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Playtesting made this issue (and every previous is-
sue of ARCADIA) awesome. If you like what you 
read in this magazine, please join me in thanking 
our invaluable testers and Lars Bakke, the Pro-
duction and Playtest Director for ARCADIA and 
MCDM Productions.

When I first started working with MCDM as a 
contractor, I was delighted to learn they had a 
full-time staff member overseeing playtesting. 
Every tabletop company I’ve worked with runs 
playtests a little differently, and none put as much 
care or as many rounds of testing into the process 
as MCDM. It’s one reason I wanted to join the 
team full-time!

For ARCADIA, I go through my own suggested 
revisions with the authors, and then each article 
goes through two rounds of development testing. 
In the first round, a dedicated team of paid 
playtesters gives initial feedback on the article. 
I read their comments and summarize them for 
the author. Then the writer takes that feedback 
and makes any revisions they deem necessary. (It 
is their name on the byline, after all, so they get 
final say!) Round two is similar to round one, 
except that the article is playtested by a bigger 
group of volunteer testers (which also includes 
the contractors from round one).

Since ARCADIA is a monthly magazine, we’re 
doing this process at least three times a month 
alongside everything else we test, like content 
for The Illrigger or Kingdoms & Warfare (which 
have much longer development cycles and many 
rounds of testing, including public playtests).

After going through two rounds of playtesting 
and revision, the articles head off to final edit, 
where Sadie Lowry and Hannah Rose perform 
incredible feats of language arts…and lan-
guage maths. Once they’ve done their thing, Jen  
McCleary takes the words from the development 
side and the illustrations from our art team and 
lays it all out into a magazine…that goes back 
into playtesting.

The MCDM staff and our contract testers go 
through another few rounds of proofreading the 
layout to catch typos and other errors, which 
we report to Jen, who fixes them. Then we send 
the InDesign files to Chris Hopper, who makes 
the articles accessible and tackles any very last-
minute fixes we ask.

After all that, you get the magazine, but testing 
still ain’t done! Our senior tester, Spencer Hibnick, 
reads the community’s reactions and compiles 
any new issues found after publishing, because 
someday we may do an updated compilation!

I’ve never been part of a team that tests this 
thoroughly. It is a huge boon that pays off in 
spades. Our authors love it, and ARCADIA is 
better for it. I know I’m grateful.

So when you’re watching your players’ faces 
light up as they use one of Scott Fitzgerald Gray’s 
magic weapons, create a custom familiar using 
Celeste Conowitch’s method, or wreak havoc as 
a goblin in Anthony Joyce’s adventure, join me 
in giving a hearty thanks to the entire team who 
makes ARCADIA awesome.

Ex animo,
James Introcaso

Managing Editor

Letter from the Editor

https://shop.mcdmproductions.com/products/illrigger-class
https://shop.mcdmproductions.com/collections/kingdoms-warfare-preorder-shop
https://twitter.com/incandescaent
https://twitter.com/wildrosemage
https://www.jenmccleary.com/
https://www.jenmccleary.com/
https://twitter.com/chrishopper2
https://twitter.com/PestoEnthusiast
https://twitter.com/scottfgray
https://twitter.com/cconowitch
https://twitter.com/Thrawn589
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FAMILIAR
SUSPECTS

Make any creature a familiar!

by Celeste Conowitch

Find Greater Familiar
3rd-level conjuration (ritual)

Casting Time: 1 hour

Range: 10 feet

Components: V, S, M (100 gp worth of charcoal 
and incense, and a drawing of the familiar you 
wish to conjure, all which must be consumed by 
fire in a brass brazier)

Duration: Instantaneous

Classes: Bard, sorcerer, warlock, wizard

You gain the service of a familiar, a spirit that takes 
a special form you choose: a gelatinous cubelet, gor-
gonette, imp, miniature xorn, pseudodragon, quasit, 
sprite, toy golem, or unicorn foal. Appearing in an 
unoccupied space within range, the familiar has the 
statistics of the chosen form.

Your familiar acts independently of you, but it al-
ways obeys your commands. In combat, it rolls its 
own initiative and acts on its own turn. A familiar 
normally can’t attack, but when you take the attack 
action, you can forgo one of your own attacks to al-
low your familiar to make one attack with its reac-
tion. The familiar can take other actions as normal.

When the familiar drops to 0 hit points, it disap-
pears, leaving behind no physical form. It reappears 
after you cast this spell again.

While your familiar is within 100 feet of you, you 
can communicate with it telepathically. Additionally, 
as an action, you can see through your familiar’s eyes 
and hear what it hears until the start of your next 
turn, gaining the benefits of any special senses that the 

Collecting pets is a beloved pastime of so many 
players. I genuinely can’t count the number of 
times as a GM that I’ve heard “Can we keep 
it?” Sometimes, it’s better to lean into the fun 

than fight it, and equipping your party with the most mag-
ical creatures to love usually shakes out to be a lot of fun. 
However, running around managing the statistics for a 
cadre of monstrous companions can be a real headache 
for both GMs and players, so what’s the answer? Make 
them mini, of course! Tiny creatures are cute, mechanical-
ly easier to manage, and fit easily into overhead storage 
compartments.

This article presents mechanics that allow any crea-
ture to be miniaturized into a functioning familiar, along 
with examples of several new familiars like the gelatinous 
cubelet and unicorn foal!

Building Familiars
The guidelines presented here allow you to take an exist-
ing creature and make it a magical familiar summonable 
by the find familiar spell. But these aren’t just regular old 
familiars! The familiars you create become advanced fa-
miliar options.

You might be asking, “What if I don’t play a warlock or 
have any warlock players? I want to use these new famil-
iars!” I’ve got you covered with a brand new version of 
the find familiar spell right here. At the GM’s discretion, 
the find greater familiar spell can conjure any familiar you 
create with the rules in this article. As a note, if you do 
have a warlock with the Pact of the Chain Pact Boon in 
your party, I would recommend reserving this spell just 
for them so you don’t step on any toes—unless everyone 
in the group has a creature companion!
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familiar has. During this time, you are deaf and blind 
with regard to your own senses.

As an action, you can temporarily dismiss your fa-
miliar. It disappears into a pocket dimension where 
it awaits your summons. Alternatively, you can dis-
miss it forever. As an action while it is temporarily 
dismissed, you can cause it to reappear in any unoccu-
pied space within 30 feet of you. Additionally, if your 
familiar is hit with an attack or makes a saving throw 
to avoid taking damage, you can use a reaction to 
temporarily dismiss your familiar, which disappears 
before taking damage or suffering any other effects of 
the attack or triggering effect.

You can’t have more than one familiar at a time. If 
you cast this spell while you already have a familiar, 
you instead cause it to adopt a new form. Choose one 
of the forms from the above list. Your familiar trans-
forms into the chosen creature.

Finally, when you cast a spell with a range of touch, 
your familiar can deliver the spell as if it had cast the 
spell. Your familiar must be within 100 feet of you, 
and it must use its reaction to deliver the spell when 
you cast it. If the spell requires an attack roll, you use 
your attack modifier for the roll.

•	Most familiars don’t have resistances or immunities. If 
your familiar does, keep them to one or two that make 
sense for their creature type.

•	 In general, a creature’s languages and most special sens-
es can stay the same for their familiar version, but blind-
sight and truesight have their ranges reduced to 10 feet 
each. Creatures keep any condition immunities, damage 
resistances and vulnerabilities they have, and any dam-
age immunities they have become resistances.

•	A familiar should never have a challenge rating higher 
than 1. This also means that every familiar’s proficiency 
bonus is +2.

Use these guidelines and averages as a baseline for your 
creature’s statistics and you’ll be in a good starting place. 
The more complicated part of converting a creature comes 
from deciding what traits and actions to give it.

What Is a Trait?
Traits refer to the parts of a creature’s stat block listed 
below the challenge rating but before the “Actions” sec-
tion, like Shapechanger, Magic Resistance, and Keen Sens-
es. Typically, a familiar has one or two of these traits. 
Odds are the creature you’ve chosen to convert already 
has a couple of traits that make sense to keep in its small-
er form. Because traits are challenging to design from 
scratch, look at creature stat blocks similar to the familiar 
you are creating and borrow traits for your own mon-
strous creations. Traits tend to vary widely in power, so 
you must choose traits that low-challenge rating creatures 
typically have. For example, giving your familiar a plane-
tar’s Innate Spellcasting trait would make it too powerful 
to be a familiar, but giving it something like an owl’s Flyby 
trait makes sense.

The following list contains traits appropriate for famil-
iars. You can modify the wording or traits to make sense 
for your familiar. For instance, if you gave a familiar the 
gnoll’s Rampage trait and the familiar doesn’t have a bite 
attack, you could replace the Rampage trait’s reference to 
a bite attack with a different melee attack your familiar 
does have.

