


Legal Information
Permission to copy, modify and distribute the files collectively 
known as the System Reference Document 5.1 (“SRD5”) is 
granted solely through the use of the Open Gaming License, 
Version 1.0a. 

This material is being released using the Open Gaming License 
Version 1.0a and you should read and understand the terms of 
that license before using this material. 

The text of the Open Gaming License itself is not Open Game 
Content. Instructions on using the License are provided within 
the License itself. 

The following items are designated Product Identity, as defined 
in Section 1(e) of the Open Game License Version 1.0a, and 
are subject to the conditions set forth in Section 7 of the OGL, 
and are not Open Content: Dungeons & Dragons, D&D, 
Player’s Handbook, Dungeon Master, Monster Manual, d20 
System, Wizards of the Coast, d20 (when used as a trademark), 
Forgotten Realms, Faerûn, proper names (including those 
used in the names of spells or items), places, Underdark, 
Red Wizard of Thay, the City of Union, Heroic Domains of 
Ysgard, EverChanging Chaos of Limbo, Windswept Depths 
of Pandemonium, Infinite Layers of the Abyss, Tarterian 
Depths of Carceri, Gray Waste of Hades, Bleak Eternity of 
Gehenna, Nine Hells of Baator, Infernal Battlefield of Acheron, 
Clockwork Nirvana of Mechanus, Peaceable Kingdoms of 
Arcadia, Seven Mounting Heavens of Celestia, Twin Paradises 
of Bytopia, Blessed Fields of Elysium, Wilderness of the 
Beastlands, Olympian Glades of Arborea, Concordant Domain 
of the Outlands, Sigil, Lady of Pain, Book of Exalted Deeds, 
Book of Vile Darkness, beholder, gauth, carrion crawler, tanar’ri, 
baatezu, displacer beast, githyanki, githzerai, mind flayer, illithid, 
umber hulk, yuan-ti. 

All of the rest of the SRD5 is Open Game Content as described 
in Section 1(d) of the License. 

The terms of the Open Gaming License Version 1.0a are as 
follows: 

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” Not for resale. 
Permission granted to print or photocopy this document for 
personal use only. System Reference Document 5.1 2 or “Your” 
means the licensee in terms of this agreement. 

2. The License: This License applies to any Open Game Content 
that contains a notice indicating that the Open Game Content 
may only be Used under and in terms of this License. You must 
affix such a notice to any Open Game Content that you Use. No 
terms may be added to or subtracted from this License except 
as described by the License itself. No other terms or conditions 
may be applied to any Open Game Content distributed using 
this License. 

3.Offer and Acceptance: By Using the Open Game Content 
You indicate Your acceptance of the terms of this License. 

4. Grant and Consideration: In consideration for agreeing to use 
this License, the Contributors grant You a perpetual, worldwide, 
royalty-free, nonexclusive 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 
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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 1.0a Copyright 2000, Wizards of the 
Coast, LLC. 

System Reference Document 5.1 Copyright 2016, Wizards of 
the Coast, Inc.; Authors Mike Mearls, Jeremy Crawford, Chris 
Perkins, Rodney Thompson, Peter Lee, James Wyatt, Robert J. 
Schwalb, Bruce R. Cordell, Chris Sims, and Steve Townshend, 
based on original material by E. Gary Gygax and Dave Arneson. 

END OF LICENSE
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Aadila swept her gaze around the tavern’s interior, 
taking in the scum occupying the dive in all their grim 
variety. They, in turn, raised their smoke and alcohol-
reddened eyes to watch as she crossed the stinking, mat-
ted straw coating the tavern’s floor. 

If she were not searching for her friend, she would 
never have stepped foot in the door. Aadila didn’t like to 
frequent these kinds of places. She was judged because 
of her ancestry everywhere she went, but in taphouses 
like this was where the bad blood most often boiled over. 
Normally she didn’t need that kind of trouble.

Today she would risk any trouble. A comrade was 
missing, and Aadila would find her. To do this much 
was a duty she owed her friend. And after all, wouldn’t 
Dhakiyah do it for her? They were stronger together. 

