Used" or

"Using" means to use, Distribute, copy, edit, format, modify,

translate and otherwise create Derivative Material of Open Game

Content. (h) "You" or "Your" means the licensee in terms of this

agreement.

2. The License: This License applies to any Open Game Content that

contains a notice indicating that the Open Game Content may only

be Used under and in terms of this License. You must affix such a

notice to any Open Game Content that you Use. No terms may be

added to or subtracted from this License except as described by the

License itself. No other terms or conditions may be applied to any

Open Game Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You

indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this

License, the Contributors grant You a perpetual, worldwide, royalty-

free, non-exclusive license with the exact terms of this License to

Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing

original material as Open Game Content, You represent that Your

Contributions are Your original creation and/or You have sufficient

rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT

NOTICE portion of this License to include the exact text of the

COPYRIGHT NOTICE of any Open Game Content You are copying,

modifying or distributing, and You must add the title, the copyright

date, and the copyright holder's name to the COPYRIGHT NOTICE

of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity,

including as an indication as to compatibility, except as expressly

licensed in another, independent Agreement with the owner of each

element of that Product Identity. You agree not to indicate

compatibility or co-adaptability with any Trademark or Registered

Trademark in conjunction with a work containing Open Game

Content except as expressly licensed in another, independent

Agreement with the owner of such Trademark or Registered

Trademark. The use of any Product Identity in Open Game Content

does not constitute a challenge to the ownership of that Product

Identity. The owner of any Product Identity used in Open Game

Content shall retain all rights, title and interest in and to that

Product Identity.

8. Identification: If you distribute Open Game Content You must

clearly indicate which portions of the work that you are distributing

are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish

updated versions of this License. You may use any authorized

version of this License to copy, modify and distribute any Open

Game Content originally distributed under any version of this

License.

10. Copy of this License: You MUST include a copy of this License with

every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the

Open Game Content using the name of any Contributor unless You

have written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of

the terms of this License with respect to some or all of the Open

Game Content due to statute, judicial order, or governmental

regulation then You may not Use any Open Game Material so

affected.

13. Termination: This License will terminate automatically if You fail to

comply with all terms herein and fail to cure such breach within 30

days of becoming aware of the breach. All sublicenses shall survive

the termination of this License.

14. Reformation: If any provision of this License is held to be

unenforceable, such provision shall be reformed only to the extent

necessary to make it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.

System Reference Document 5.1 Copyright 2016, Wizards of the

Coast, Inc.; Authors Mike Mearls, Jeremy Crawford, Chris Perkins,

Rodney Thompson, Peter Lee, James Wyatt, Robert J. Schwalb, Bruce

R. Cordell, Chris Sims, and Steve Townshend, based on original

material by E. Gary Gygax and Dave Arneson.