Attack-focused traits include:
•	Aggressive (see the orc stat block)
•	Blood Frenzy (see the sahuagin stat block)
•	Brute (see the bugbear stat block)
•	Charge (see the centaur stat block)
•	Grappler (see the mimic stat block)
•	Pack Tactics (see the kobold stat block)
•	Rampage (see the gnoll stat block)
•	Surprise Attack (see the bugbear stat block)

Defense-focused traits include:
•	Brave (see the gladiator stat block)

Pick Your Creature
Now you’ve got a way to give a character an awesome 
familiar, but where do you start when you want to create 
your own? First, you have to decide what creature you are 
going to convert into a familiar. This system works with 
every creature type except for humanoids. Before you get 
to work making a familiar, be sure to have your GM’s ap-
proval. Your GM has final say on the creature’s statistics.

Make Mechanics
The easiest way to craft a well-balanced familiar is to look 
at the options that already exist, then make your familiar 
stat block similar in power.

Here are some helpful guidelines to keep in mind when 
creating a well-balanced familiar:

•	Almost every familiar is Tiny size. (Portable is good!)
•	The average Pact of the Chain familiar has AC 13.
•	The average Pact of the Chain familiar has 6 hit points.
•	A familiar’s movement speed is typically 30 feet, and al-

most never greater than 40 feet. If a familiar has a flying 
speed, it usually has a walking speed of no more than 20 
feet.

•	The average Pact of the Chain familiar has a net +2 abil-
ity modifier. (This is the number you get when you add 
all the ability score modifiers together.)
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Generic Greater Familiar
Tiny [Creature Type], Unaligned

Armor Class 13 (natural armor)
Hit Points 5 (2d4)
Speed 30 ft.

STR DEX CON INT WIS CHA
10 (+0) 10 (+0) 10 (+0) 10 (+0) 10 (+0) 10 (+0)

Languages understands Common but can’t speak
Challenge 1 (200 xp)			 
Proficiency Bonus +2

Actions

Placeholder. Melee Weapon Attack: +2 to hit, reach 5 
ft., one target. Hit: 2 (1d4) bludgeoning, piercing, or 
slashing damage (you choose which one).

•	Evasion (see the assassin stat block)
•	Fire Absorption (see the iron golem stat block)
•	Flyby (see the owl stat block)
•	 Immutable Form (see the flesh golem stat block)
•	Magic Resistance (see the flesh golem stat block)
•	Relentless (see the boar stat block)
•	Undead Fortitude (see the zombie stat block)

Mobility-focused traits include:
•	Amorphous (see the gray ooze stat block)
•	Amphibious (see the chuul stat block)
•	Earth Glide (see the earth elemental stat block)
•	Nimble Escape (see the goblin stat block)
•	Running Leap (see the lion stat block)
•	Shadow Stealth (see the shadow stat block)
•	Spider Climb (see the vampire stat block)
•	Standing Leap (see the bulette stat block)
•	Sure-Footed (see the goat stat block)

Skill-focused traits include:
•	Devil’s Sight (see the barbed devil stat block)
•	False Appearance (see the cloaker stat block)
•	 Illumination (see the fire elemental stat block)
•	 Iron Scent (see the rust monster stat block)
•	Keen Senses (see the pseudodragon stat block)
•	Limited Telepathy (see the pseudodragon stat block)
•	Mimicry (see the raven stat block)
•	Shapechanger (see the mimic stat block)
•	Stone Camouflage (see the stone giant stat block)
•	Transparent (see the gelatinous cube stat block)
•	Treasure Sense (see the xorn stat block)
•	Underwater Camouflage (see the giant octopus stat 

block)

It should be noted that not every familiar needs traits 
to be effective. It is totally okay to skip traits in favor of 
more hit points, better AC, increased damage output, or 
more special abilities. Dinosaurs, for example, don’t have 
flashy traits but they can hit really hard in a fight!

What About Actions?
Now you’ve got to give your familiar something to do. 
At the very minimum, give it one melee weapon attack. 
A familiar’s melee weapon attack typically uses natural 
weapons like claws, bites, or pseudopods. There’s no need 
to make this complicated! Familiars, especially at higher 
levels, are very rarely useful for dealing damage. These 
weapons almost use the creature’s Strength or Dexterity 
modifier for attack and damage rolls, have a reach no 
greater than 5 feet, and deal 1d4 damage.

You’ll probably want to give your familiar one addi-
tional action that isn’t just a normal attack. This second 

option could be useful inside or outside of combat, like 
the sprite’s Invisibility action or an attack that imposes a 
nasty condition like the imp’s Sting action. When choos-
ing these actions, think about how your caster will uti-
lize this familiar, and choose an action they will genuinely 
find useful. As a rule, I prefer to make this second action 
something that will be useful in exploration or roleplaying 
scenes to diversify the benefits of having a familiar tag 
along during adventures.

When designing these actions, refer to your starting 
creature again. You might be able to use actions the crea-
ture already has, modifying them to fit the lower challenge 
rating of a familiar. Here are a few mechanical guidelines 
to keep in mind:

•	Familiars typically don’t get the Multiattack action.
•	A standard familiar attack does an average of 4 damage 

on a hit.
•	 If any of your familiar’s abilities require a saving throw, 

the DC should be 11.

Point-Buy A Familiar
If you’re worried about creating a balanced creature, 
here’s a speedy way to make sure you create a familiar 
that won’t break the game.

Start with the generic greater familiar stat block below, 
decide what type of creature it is (like a Celestial, Beast, 
or Fey), then spend 10 points to make improvements list-
ed on the Point-Buy a Familiar table. Each improvement 
costs 1 point. You can decrease a familiar’s ability score 
by 2 to gain 1 point. No ability score can be lower than 4.
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Example Familiars
Presented here is a collection of new familiars created 
for use with the find greater familiar spell. Each famil-
iar was converted from a standard creature stat block 
using the guidelines presented in this article.

Gelatinous Cubelet
Like its larger counterpart, the gelatinous cubelet is an 
ideal servant for a caster who requires a companion adept 
at defending confined spaces and consuming refuse. After 
a successful series of arcane experiments aimed at breed-
ing a more intelligent and manageable ooze, gelatinous 
cubelets became a surprisingly popular familiar of choice 
for traveling spellcasters. The cubelet’s ability to hide in 
plain sight, retrieve objects, and fit through small 
openings combines to make it a startlingly ef-
fective burglar. 

Point-Buy a Familiar
Improvement

Increase Armor Class by 1 (up to a maximum of 15).

Increase Hit Die by one d4 (up to a maximum of 3d4 total Hit Dice).

Increase walking speed by 10 feet (to a maximum of 40 feet), or decrease walking speed by 10 feet and add a 
30-foot burrowing, flying, or swimming speed.

Increase an ability score by 2 (so its modifier increases by 1; familiar ability scores have a maximum of 18).

Choose one ability score and gain proficiency in saving throws using the chosen ability.

Gain proficiency in two skills.

Gain resistance to two specific types of damage, or gain the damage resistances of the base creature.

Gain immunity to a specific type of damage or a condition.

Gain blindsight out to a range of 30 feet, darkvision out to a range of 60 feet, or tremorsense out to a range of 
30 feet.

Speak and understand one language of your choice.

Gain one trait (up to a maximum of three total traits).

Gain one melee weapon or ranged weapon attack (can only be taken once for a maximum of two total attack 
actions).

Weapon attacks can deal a damage type other than bludgeoning, piercing, or slashing.

Gain one action that is not a weapon attack (can only be taken once up to a maximum of two actions that aren’t 
attacks).
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Gorgonette
Gorgonettes have all the ferocity and stubbornness of larger gorgons in a pocket-size package. Initially bred as prized 
hunting companions, the gorgonette breed have exploded in popularity as home protectors, racing monsters, and exotic 
pets. These familiars are excellent in combat situations with their Charge attacks and Petrifying Breath that can literally 
stop a foe in its tracks. Gorgenettes are incredibly ornery and not terribly bright, but they make valiant protectors once 
they decide you’re worth saving.

 

Gelatinous Cubelet
Tiny Ooze, Unaligned

Armor Class 13 (natural armor)
Hit Points 11 (2d4 + 6)
Speed 30 ft.

STR DEX CON INT WIS CHA
14 (+2) 8 (-1) 16 (+3) 10 (+0) 10 (+0) 6 (-2)

Condition Immunities  blinded, deafened, prone
Senses blindsight 30 ft., passive Perception 10
Languages  understands Common but can’t speak
Challenge 1 (200 XP)	  
Proficiency Bonus +2
Amorphous. The cubelet can move through a space as 
narrow as 1 inch wide without squeezing.

Transparent. Even when the cubelet is in plain sight, it 
takes a successful DC 15 Wisdom (Perception) check to 

spot a cubelet that has neither moved nor attacked. A 
creature that tries to enter the cubelet’s space while un-
aware of the cubelet is surprised by the cubelet.