Hobben are uncommon in Gallian, and those that do 
live there typically find their lives to be difficult. They are 
most common in their own lands far to the North-West, 
but are also to be found in both Artuga and Espera where 
they have become naturalized. The entirety of Artuga and 
vast portions Espera were once conquered by the hobben 
and became part of the Caliphate of Pontola. A little over 
six hundred years ago the territories were reclaimed and 
the Caliph and his armies were driven out, but many hob-
ben settlers remained behind, abandoned by their leaders. 
Today, hobben are integrated into both countries but 
especially so in Espara where the majority of them can 
be found, as well as many half-hobben born of mixed elf 
and hobben parentage. The shorter-lived hobben breed far 
faster than the elves, and their presence revitalised Espara. 
In modern times, hobben and half-hobben citizens make 
up the backbone of Esparan labour and military might. 
Because hobben are the “face” of Espara’s army, and due 
to the tensions between Espara and Gallian, hobben 
that live in Gallian typically find themselves treated with 
intense hostility, no matter how innocently they at-
tempt to live their lives.  

Strong in Body and Mind 
Hobben are handsome folk with noble bearings, and they 
have an average height of 6 and a half feet. They are 
seldom shorter than five foot ten, and any hobben 
below six feet in height is considered a runt.  
They generally weigh between 170 to 240 
pounds. They are an imposing species that 
towers above most others, and they possess 
tremendous physical endurance. hobben 
skin shades range from earthy ochre 
to is deep red, and their ears taper to 
pronounced points, though not as exag-
gerated as those of an elf.  

Hobben have hair on their head 
and brows, but are otherwise naturally 
hairless. Although it is not present in 
all members of the race, many hobben 
also have horned cranial ridges. Some 
also possess down-turned horns that 
emerge from their cheekbones. Because 
these horns have been viewed as a sign 
of strength for all of hobben history, noble 

families have seen these physical traits as a desirable trait 
in potential marriage prospects. Consequently, members 
of noble bloodlines more commonly manifest horns. 

Despite their physical endowment, hobben do not 
fall back on their might as a solution for every challenge. 
In fact, they are known for their intellect and their race 
has produced many of the world’s foremost scholars and 
philosophers. 

Many of the world’s technological and scientific ad-
vancements originated within the mind of a hobben.

Servants of the Word
Hobben society first emerged far to the North-West of 
Gallian. Their rule rapidly expanded beyond 
their original borders until 
an empire 

Hobben Ages

Age of Maturity: 15

Average Lifespan: 57

Oldest Known Example: 85
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individual whom wishes to practice an alternative religion 
must do so in conditions of extreme secrecy to avoid the 
attentions of the Inquisition.

Ironically, the few hobben living within Gallian are 
able to practice their faith in relative peace, though they 
can still expect intolerance from among the Faithful. 
While the Faith is the predominant religion there, it is 
not yet illegal to practice other religions. 

Skilled and Focused
Hobben have intellectual tendencies, and study as much 
as possible within their means. A working class hobben 
learns trades and skills, while those from the aristocratic 
and scholarly classes explore scientific, philosophical, and 
religious fields. When they settle on a pursuit or two that 
particularly interest them, a hobben is able to focus on 
their studies to an intense degree. 

Their proclivity toward learning and advancement is a 
driving factor in the success of the hobben race. 

Another is the fact that each hobben understands their 
place in society, and furthermore take pride in the work 
they do. They are able to pursue the tasks associated with 
their role in a focused manner. When it comes to group 
efforts, such as work teams, units of soldiers, and the like, 
not only does each hobben strive to perform their job 
well, but the team drills until they act almost as one.   

Hobben Adventurers
On the whole, hobben have a healthy respect for the 
boundaries placed on them by their society.  That said, 
those at the bottom of the hierarchy have a great deal 
more reason to feel unsatisfied with their lot in life. Those 
youngsters that feel unhappy with their life, who fre-
quently come from within the ranks of the working class, 
find an adventuring life to be to their liking.  The freedom 
to go where they want, do what they want, and make their 
own path to success and wealth is a powerful motivator to 
these underprivileged youths, and they often find them-

was formed. At the peak of the Hobben’s dominion their 
territories stretched all the way to the high elf nations of 
Espera and Artuga, which were conquered and subju-
gated as part of the Caliphate of Pontola.

The hobben’s conquest was as much for religious 
reasons as anything else. Their desire to spread the word 
of their religion to the heathens, by fire and sword if nec-
essary, while not the first such campaign in history, was 
certainly unparalleled in its breadth and success. 