Actions

Pseudopod. Melee Weapon Attack: +4 to hit, reach 5 ft., 
one target. Hit: 4 (1d4 + 2) acid damage.

Engulf. The cubelet moves up to its speed. While doing 
so, it can enter the space of Tiny objects that are not being 
worn or carried. Whenever the cubelet enters an object’s 
space, it can choose to engulf the object. A creature can 
attempt to forcefully remove an engulfed object by mak-
ing a DC 11 Strength check as an action. On a failure, the 
creature takes 7 (2d6) acid damage and can’t retrieve the 
object. On a success, the creature still takes the damage, 
but successfully removes the object. The cubelet can only 
engulf one object at a time.

Gorgonette
Tiny Monstrosity, Unaligned

Armor Class 13 (natural armor)
Hit Points 16 (3d4 + 9)
Speed 40 ft.

STR DEX CON INT WIS CHA
18 (+4) 10 (+0) 16 (+3) 6 (-2) 12 (+1) 6 (-2)

Skills  Athletics +6, Perception +3
Condition Immunities  petrified
Senses darkvision 60 feet., passive Perception 13
Languages  understands Common but can’t speak
Challenge 1 (200 XP)	  
Proficiency Bonus +2

Charge. If the gorgonette 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 3 (1d6) piercing dam-
age. If the target is a creature, it must succeed on a DC 11 
Strength saving throw or be knocked prone.

Actions

Gore. Melee Weapon Attack: +6 to hit, reach 5 ft., one 
target. Hit: 6 (1d4 + 4) piercing damage.

Petrifying Breath (1/Day). The gorgonette exhales perti-
fying gas in a 15-foot cone. Each creature in that area 
must succeed on a DC 11 Constitution saving throw. On 
a failed save, a target’s skin grows a layer of stone and the 
target is restrained for 1 minute. The restrained target can 
repeat the saving throw at the end of its turns, ending the 
condition on a success.
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Miniature Xorn
A clan of unfortunate dwarf miners accidentally discovered the miniature xorn. After the initial shock of contending 
with hundreds of ravenous pocket-sized xorn, the dwarves seized a golden opportunity. Miniature xorn quickly became 
an ideal familiar for treasure hunters, dungeoneers, or adventurers preparing to explore subterranean tunnels. While the 
miniature xorn aren’t as ferocious as their larger counterparts, their ability to sense treasure, burrow through the earth, 
and speak Terran makes them invaluable members of any expedition (as long as you keep them fed, of course).

Miniature Xorn
Tiny Elemental, Neutral

Armor Class 13 (natural armor)
Hit Points 9 (2d4 + 4)
Speed 20 ft., burrow 20 ft.

STR DEX CON INT WIS CHA
12 (+1) 10 (+0) 14 (+2) 8 (-1) 10 (+0) 8 (-1)

Damage Resistances  piercing and slashing from 
nonmagical attacks that aren’t adamantine

Senses darkvision 60 ft., tremorsense 60 ft., passive 
Perception 10

Languages  Terran
Challenge 1 (200 XP)
Proficiency Bonus +2

Earth Glide. The xorn can burrow through nonmagi-
cal unworked earth and stone. While doing so, the xorn 
doesn’t disturb the material it moves through.

Stone Camouflage. The xorn has advantage on Dexterity 
(Stealth) checks made to hide in rocky terrain.

Treasure Sense. The xorn can pinpoint by scent, the lo-
cation of precious metals and stones, such as coins and 
gems, within 60 feet of it.

Actions

Claws. Melee Weapon Attack: +3 to hit, reach 5 ft., one 
target. Hit: 4 (1d4 + 1) slashing damage.
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Toy Automaton
Constructs exist across the multiverse in all shapes and sizes, and even the fearsome iron golem has a handy, compact 
form. Creating, controlling, and housing a full-sized construct is a laborious and expensive task, one of the driving 
reasons behind the creation of the toy automaton. These resilient little creatures make perfect familiars for casters who 
often find themselves in the middle of explosions or can’t handle the daily responsibility of feeding a living creature.

Toy Automaton
Tiny Construct, Unaligned

Armor Class 13 (natural armor)
Hit Points 11 (2d4 + 6)
Speed 30 ft.

STR DEX CON INT WIS CHA
14 (+2) 10 (+0) 14 (+2) 6 (-2) 10 (+0) 6 (-2)

Damage Resistances psychic, bludgeoning, 
piercing, and slashing from nonmagical attacks that 
aren’t adamantine

Damage Immunities fire, poison
Condition Immunities exhaustion, paralyzed, 

petrified, poisoned
Senses darkvision 60 ft., passive Perception 10
Languages  understands the languages of its creator 

but can’t speak

Challenge 1 (200 XP)
Proficiency Bonus +2
Fire Absorption. Whenever the automaton is subjected 
to fire damage, it takes no damage and instead regains a 
number of hit points equal to the fire damage dealt.

Immutable Form. The automaton is immune to any spell 
or effect that would alter its form.

Magic Resistance. The automaton has advantage on sav-
ing throws against spells and other magical effects.

Actions

Slam. Melee Weapon Attack: +4 to hit, reach 5 ft., one 
target. Hit: 4 (1d4 + 2) bludgeoning damage.

Poison Breath (1/Day). The automaton exhales poison-
ous gas in a 15-foot cone. Each creature in that area must 
make a DC 11 Constitution saving throw, taking 9 (2d8) 
poison damage on a failed save, or half as much damage 
on a successful one.
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Unicorn Foal
Unicorns are wise and powerful celestial guardians, but they aren’t born that way. The forces of good encourage unicorn 
foals to travel with worthy adventurers to gain experience. While a foal isn’t as mobile or dangerous as its elders, their 
gifts of telepathy and ability to heal make them excellent companions for the pure of heart.

Unicorn Foal
Tiny Celestial, Lawful Good

Armor Class 13 (natural armor)
Hit Points 7 (2d4 + 2)
Speed 30 ft.

STR DEX CON INT WIS CHA
14 (+2) 10 (+0) 12 (+1) 10 (+0) 12 (+1) 10 (+0)

Damage Immunities poison
Condition Immunities charmed, paralyzed, 

poisoned
Senses darkvision 60 ft., passive Perception 11
Languages  telepathy 60 ft.
Challenge 1 (200 XP)
Proficiency Bonus +2
Magic Resistance. The foal has advantage on saving 
throws against spells and other magical effects.

Actions

Hooves. Melee Weapon Attack: +4 to hit, reach 5 ft., one 
target. Hit: 4 (1d4 + 2) bludgeoning damage.

Healing Touch (1/Day). The foal touches another crea-
ture with its horn. The target magically regains 11 (2d8 + 
2) hit points. In addition, the touch removes all diseases 
and neutralizes all poisons afflicting the target.
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THE ARMS 
OF ACCORD
Five ancient weapons for legendary heroes

by Scott Fitzgerald Gray

Many millennia ago, in the days before even 
the elves and lizardfolk first recorded their 
histories, a set of five great weapons were 
held by heroes of the humanoid realms—

bugbears, goblins, and hobgoblins; dragonborn, kobolds, 
and lizardfolk; dwarves and gnomes; elves, halflings, hu-
mans, and tieflings; and goliaths and orcs. Fragments of 
lore whisper that these mighty weapons, the Arms of Ac-
cord, were not crafted by those ancient peoples, but rather 
were created by benefactors unknown, whose goal was to 
bind these great lines in accord and allegiance. 

	At great summits called the Quorum of Sovereigns, 
hundreds of representatives of the ever-growing human-
oid nations would meet to share news and stories, dis-
coveries and portents. An exchange of knowledge was the 
primary goal throughout this great age of peace, during 
which the Arms of Accord stood as symbols of leadership 
and pact—meant to maintain unity among the humanoids 
against the threats of monsters, magic, and malevolence 
that could be faced more strongly united than apart.

	But as more recent history and the seemingly endless 
warfare among humanoids show, the dream of unity was 
not to be. 

	The identity of the forces that first splintered the realms 
is lost to time. The last Quorum of Sovereigns was held 
over ten millennia ago, and the fragmentary lore of those 
days suggest that representatives of only two of the hu-
manoid peoples were in attendance, with other nations 
already falling to strife and warfare. The Arms of Accord 
became tools of war as nations clashed and collapsed, and 
the five great weapons were eventually lost to the ravages 
of war and the dust of time.

	Or so it was thought.

Nations and Peoples
The weapons of the Arms of Accord were implicitly 
created at a time when nations were largely defined 
by ancestry, but using these weapons in a campaign 
isn’t meant to imply that all nations and cultures 
should be monolithic in that way. Even in many di-
verse fantasy cultures, characters of certain ances-
tries are assumed to have more heroic potential than 
others. The Arms of Accord show that characters of 
all ancestries can be heroes, and doesn’t assume that 
most orcs are barbarians and kobolds are sneaky 
rogues. No matter how the nations and cultures of 
your world have evolved since the days of the Quo-
rum of Sovereigns, you can use these weapons to 
help defy some of the stereotypes of ancestry where 
they still persist in the game.

Weapons of a Lost Age
The Arms of Accord were crafted for great leaders and 
heroes of the humanoid peoples. Each weapon can be at-
tuned only by a wielder from two or three related hu-
manoid ancestries, with its magic reflecting some aspect of 
how those peoples shaped their place in the earliest days 
of the world.
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Rahnakh  
(The Dawn Blade)
Weapon (longsword/shorts-
word), very rare (requires 
attunement by a goliath, 
half-orc, or orc )

Crafted for the goliaths and 
orcs when the folk of those 
ancestries first established 
order against the monsters 
that ruled the world, this 
sword is shaped from a sin-
gle piece of smooth white 
stone, though it rings out 
like steel when it strikes its 
target. You have a +1 bonus 
to attack and damage rolls 
with this magic weapon, 
which deals an extra 1d6 
radiant damage when you 
hit with it.

	As a bonus action, you 
can speak Rahnakh’s com-
mand word to cause the 
sword to pulse with a blue-
white radiance that sheds 
bright light in a 40-foot 
radius and dim light for an 
additional 40 feet. While 
the sword is glowing, the 
extra damage it deals in-
creases to 2d6. Speaking 
the command word again 
(no action required) dims 
the light.

	Radiant Aurora. When 
you fight outdoors in any 
amount of direct sunlight, 
you can increase the extra 
radiant damage dealt by Rahnakh to 4d6. This increase 
lasts until you finish a long rest, but comes into effect 
during that time only while you are outdoors in sunlight. 
This property of the weapon can’t be used again until 7 
days have passed.

	Daylight. You can cast the daylight spell on Rahnakh 
while holding the sword. This property of the weapon 
can’t be used again until you finish a long rest.

	Accord Adaptability. Rahnakh magically changes its 
form according to the will of the creature attuned to it at 
the end of a long rest, becoming either a shortsword or a 
longsword.

Hylrahla (The Caller)
Weapon (battleaxe/handaxe), very rare (requires attune-
ment by a dwarf or gnome)

The magic of Hylrahla channeled the bonds of battle 
and comradeship when it was forged for the dwarves 
and gnomes, reflecting the highest values of their earliest 
shared societies. The blade of this axe is made of black 
steel inlaid with mithral, and its haft of living darkwood 
adjusts to fit its user’s hand. You gain a +2 bonus to attack 
and damage rolls made with this magic weapon.

	Call of Combat. As a bonus action, Hylrahla lets you 
call your allies into battle formation. Choose up to six 
creatures you can see within 30 feet of you, and which can 
hear you. Each creature gains a d6, which can be used for 
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1 minute. At the start of each of its turns during this time, 
a creature can roll this d6 and choose one of the following 
options:

•	Add the number rolled to its AC until the start of its 
next turn.

•	Add the number rolled to one attack roll, ability check, 
or saving throw made before the start of its next turn.

	This property of the weapon can’t be used again until 
you finish a long rest.

	Call of Fellowship. While you hold Hylrahla, you can 
use an action to establish a telepathic link with up to six 
willing creatures you can see or that you are familiar with, 
all of which must be on the same plane. For 1 hour, the 
linked creatures can communicate telepathically through 
the bond whether or not they have a common language, 
choosing to communicate with all creatures or only some. 
The communication is possible over any distance, though 
it can’t extend to other planes of existence. This proper-
ty of the weapon can’t be used again until 7 days have 
passed.

	Accord Adaptability. Hylrahla magically changes its 
form according to the will of the creature attuned to it 
at the end of a long rest, becoming either a battleaxe or a 
handaxe.

Damalean (The Storm’s Light) 
Weapon (longbow/shortbow), very rare (requires attune-
ment by an elf, half-elf, halfling, human, or tiefling)

This exquisitely carved bow is shaped of fine-grained 
gray wood and white horn, and channels the power of 
wind and endless skies to mark the nomadic traditions 
of the earliest elf, halfling, and humanoid clans. When 
you hit with an attack using this magic weapon, you can 
choose one of the following effects:

•	The target takes an extra 2d6 lightning damage.
•	The target takes an extra 1d6 thunder damage and is 

pushed 5 feet away from you.
•	The target is surrounded by a nimbus of crackling light-

ning until the end of your next turn. An affected tar-
get sheds dim light in a 10-foot radius and can’t benefit 
from being invisible, and creatures that can see it have 
advantage on attack rolls against it.

	Shape the Storm. While holding Damalean, you can 
cast the control weather spell. This property of the weap-
on can’t be used again until 7 days have passed.

	Accord Adaptability. Damalean magically changes its 
form according to the will of the creature attuned to it 
at the end of a long rest, becoming either a longbow or a 
shortbow.

Kosril (The Life Shard) 
Weapon (pike/spear), very rare (requires attunement by a 
dragonborn, kobold, or lizardfolk)

This weapon is forged of fiery red iron inscribed with 
a pattern of fine scales. Kosril was created to channel 
the magic of life as a sign of hope and renewal in the 
harsh lands where dragonborn, kobolds, and lizardfolk 
dwelled in the earliest age of those folk. You gain a +2 
bonus to attack and damage rolls made with this magic 
weapon.

Additionally, if you or one creature you are touching 
receives magical healing while you hold Kosril, the target 
of the healing regains the maximum number of hit points. 
This property of the weapon can’t be used again until you 
finish a long rest.

	Endure the Elements. While you hold Kosril, you can 
use an action to choose up to six creatures within 10 feet 
of you. For 24 hours, you and each chosen creature suffer 
no harm as a result of extreme cold or extreme heat, and 
can comfortably endure temperatures below 0 degrees 
Fahrenheit (−18 degrees Celsius) or above 100 degrees 
Fahrenheit (38 degrees Celsius), even without drinkable 
water, without making saving throws to resist exhaustion. 
This property of the weapon can’t be used again until you 
finish a long rest.

	Life Restored. While you hold Kosril, you can use an 
action to choose up to six creatures you can see. Each 
creature regains 4d8 hit points and can end the blinded or 
poisoned condition on itself. This property of the weapon 
can’t be used again until 7 days have passed.

	Accord Adaptability. Kosril magically changes its form 
according to the will of the creature attuned to it at the 
end of a long rest, becoming either a pike or a spear.

Dhesolia (The World’s Voice)
Weapon (mace/morningstar), very rare (requires attune-
ment by a bugbear, goblin, or hobgoblin)

The great goblinoid nations channeled the power of 
nature and fate for the weal of all, and Dhesolia was 
crafted as an emblem of that legacy. This elegant weapon 
is carved of dark oak and set with studs of bronze, their 
patina matching the swirling gray-green of the weapon’s 
heavy head. You gain a +2 bonus to attack and damage 
rolls made with this magic weapon.

Voice of the Wild. As a bonus action, Dhesolia lets you 
call on nature to scourge your foes. Choose up to six crea-
tures you can see in a 20-foot cube within 100 feet of you, 
then choose one of the following effects:

•	Each creature is surrounded by conjured swarms of 
gnats and other small vermin, imposing disadvantage 
on its attack rolls, saving throws, and ability checks un-
til the end of its next turn.
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otherwise lasts indefinitely or until subject to the remove 
curse spell or similar effects. This property of the weapon 
can’t be used again until 7 days have passed.

	Accord Adaptability. Dhesolia magically changes its 
form according to the will of the creature attuned to it at 
the end of a long rest, becoming either a mace or a morn-
ingstar.

Reclaiming The  
Arms of Accord

The Arms of Accord can be placed in a campaign like any 
other magic item that seems like a good fit for the char-
acters, even to the point of ignoring the weapons’ attune-
ment requirements to allow them to be used by anyone. 
But by tapping into the full backstory of these ancient 

•	Spectral vines erupt in the creature’s space, forcing it to 
make a DC 17 Dexterity saving throw. On a success, the 
creature has its speed reduced by half until the end of its 
next turn. On a failure, the creature is restrained until 
the end of its next turn.

This property of the weapon can’t be used again until you 
finish a long rest.

Voice of Doom. As an action while you hold Dheso-
lia, you channel the power of fate to hinder a chosen foe. 
Choose one creature within 100 feet of you that you can 
see, and which can hear you. That creature must succeed 
on a DC 17 Charisma saving throw or be cursed. While 
cursed in this way, the creature has disadvantage on at-
tack rolls, ability checks, and saving throws, and saving 
throws against the creature’s spells and other features are 
made with advantage. As a bonus action, the cursed crea-
ture can choose to take 2d8 psychic damage and repeat 
the saving throw, ending the curse on a success. This curse 
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weapons, GMs and players can engage in unraveling even 
a small bit of the colonialism wrapped around some of the 
oft-called-“monstrous” humanoid ancestries. The magic 
and history of these weapons hearken to a time before the 
stereotypical conflicts that have become the subtext of so 
much fantasy (dwarves versus goblins, elves versus orcs, 
humans versus everyone, and so forth). 