The lands ruled by the hobben are collectively known 
as the Sublime Caliphates. Each caliphate is an autono-
mous area governed by a steward known as a caliph, who 
is considered a religious successor to Shujaat, the Prophet 
of the Word himself. 

In the caliphates, society is divided into four social 
classes: nobility, scholars and priests, the working class, 
and finally slaves. This latter class is generally better 
treated than they would be in other cultures, as they are 
considerd to have some rights under the laws encapsu-
lated by the Word. Indeed, when it comes to religious 
issues, a properly pious slave is considered the equal of a 
citizen. Since the emancipation of a slave is one means for 
a Servant of the Word to atone for sins, it is also possible 
for them to become free citizens. 

Conflicts of Faith
When the elves of Artuga and Espera finally ousted the 
Pontola Caliphs from their lands, many hobben, particu-
larly of the working class, were left behind. In order to 
rebuild their nations, the elves could not afford to ignore 
such a resource, and the hobben were integrated into the 
new structure of their society.  However, in Espera, their 
religious integration has not gone as smoothly as their 
political integration. The elven nobility are staunch believ-
ers in the Faith,  and Espera is closely allied with the 
Holy Empire. Practice of the Word has been outlawed,  
and  the Tribunal of the Holy Office of the Inquisition 
was founded to root out any such heresy.  A hobben of 
Espera is expected to adopt the one true faith, and any 

The Opinions of Others
Dragonborn: “We have clashed with the hobben in 

the past. A fearsome race,  and not to be trifled with. But 
if they press us, they’ll learn who is fiercest.” 

Dwarves: “They are an advanced race, and their ac-
complishments are admirable. There are still some things 
we could teach them.”

Elves: “It has been a couple of centuries since we suf-
fered in the name of the Prophet,  but it remains a strong 
cultural memory. The hobben are a reminder of that past, 
but they serve a useful purpose in our current society.”

Gnomes: “Whether the Prophet’s People or the Holy 
Empire, the hobben and those like them are far too seri-
ous. If they could only learn to focus a little more on the 
life they’re living, and a little less on the afterlife they are 
preparing for, they’d enjoy themselves a lot more. And we 
might get along. ”

Half-Elves: “I don’t feel strongly one way or the other 
about the hobben. But I can empathise with all the hob-
ben and elven crossbreeds living in Espara. Like us, they 
are neither one thing nor the other: a constant reminder 
of an enemy still lurking just beyond the borders.”

Half-Orcs: “When it comes to the hobben, it’s always 
too much thinking, not enough doing. ” 

Halflings: “The hobben may be fearsome, but you 
know what they say — the bigger they are, the harder 
they fall.”

Humans: “The hobben have shown themselves capable 
of  forging a mighty empire, and achieving great accom-
plishments in many fields. But they will see that they are 
not the only race capable of great achievements.” 

Tieflings: “When it comes to us, they are just as close-
minded as everyone else.”
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specialise in attack rolls as well as all Intelligence or 
Wisdom ability checks related to battle strategy. When 
you make a roll relating to a specialty, you may add 1d6 
to the result. You can wait until you roll the original 
d20 before deciding to use your Single-minded die, but 
must decided before the GM says whether the initial roll 
succeeds or fails. After you use Single-minded, you can’t 
use it again until you complete a short or long rest. 

Team Player: Hobben understand the value of 
working together, knowing that the individual is never 
as great as the whole. When you take the Help action to 
grant a non-hostile creature advantage, the creature may 
add your combined Proficiency and Ability bonus to their 
second roll instead of their own modifer, if your total 
modifier is greater. 

Languages: You can speak, read, and write Common 
and Hobben. The Hobben language is exceedingly 
elaborate, but very beautiful.

  

selves possessing natural aptitude for the adventuring life. 
Hobben are physically tough, and have an aptitude 

for stratagems, and as such they make excellent warriors 
of any kind. Most often, hobben gravitate toward the 
Fighter and Paladin classes.

Hobben also make excellent spellcasters — indeed,  
many hobben nobles, including the caliphs, have practiced 
the arcane arts. Hobben possess natural intelligence, so 
are inclined toward wizardry.

Hobben Names
A hobben has a given name, and a family name. 