Especially if the Arms of Accord have begun to reap-
pear in the world as a result of some sort of active agen-
cy—whether driven by their unknown creators or by the 
weapons’ own desires to be wielded once more—their 
presence in the campaign provides the impetus to hear-
ken back to a past in which orcs, goblinoids, kobolds, 
and lizardfolk were an equal part of the larger whole 
of humanoid culture. And by establishing a connection 
to an age before millennia of conflict splintered the hu-
manoid world, a campaign dedicated to seeing all the 
Arms of Accord restored to worthy heroes might be a 
harbinger of a new age of harmony and understanding.  
	 And, of course, if your campaign has already con-
sciously rejected the colonialism built into the DNA of the 
game, the Arms of Accord make a great collection of lost 
relics tied to an ancient empire or a fallen order of heroes. 
Or, they could stand at the center of ancient legends of 
the time when the present state of a free and egalitarian 
world was shaped—and now their sudden and mysterious 
reappearance heralds the rise of new evils that must be 
defeated, lest they drag the peoples of the world back into 
strife and destruction.

Campaign Hooks
GMs can use any of the following hooks to introduce one 
or more of the Arms of Accord into a campaign, or as 
inspiration for creating hooks of their own. Each hook 
indicates which weapons it would be most appropriate 
for, but any hook can be matched to any weapon.

Fortunes of War. A millennia-old war unleashed magic 
that left a dead battlefield perpetually scoured by ele-
mental power. Those close to the site report a new dis-
turbance among the destruction—a skeletal hand thrust 
up from the ground, holding aloft a pristine weapon. 
(Damalean, Rahnakh)

The Forest’s Heart. An ancient oak tree is a site of rever-
ence for the folk of a forest realm. But when an unnatu-
ral storm fells the tree, it reveals a tomb within its roots, 
bearing the graven image of a weapon on its stone door. 
(Damalean, Dhesolia)

Guardians of the Past. A newly discovered temple is filled 
with timeless undead guarding a sealed vault. Within 
the vault, a weapon floats above a pool of mirrored liq-
uid that slays all who gaze upon it. (Hylrahla, Kosril)

The Font of Heroes. A natural spring in a remote village 
has legendary healing properties. When the spring sud-

denly dries up, it reveals a series of caverns beneath—
and an ancient weapon thrust into a stone from which 
the spring’s water once flowed. (Dhesolia, Kosril)

Forge of Fate. An ancient underground forge shows signs 
that it was intentionally destroyed by those who created 
it. Exploring the ruins reveals that the forge overheated 
in an attempt to destroy a magic weapon—which still 
sits atop a mound of slag at the forge’s heart. (Hylrahla, 
Rahnakh)

Spells of Accord
When first created, the Arms of Accord channeled addi-
tional magic to further empower wielders who worked to-
gether for the common good of all folk. As you introduce 
the Arms of Accord into your campaign, you can decide 
whether this magic automatically manifests when two or 
more weapons are brought together, or whether it is dor-
mant and needs to be sparked once more with a special 
quest, an ancient ritual, or some act proving that the new 
wielders channel the true spirit of alliance and unity for 
which the arms were created.

Whenever two or more attuned wielders of the Arms of 
Accord are within 1 mile of each other, a wielder can use 
the weapon to cast a specific spell, as noted on the table 
below. Attuned wielders do not have to be allies—or even 
aware of each other. The sudden ability to cast spells from 
one of the Arms of Accord might thus be used as a cam-
paign hook for an attuned player character to seek out or 
be sought by an attuned NPC.

With more attuned wielders all within 1 mile of each 
other, the number of spells they have access to increases. 
The table is cumulative, so that connected wielders have 
access to all spells higher up on the table. A wielder can 
cast each of the spells of accord once, regaining the ability 
to do so when they finish a long rest.

Some of those who have studied the history of the Arms 
of Accord speculate that the divination and commune 
spells cast from the weapons forge a connection between 
a wielder and the unknown entities who first created the 
weapons.

Ascendant Weapons
Introducing more potent magic weapons into a campaign 
than the rules nominally allow is a natural inclination on 
both sides of the table. Players love getting magic weapons 
for the benefits their characters gain from them, both in 
and out of combat. GMs love giving out magic weapons 
as a means of rewarding fearless action and good play, 
and for the way powerful weapons and lost magic can 
connect characters to the history of a campaign. 
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	It’s great fun when a 1st-level character claims their first 
+1 weapon in the aftermath of a thrilling fight. But too 
much combat magic at low levels can lead inevitably to 
even more combat magic through the mid-level range of 
a campaign. Likewise, the temptation to let lower-level 
characters claim rare or very rare weapons can be too 
much to resist sometimes—and suddenly the game’s en-
counter math is thrown out of whack.

	The following optional rules (which work with the 
Arms of Accord or with any magic weapons) create a 
framework for letting any magic weapon ascend in us-
ability, advancing from a lower state to the height of its 
power. These rules are just an extension of the general set-
up of magic item benefits and properties, and are perfect 
for a GM who wants to tinker with the power creep that 
comes from too much magic—or who wants to intention-
ally bring a nominally overpowered weapon into the cam-
paign for narrative purposes without that item potentially 
disrupting the game. 

Lower Potency
For a weapon with multiple distinct properties, the easiest 
option is to have the most powerful of those properties 
turned down or turned off. A very rare dwarven thrower 
has a +3 bonus to attack and damage rolls, so dropping 
that bonus to +1 can effectively make it a rare weapon. 
Then deciding that its extra damage doesn’t function until 
its wielder has gained more experience can decrease its 
power even further, making it easy to place a dwarven 
thrower into a lower-level campaign and letting its full 
power build up over time.

	This approach also works for adjusting saving throws 
tied to a magic weapon’s attacks or properties. As a gener-
al rule, saving throws of common and uncommon magic 
items should be DC 13, rare items should be DC 15, and 
very rare or legendary items should be DC 17.

Adding Recharge
If a weapon has an always-on property (including the 
much-sought-after bonus to attack and damage rolls) con-
sider limiting that property by requiring it to recharge, 

Spells of Accord
Connected 

Wielders
Spells Available

2 lesser restoration, magic circle

3 divination

4 commune

5 guards and wards

becoming usable again at the next dawn, at the end of an 
attuned user’s next long rest or short rest, and so forth. A 
scimitar of speed can become appropriate for a low-level 
character by turning the ability to make an extra attack 
into a property usable only once per short or long rest. Or 
the weapon could have charges that fuel a limited number 
of extra attacks per day, adding narrative flavor by forc-
ing a character to think about how best to use that magic. 
A weapon that runs out of charges could even risk losing 
its magic properties, like a staff or wand!

	Likewise, a bonus to attack and damage rolls for a mag-
ic weapon more powerful than its wielder’s level could be-
come a limited bonus usable just once per day. Or to give 
the bonus more heft—and to prevent a player from feeling 
unimpressed if it fails to deliver a hit once too often—
the bonus can activate and stay in effect until an attack 
with the weapon hits. For groups that like to experiment 
with mechanics, this approach also lends itself to playing 
around with the math behind a bonus to make using a 
weapon feel more dynamic, swapping a +2 bonus for roll-
ing a d4 to be added to the attack roll, or trading a +3 for 
a d6.

Longer Recharge
If a magic item property recharges on a daily basis, extend 
that recharge over a longer period. Look to magic items 
such as the figurines of wondrous power or the horn of 
Valhalla as examples, and have the special properties of 
a sword of sharpness only function every 7 days in the 
hands of a low-level character—or every 28 days, or even 
once per level. A weapon’s signature ability can become 
even more iconic if its wielder must carefully weigh its 
power before using it—and serves as a promise of what 
it’ll feel like to unlock the weapon’s full power over time.

All About Story
Scaling back a magic weapon’s properties and al-
lowing the weapon to slowly advance as a character 
rises in level can also fuel all kinds of narrative de-
velopment. Determining what happened to a weap-
on to limit its power in the first place might become 
a mystery the characters investigate alongside the 
main plot threads of a campaign. The party might 
need to take on side quests in search of lost lore, 
rare reagents, or reclusive weaponsmiths to actively 
restore a weapon’s full might. Or, to further empha-
size story, consider having the weapon’s abilities 
unlock not just when the wielder reaches a certain 
level, but specifically in response to a climactic bat-
tle, emotional story beat, or act of heroism.
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Level Considerations
Some magic items might have hidden level consid-
erations that can be easy to overlook. For exam-
ple, a rare or rarer magic weapon can easily have 
a property that imposes a long-term effect that 
can only be dealt with using dispel magic, greater  
restoration, remove curse, and similar magic, since 
characters of a level appropriate for such an item 
should have access to those spells. The rod of rul-
ership is one example, imposing the charmed con-
dition for a long period on an effectively unlimited 
number of creatures—and potentially tipping the 
balance of a campaign where characters and NPCs 
can’t shut down that condition with dispel magic, 
greater restoration, and similar effects.  So when 
creating a usable-less-often, lower-DC version of 
such an item, consider also making conditions and 
effects time-limited, reducing the number of possi-
ble targets, or allowing conditions to be ended with 
a successful Intelligence (Arcana) check.

Example: Damalean’s Rise
As a specific example of how the ascendant weapons 
framework might be used to bring the Arms of Accord into 
a lower-tier campaign, consider Damalean, the Storm’s 
Light. As an uncommon magic item, the bow might start 
out only with the ability to deal an extra 1d6 lightning 
damage, with that ability recharging after a long rest. As 
the character levels up, the other two options could come 
into play, even as the recharge is reduced to once per short 
rest, then eliminated altogether.

	Likewise, instead of casting control weather, a 2nd- or 
3rd-level character might be able to cast gust of wind us-
ing the bow, whether with a comic feel or a serious sense 
of tapping into some small part of a much greater power. 
That spell might even upgrade to control winds at 7th or 
8th level before becoming control weather. Or the first 
castings of control weather might only recharge after 28 
days have passed—letting a character fully tap into the 
world-shaping power of this ancient relic with little risk 
of breaking the game.
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DEFEND YER 
GOBBO CAVE! 

A one-shot adventure for gobbos

by Anthony Joyce

If you need a casual one-shot adventure, Defend Yer 
Gobbo Cave! is for you! In this explosive and zany 
adventure, the players play as gobbos, a unique type 
of goblin, and build a magic cave together using five 

modular rooms, each with traps to fend off invaders. Then 
enemy adventurers invade, seeking a magic emerald called 
a heart. If they steal the heart from the cave, the dungeon 
collapses and the gobbos lose. If the gobbos successfully 
defend their cave, they win!

	Fit for any setting, the flavorful cast of gobbos and the 
cave they protect can also serve as NPCs and a dungeon 
in a larger campaign.

Gobbos Never Say Die!
Anyone learning a new game or trying to have a 
fun, casual one-shot session might find it frustrating 
to experience character death. Defend Yer Gobbo 
Cave! is specifically designed to avoid this frustra-
tion. When a gobbo is reduced to 0 hit points or 
otherwise dies, they instantly respawn anywhere 
within their cave, so you and your players don’t 
need to worry about the burden of death. Unless 
the heart is stolen from the cave…then everyone 
might die. Yikes!

	“Playing Defend Yer Gobbo Cave!” explains the rules 
for you and your players. When you play the game, you 
can give them the ruleset, which we have provided as a 
linked handout at the end of this issue of ARCADIA.

Attacking the Cave
After the players complete step 3 (see “Playing Defend 
Yer Gobbo Cave!”), enemies attack their cave in two en-
counters. You can add more encounters with creatures 
of higher challenge ratings if you want to play longer or 
the players want a more difficult challenge. The goal is to 
have fun, not to be adversarial—but these creatures really 
do want to steal the gobbos’ heart!

Enemies can enter the cave from any entrance the GM 
chooses. A group of creatures might enter from multiple 
entrances at once!

Encounter 1: Olga’s Swarm
Olga, an awakened saber-toothed tiger, leads her family 
of beasts to the gobbo cave to conquer it and establish a 
new home. Olga has an Intelligence score of 10 (+0) and 
can speak and understand Goblin. This encounter intro-
duces new creatures at the start of each round of combat:

•	 	Round 1. One giant badger per gobbo
•	Round 2. Three stirges per gobbo
•	Round 3. Olga the saber-toothed tiger

Each creature wears an ushanka-hat and a monocle. 
Once Olga’s family is defeated, proceed to the intermis-
sion.
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So You Like Roleplay, Aye?
If the combat encounters get sluggish for your 
group, inject some roleplay into the fights to spice 
things up. As a standard, call for DC 13 Charisma 
(Intimidation or Persuasion) checks when the char-
acters interact with another creature that isn’t Olga 
and Arden, and call for DC 15 Charisma (Intimi-
dation or Persuasion) checks when gobbos interact 
with Olga and Arden. Here are some options to add 
roleplay elements to these encounters:

Coup. Creatures from either Olga’s family or 
Arden’s army ask the gobbos to help kill their lead-
er and free them. Choose a few creatures to help 
the gobbos. 

Monster Union. The enemy creatures take a 
mandatory 10-minute union break. They chat 
about working conditions under their leader. May-
be the gobbos convince them to go on strike, who 
knows?

Unexpected Alliance. New settlements are being 
built in the area, encroaching on what little terri-
tory everyone has. The gobbos can convince Olga 
and Arden to unite and drive away the people in 
the nearby towns. Together they’ll be unstoppable!

Intermission:  
Granny Nookins

“Be a good little gobbo and help your Granny 
Nookins massage these bunions. Good gracious, 

they’re on fire today!” —Granny Nookins 
 

An elderly female goblin named Granny Nookins ap-
proaches the cave seeking rest and respite. With her tat-
tered cloak, walking stick, and grandmotherly demeanor, 
she brings the gobbos together over her warm stew and 
asks to hear their best jokes. Each gobbo can tell one joke. 
After the jokes are told, the gobbos can each vote to pick 
the best one. A gobbo can’t vote for themself. In case of a 
tie, Granny Nookins votes as a tiebreaker. Granny Nook-
ins gives the gobbo whose joke has the most votes a helm 
of teleportation, and the winner earns the “Granny Nook-
ins Jokester” award (see “Gobbo Achievements”).
Granny Nookins warns the gobbos that a powerful necro-
mancer desires their heart and is coming to claim it! Some 

of these Undead creatures can walk through walls, so the 
gobbos must be careful. Before leaving, Granny Nookins 
casts a spell on the gobbos and the entire cave to help 
them fight. Her spell turns each of the gobbo’s attacks (as 
well as any bludgeoning, piercing, and slashing damage 
dealt by the cave traps) into a magical attack for the pur-
pose of overcoming damage immunities and resistances 
for the duration of this adventure. Granny Nookins wish-
es the gobbos well, then vanishes in a puff of red smoke.

Encounter 2:  
Arden’s Dead
Arden the Corruptor is a blue dragon obsessed with nec-
romancy. His massive undying army marches toward the 
gobbo caves, intent on killing the gobbos and stealing their 
heart so Arden can use it to create more powerful Undead 
kobolds. Each Undead kobold that Arden sends forth is 
Small except for Arden and the giant kobold zombie, who 
are both Large. (Each creature’s new size does not change 
their other game statistics.) This encounter introduces 
new creatures at the start of each round of combat:

•	Round 1. One kobold zombie and one kobold skeleton 
per gobbo

•	Round 2. One giant kobold zombie (use the ogre zom-
bie statistics) per two gobbos

•	Round 3. One kobold wraith per gobbo
•	Round 4. Arden the Corruptor (use the adult blue drag-

on statistics) 

Once Arden’s army is defeated, the game ends.

GM Tip — Creature Tactics
The creatures in these encounters have movement 
speeds (such as burrowing or flying) and traits 
(such as Incorporeal Movement) that help them 
move around. Use these tactically to challenge the 
gobbos and avoid bottlenecks in combat. These 
creatures can burrow through the ground, fly over 
the gobbos’ heads, and pass through walls and oth-
er creatures. Reminder, creatures with Incorporeal 
Movement can’t take the heart through walls, since 
the heart is not incorporeal.

Wraiths. Wraiths can use Create Specter to form 
a specter ally from the corpses of dead gobbos, even 
if those gobbos respawn elsewhere.  
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Playing Defend Yer Gobbo Cave!
Why do they lie about us, calling us cruel, wicked, and bad-hearted?  

If we make no beautiful things, why do they seek out our hearts? 
—Questions every gobbo ponders

This section provides step-by-step instructions for both the GM and the players on how to play and win Defend 
Yer Gobbo Cave!

Game Objectives at a Glance. Select your gobbo, build your gobbo cave, defend your gobbo cave, and have fun! 
Players win by defeating the invaders, and lose if the heart is taken out of the cave.

A Moment for Gobbos to Shine
If your players enjoy roleplaying, ask each player 
to introduce their gobbo accompanied by a theme 
song and a catchphrase, just like a wrestling match! 
The players vote on which gobbo has the best  
entrance (a player can’t vote for their gobbo), and 
the winner earns the “Gobbo Diva” award (see 
“Gobbo Achievements”).