Male Names: Aaban, Baahir, Dhiya, Ghauth, Kareem, 
Omair, Sadit, Wafi

Female Names: Aadila, Dhakiyah, Ifza, Jabrayah, 
Nabihah, Qirat, Umaiza, Valiqa

Family Names: Abed, Barakat, Dajani, Farha, Ghaf-
fari, Iqbal, Kamal, Malak, Radi, Tariq

Hobben Traits
Ability Score Increases: Constitution +2, Intelligence 

+1
Age: A hobben physically matures at approximately 

age fifteen, but is considered an adult by thirteen.  Hob-
ben are considered fortunate to live into their eighties.

Alignment: Respect for society’s laws is ingrained into 
hobben culture, as strict adherence to societal hierarchies 
is bound up in their religious beliefs. In Espara, working 
class hobben tend to be more ambitious, as they have the 
opportunity to advance themselves they would not have 
had if born in their own lands. Most still adhere to the 
law, hoping to advance by honourable means.  Some few 
are happy to try their hand at underhand tactics. 

Size: Hobben are larger than humans, and equivalent 
in size to orcs and half-orcs.  Unlike orcs, they stand 
upright and proud, with a more noble bearing. Your size 
is Medium.

Speed: Your base walking speed is 30 feet.
Darkvision: Although the hobben of Espara and 

Artuga have adapted to the diurnal cultures in which they 
now live, the citizens of the Prophet’s Empire still prefer 
the nocturnal lifestyle that comes naturally to them. You 
can see in dim light within 60 feet of you as if it were 
bright light, and in darkness as if it were dim light. You 
can’t discern color in darkness, only shades of gray.  

Hale: You have advantage on saving throws against 
poison, and you have resistance against poison damage. 

Single-minded: When a Hobben chooses a career 
or interest, they throw themselves into it heart and soul, 
almost always becoming experts in their chosen field. 
Choose two skills or set of tools with which you are 
proficient, or alternatively choose “war” to instead 
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Hobben Officer
Medium humanoid (hobben), lawful neutral
Armor Class 19 (half plate, shield)
Hit Points 45 (6d8 + 18)
Speed 30 ft.

STR DEx CON INT WIS CHA
13 (+1) 12 (+1) 16 (+3) 13 (+1) 11 (+0) 13 (+1)

Danage Resistances poison
Condition Immunities poison
Skills perception +2
Senses darkvision 60 ft., passive Perception 12
Languages common, hobben
Challenge 2 (450 xP)

Martial Advantage: Once per turn, the hobben officer 
can deal extra 10 (3d6) damage to a creature if it hits with 
a weapoin attack if that creature is within 5 feet of an ally 
of the hobbe nofficer that isn’t incapacitated.  
Single-minded (Recharges after a Short or Long Rest): 
When they make an attack roll or an Intelligence or Wis-
dom ability checks related to battle strategy, the hobben 
soldier may add 1d6 to the result.
Team Player: When the hobben soldier takes the Help 
action to grant a non-hostile creature advantage, the 
creature may add the hobben’s combined Proficiency and 
Ability bonus to their second roll instead of their own 
modifer, if the hobben’s total modifier is greater. 

Actions
Multiattack. The hobben officer makes three attacks with 
its longsword or spear.
Longsword. Melee Weapon Attack: +3 to hit, reach 5 ft, one 
target. Hit: 5 (1d8 + 1) slashing damage.
Spear. Melee  or Ranged Weapon Attack: +3 to hit, reach 5 
ft. or range 20/60 ft., one target. Hit: 4 (1d6 + 1) piercing 
damage.
Leadership (Recharges after a Short or Long Rest). For 1 
minute, the hobben officer can utter a special command 
or warning whenever a nonhostile creature that it can see 
within 30 feet of it makes an attack roll or saving throw. 
The creature can add a d4 to its roll provided it can hear 
and understand the hobben officer. A creature can benefit 
from only one Leadership die at a time. The effect ends if 
the hobben officer is incapacitated. 

Hobben Scholar
Medium humanoid (hobben), lawful neutral
Armor Class 11 
Hit Points 5 (1d8 + 1)
Speed 30 ft.