Step 1. The Gobbo  
Becomes You

So you think you have what it takes to be a gobbo, do 
you? Good. First, select the gobbo you wish to play from 
appendix A, then name your gobbo and introduce them 
to your fellow gobbos.

	Next, you and your fellow gobbos collaborate to es-
tablish the name of your new gobbo clan. Once you have 
your gobbos and clan name, inform your GM and pro-
ceed to step 2. 
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Step 2. Building 
your Gobbo Cave

After you select and name your gobbo and clan, it’s time 
to build your gobbo cave! Building your gobbo cave is a 
team effort. The five gobbo rooms each feature a trap to 
defend your cave, so read the traps’ triggers and effects 
closely! Each room in a gobbo cave is a 35-foot square 
with a 10-foot-high ceiling. The five gobbo cave rooms, 
their traps, and their respective musical vibes are detailed 
under “Cave Rooms.”

	After reading about each room, your gobbo clan picks 
one of the cave configurations and places each of five 
rooms however they want within the configuration they 
chose. Each room is available as a map tile, which you can 
find linked at the end of this issue. Feel free to come up 
with your own configurations to use, too!

Heart of the Cave Room
While building your gobbo cave, pay special atten-
tion to the placement of your Heart of the Cave 
room. This room houses the heart, a special ves-
sel that contains the souls of gobbos that died and 
willingly chose to inhabit the heart and watch over 
their gobbo clan from the afterlife. These gobbo 
souls interact with the living gobbos of their clan 
through emotional cues and natural connections 
unexplained by arcane studies.

Step 3 . Defend Yer 
Gobbo Cave!

Once you finish building your gobbo cave, place your 
gobbos anywhere in it. Inform your GM that you are 
ready to defend yer gobbo cave and begin! Keep track of 
the number of creatures your gobbo kills.

Gobbo Death
If the heart is in the cave and a gobbo is reduced to 0 
hit points, the gobbo dies without making death saving 
throws. Upon a gobbo’s death, the heart emits a radiant 
green light and projects a magical aura throughout the 
cave. This magical aura creates a clone of the dead gobbo. 
The gobbo clone instantly grows and is born out of a rot-
ten cabbage on the cave floor.

	The rotten cabbage’s location in the gobbo cave is se-
lected by the gobbo’s player. The gobbo bursts out of the 
cabbage at the beginning of their next turn (and the cab-
bage and gobbo inside can’t be harmed until the gobbo 
emerges). The clone gobbo is born with all of their hit 
points restored and any equipment the previous gobbo 
had. However, the gobbo doesn’t regain other resources.

	Sometimes killing another gobbo is a smart thing to do, 
especially if you need to get them somewhere far away 
quickly. Embrace the chaos!

Calculating Kills
At the end of the session, you earn achievements, 
some of which tally how many enemy and friend-
ly creatures you and the traps you activate kill. To 
earn a kill, your gobbo must reduce a creature to 0 
hit points or activate a trap that reduces a creature 
to 0 hit points.

Cave Rooms
Use the following rooms to build your gobbo cave.

Bicky’s World
Throughout this room, sweet birds chirp and butterflies 
fly pleasantly around a miniature castle that is 15 feet 
wide, 10 feet long, and 10 feet high. The castle is made 
of random trinkets, treasures, and weapons taken off the 
bodies of adventurers foolish enough to enter a gobbo 
cave. A large sign in front of the castle reads, “Welcome 
to Bicky’s World.” 

	Lil’boop gobbos (see appendix A) use this room to play 
with ten odd-looking toddler-size furry bugbears called 
buggybears that giggle as they bop about. 

	Buggybears. If a buggybear is destroyed, it is of no con-
sequence, as a new one miraculously appears from the 
miniature castle to take its place. 

	Illumination. Bright light fills this room.

Trap: It’s a Small Gobbo World
Lil’boops care for the buggybears…but there is more to 
them than meets the eye. Beware! 

	Trigger. To trigger this trap, a gobbo can touch the cas-
tle to become the costumed character “Bicky,” a famous 
imaginative figure in gobbo culture. The Bicky costume 
includes red shorts, a pair of white gloves, and a giant rat 
mask that smells of sweat and cheese. Only one gobbo at 
a time can wear the Bicky costume.

	Once in costume, the gobbo can use an action or bonus 
action to make a DC 15 Charisma (Deception or Persua-
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Bicky’s World

sion) check to ask one creature within 10 feet of them, 
“Have you been a good little gobbo?” On a success, this 
trap is triggered and its effect is applied to the target. On 
a failed check, this trap’s effect is applied to the gobbo in 
the costume. Lil’boops have advantage when making the 
check to trigger this trap. This trap can only be triggered 
four times every minute.

	Effect. Cue lil’boop musical vibes. The buggybears be-
gin to cheerfully sing a song while sharp retractable teeth 
sprout from their mouths. The buggybears frantically 
rush toward the target, and the targeted creature must 

succeed on a DC 14 Dexterity saving throw or take 75 
(30d4) slashing damage as the buggybears attempt to de-
vour it with their razor-sharp teeth. If a creature drops to 
0 hit points from this damage, the buggybears drag the 
creature’s body into the gobbo castle and kill it. Moments 
later, the buggybears reappear from the goblin castle with 
a new buggybear that resembles the slain creature, who 
then joins in singing the cheerful song. Trust me, you 
don’t want to ask questions.

	Countermeasure. Destroying the castle destroys this 
trap. The castle has AC 18, 60 hit points, and immunity 
to poison and psychic damage.

https://open.spotify.com/playlist/37i9dQZF1DX8C9xQcOrE6T?si=f608209f5f1f4996&nd=1
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Emo Temple
Emoblins use this room to carry out dark rituals, wor-
ship fallen goblin Celestials, and feel the weight of the 
universe’s emotions upon them. They keep cursed weap-
ons, demonic musical instruments, occult books, and a 
desecrated angelic altar in this room.

	Illumination. Dim light fills this room.

Trap: Altar of the Emo Celestials
Fallen angels created the desecrated altar in the middle of 
the emo temple many millennia ago. The gobbos mastered 
a ritual to summon the powerful Celestials using this altar. 
Beware—a sacrifice is needed to summon the Celestials.

	Trigger. A gobbo must stand on the altar and use a bo-
nus action to trigger this trap. Summoning a fallen angel 
requires a sacrifice. The gobbo that triggers this trap must 
select another friendly gobbo anywhere in the cave as a 
sacrifice. Once a sacrificial gobbo is selected, a beam of 
radiant energy comes down from the celestial realms, in-
stantly killing the friendly gobbo. This trap can only be 
triggered three times every minute.

	Effect. Cue emoblin musical vibes. The gobbo that 
triggered the trap targets one other creature in the room 
they can see and shouts an edgy phrase at it. A deva in 
the form of a goblin with long black hair, black leather 
clothes, and heavy eyeliner appears in a space next to the 

Emo Temple

https://open.spotify.com/playlist/37i9dQZF1DX9wa6XirBPv8?si=dda6fd157b8e4565&nd=1
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targeted creature and attacks it for 5 combat rounds or 
until the creature dies, at which point the deva returns to 
the plane of angst and sorrow. The deva only attacks its 
target, using its Multiattack action unless the GM deems 
otherwise. It casts no spells and doesn’t interact with any 
other creatures.

	Countermeasure. Killing the deva destroys this trap. 

Heart of the Cave
The Heart of the Cave is the most important room of a 
gobbo cave. It is where the goblins eat, sleep, and watch 
over their heart. Each goblin has their own bed and a 
small chest that contains their belongings at the foot of 

their bed. The heart floats at the room’s center. A creature 
can freely grab the heart in the same way it can interact 
with objects in tandem with its movement and action. 

	Illumination. Dim light fills the room.

Trap: Heart Broken
Removing the heart from this room or destroying it spells 
disaster!

	Heart Stats. The heart has AC 18, 115 hit points, and 
immunity to poison and psychic damage.

	Trigger. If the heart is removed from this room, the trap 
is triggered. 

	Effect. Cue stolen heart musical vibes. When the heart 
leaves this room, the entire goblin cave quakes. 

Heart of the Cave

https://open.spotify.com/playlist/37i9dQZF1DXbj9Ksq4BAdj?si=f3b3a25884e64eeb
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Gobbo Beach

	Each round on initiative count 20 (losing initiative ties), 
large boulders crash down from the ceiling throughout 
the cave. All creatures in the cave must succeed on a DC 
12 Dexterity saving throw or take 17 (5d6) bludgeoning 
damage and be knocked prone.

	If the heart is destroyed or removed from the cave, the 
entire cave collapses on itself. Every creature inside the 
goblin cave dies as boulders crash down on them. 

	If the heart is destroyed or removed from the cave, gob-
bos aren’t brought back to life after they die.

	Countermeasure. This trap’s effect ends if the heart is 
brought back into the room.