STR DEx CON INT WIS CHA
11 (+0) 12 (+1) 13 (+1) 14 (+2) 11 (+0) 13 (+1)

Danage Resistances poison
Condition Immunities poison
Skills medicine +6, history +6/, religion +4 
Senses darkvision 60 ft., passive Perception 10
Languages common, hobben
Challenge 0 (10 xP)

Single-minded (Recharges after a Short or Long Rest): 
Choose two of the hobben scholar’s trained skills. When 
they make an ability check related to either of the chosen 
skills, the hobben scholar may add 1d6 to the result.
Team Player: When the hobben scholar takes the Help 
action to grant a non-hostile creature advantage, the 
creature may add the hobben’s combined Proficiency and 
Ability bonus to their second roll instead of their own 
modifer, if the hobben’s total modifier is greater. 

Actions
Dagger Attack. Melee  or Ranged Weapon Attack: +3 to hit, 
reach 5 ft. or range 20/60 ft., one target. Hit: 4 (1d6 + 1) 
piercing damage.
Unarmed Attack. Melee Weapon Attack: +3 to hit, reach 5 
ft, one target. Hit: 1 bludgeoning damage.
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Hobben Soldier
Medium humanoid (hobben), lawful neutral
Armor Class 16 (chain shirt, shield)
Hit Points 21 (3d8 + 6)
Speed 30 ft.

STR DEx CON INT WIS CHA
13 (+1) 12 (+1) 14 (+2) 11 (+0) 11 (+0) 10 (+0)

Danage Resistances poison
Condition Immunities poison
Skills perception +2
Senses darkvision 60 ft., passive Perception 12
Languages common, hobben
Challenge 1/2 (100 xP)

Single-minded (Recharges after a Short or Long Rest): 
When they make an attack roll or an Intelligence or Wis-
dom ability checks related to battle strategy, the hobben 
soldier may add 1d6 to the result.
Team Player: When the hobben soldier takes the Help 
action to grant a non-hostile creature advantage, the 
creature may add the hobben’s combined Proficiency and 
Ability bonus to their second roll instead of their own 
modifer, if the hobben’s total modifier is greater. 

Actions
Multiattack. The hobben soldier makes two attacks with 
its longsword or spear.
Longsword. Melee Weapon Attack: +3 to hit, reach 5 ft, one 
target. Hit: 5 (1d8 + 1) slashing damage.
Spear. Melee  or Ranged Weapon Attack: +3 to hit, reach 5 
ft. or range 20/60 ft., one target. Hit: 4 (1d6 + 1) piercing 
damage.

Hobben Mage
Medium humanoid (hobben), lawful neutral
Armor Class 12 (15 with mage armor)
Hit Points 49 (9d8 + 9)
Speed 30 ft.

STR DEx CON INT WIS CHA
9 (-1) 14 (+2) 13 (+1) 18 (+4) 12 (+1) 11 (+0)

Saving Throws Intelligence +6, Wisdom +4
Skills arcana +6, history +6
Senses darkvision 60 ft., passive Perception 11
Languages common, hobben
Challenge 9 (5,000 xP)

Single-minded (Recharges after a Short or Long Rest): 
When they make an ability check related to Arcana or 
History, the hobben mage may add 1d6 to the result.
Spellcasting. The hobben mage is a 9th-level spellcaster. 
Its spellcasting ability is Intelligence (spell save DC 15, 
+7 to hit with spell attacks). The hobben mage has the 
following spells prepared: 

Cantrips (at will): blade ward, fire bolt, mage hand, 
prestidigitation

1st level (4 slots): detect magic, chromatic orb, mage 
armor, shield

2nd level (3 slots): see invisibility, web
3rd level (3 slots): counterspell, fireball, fly
4th level (3 slots): greater invisibility, wall of fire
5th level (1 slot): cloudkill

Team Player: When the hobben mage takes the Help 
action to grant a non-hostile creature advantage, the 
creature may add the hobben’s combined Proficiency and 
Ability bonus to their second roll instead of their own 
modifer, if the hobben’s total modifier is greater. 

Actions
Dagger. Melee or Ranged Weapon Attack: +5 to hit, reach 5 
ft. or range 20/60 ft., one target. Hit: 4 (1d4 + 2) piercing 
damage.
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Continue your adventure!

Check out the Spilled Ale Studios blog for regular 5e content to use in your games, articles about 
the roleplaying hobby, and previews of upcoming Spilled Ale Studios products:

       http://spilledale.blogspot.com

        Or check out our other products at: 

http://spilledale.blogspot.com/p/products.html