Gobbo Beach
Flameblins use this room to bask in the warmth of the sun, 
relaxing on the sand of their homemade tropical beaches. 
These rooms naturally maintain a tropical climate and the 
ceilings look like bright blue skies, which a sentient minia-
ture sun named Rico flies around constantly. White sand 
surrounds a 10-foot-deep pool of ocean water that occu-
pies the middle of the room. Small waves emanate from 
the center of the pool due to the gravitational pull of the 
miniature sun orbiting above.

	Illumination. Bright light fills this room.
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Golden Gym

Trap: Gobbo Beach Dance-Off
The sentient miniature sun, Rico, loves to watch creatures 
dance. But it hates creatures who insult the art by dancing 
terribly!

	Trigger. A gobbo must be standing in this room and use 
a bonus action to trigger this trap. This trap can only be 
triggered three times every minute.

	Effect. Cue flameblin musical vibes. Rico uses its sun-
beams to engulf creatures in the room in brilliant light 
and shouts “Vamos a bailar!” to initiate the Gobbo Beach 
dance-off! 

	To begin the Gobbo Beach dance-off, a creature makes 
an ability check using any ability that captures its dance 

skills and adds its proficiency bonus if it is proficient 
in the Performance skill. For example, a chonka gobbo 
might make a Strength (Performance) check as it shows 
off by flexing its muscles while dancing. Two creatures 
can choose to partner with each other if they are within 
5 feet of each other, in which case the creature with the 
highest modifier makes the ability check with advantage, 
a reflection of the beauty of two creatures dancing salsa 
together. The creature or coupled creatures with the high-
est check made during the dance-off wins and Rico releas-
es them from its sunbeam. If only one creature or only one 
couple dances, Rico becomes upset and does not release 
them from its sunbeam. All creatures engulfed in Rico’s 

https://open.spotify.com/playlist/37i9dQZF1DWZJIhAWlsiOv?si=5f42119c05b448dd&nd=1
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sunbeams take 28 (8d6) radiant damage as punishment 
for their pathetic dance failures. 

	GMs are encouraged to grant inspiration to characters 
who passionately dance during the dance-off and really 
show off their personal style.

	Countermeasure. Destroying Rico destroys this trap. 
Rico has AC 10, 40 hit points, and immunity to fire and 
radiant damage.

Golden Gym
Chonkas use this room to grow a healthy variety of or-
ganic shrubs and continuously work out until they ascend 
and achieve the pinnacle of chonka physique as beefcakes.

	The workout equipment is possessed by a spirit called 
“Olympia,” who helps operate the workout equipment in 
this room. Additionally, a large 15-foot-tall bronze statue 
of Olympia in his former human form as a huge, hulk-
ing brute dominates the room near the full-service protein 
shake bar, where Olympia makes awesome shakes like the 
fruitinator!

	Illumination. Bright light fills this room.

Trap: Get Swole or Get Wrecked
Bladed weights and dumbbells made from jagged dragon 
bones are sprawled throughout the entire room awaiting 
those who dare work out here. 

	Trigger. A gobbo must be standing in this room and use 
a bonus action to trigger this trap. This trap can only be 
triggered three times every minute.

	Effect. Cue chonka musical vibes. The spirit of Olym-
pia possesses the statue, which begins to move. All crea-
tures in the room must make a DC 14 Strength (Athletics) 
check as workout equipment comes to life around them. 
On a successful check, Olympia compliments the crea-
ture’s workout technique. On a failed check, the creature 
is grappled (escape DC 14) by Olympia and the workout 
equipment. Until this grapple ends, the creature takes 27 
(6d8) bludgeoning damage at the start of its turn and is 
restrained.

	Countermeasure. Destroying Olympia’s statue destroys 
this trap. The statue has AC 15, 50 hit points, and immu-
nity to poison and psychic damage. 

Gobbo Rewards
At the end of your session, use the hashtag #ArcadiaGob-
bo on social media to share your favorite moments with 
us and tell us about your achievements.

Gobbo Achievements
Your gobbos earn achievements based on their actions 
during play. Some of these achievements are objective and 
have specific criteria to earn them, while others are fun 
and subjectively awarded as your table sees fit. Ultimate-
ly, the GM determines which gobbos win which achieve-
ments.

•	Order of the Arcadia Gobbo. All gobbos earn this if they 
successfully defend their gobbo cave.

•	Gobbo Diva. Voted the gobbo with the best introduc-
tion.

•	Granny Nookins Jokester. Voted the gobbo with the best 
joke for Granny Nookins. I bet everyone here wishes you 
went into stand-up comedy. #Nosarcasmhere 

•	Gobbonator. This gobbo killed the most friendly gobbos. 
•	Gobvenger. This gobbo killed the most enemy creatures.
•	Gobbo of Death. This gobbo killed the most creatures 

(friendly and enemy). 
•	Trigger Happy. This gobbo triggered the most traps.
•	Heart Defender. Voted the gobbo that contributed the 

most to the defense of their gobbo cave. 
•	Epic Death. Voted the gobbo that had the most epic 

death. 
•	 I Am Invincible! This gobbo died the most. We’re not 

sure if this means they played well or poorly…you de-
cide!

Gobbo Challenge
Now that you’ve played Defend Yer Gobbo Cave!, we 
have a gobbo challenge for you: create and share your 
own unique gobbo types, gobbo cave rooms, gobbo cave 
configurations, and gobbo traps with the ARCADIA 
community! Be sure to use #ArcadiaGobbo to share your 
creations on social media. We can’t wait to see what you 
dream up!

https://open.spotify.com/playlist/37i9dQZF1DWZY6U3N4Hq7n?si=f3fc4153fb844566&nd=1
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Cave Configurations
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Chonka
Chonkas are tanky beefcake gobbos that get swole working out in gold-
en gyms and use their massive, hulking arms as weapons. Chonkas 
love pain—each time they take damage, their muscles enlarge and they  
become jacked, empowering their next attack to decimate even the 
strongest creatures! If you run into a chonka, they will tell you every detail 
about their daily workouts and strange dieting habits. 

Unfortunately, chonkas despise leg day; their upper bodies are 
huge, but their legs are so small that they move slower than 
other gobbos. They look really odd when they walk, trust me.

Chonka
Small Humanoid (Goblinoid), Any Alignment

Armor Class 15 (natural armor, shield)
Hit Points 58 (9d6 + 27)
Speed 25 ft.

STR DEX CON INT WIS CHA
14 (+2) 10 (+0) 16 (+3) 10 (+0) 8 (-1) 8 (-1)

Skills Athletics +4, Intimidation +1
Senses darkvision 60 ft., passive Perception 9
Languages  Common, Goblin
Proficiency Bonus +2

No Pain, No Gain. Whenever the chonka takes damage, 
their muscles swell with beefy might. When the chonka 
hits with a weapon attack, they deal an extra 1d6 damage 
for each instance of damage they have taken since their 
last weapon attack, up to a maximum of 10d6. This fea-
ture persists even if the chonka has died.

Actions

Multiattack. The chonka makes two melee attacks.
Jacked Arms. Melee Weapon Attack: +4 to hit, reach 5 ft., 
one target. Hit: 5 (1d6 + 2) bludgeoning damage, and the  

 
target is grappled (escape DC 

12). The chonka has two arms, 
each of which can grapple one target.

Goblin Protein Bar. Ranged Weapon Attack: +4 to hit, 
range 30/120 ft., one target. Hit: 4 (1d4 + 2) bludgeoning 
damage.

Bonus Actions

Chonka Ward (2/Day). The chonka chooses a point any-
where in the gobbo cave. A pile of dilapidated workout 
equipment erupts in a 10-foot cube centered on that point. 
Each creature in that area must make a DC 14 Dexterity 
saving throw. On a failed save, a creature takes 13 (3d8) 
bludgeoning damage and is restrained by the workout 
equipment. On a successful save, a creature takes half as 
much damage and isn’t restrained. A creature restrained 
by the workout equipment can use its action to make a 
DC 14 Strength or Dexterity check (its choice), ending the 
effect on itself on a success.

Additionally, the chonka suffers 10 psychic damage due 
to the guilt of not working out.

Appendix A.  
Gobbos and Gobbo Statistics

This section contains four types of gobbos to play, each with unique characteristics and stat 
blocks. Groups with more than four players can double up on gobbo types.

	Gobbo Wards. A gobbo is part of a gobbo clan if they are in a gobbo cave 
that contains a heart. Gobbos in a gobbo clan each have their own unique 
gobbo ward feature.

Gobbo Score Tracker
Use this area to keep track of the scoring elements of the game!

Total Enemy Creature Kills:

Total Friendly Gobbo Kills:

Total Deaths:

Total Trap Activations:
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Emoblin
Emoblins are full of emotion and angst. They love wearing intimidating black plate  
armor and wielding the largest. scariest weapons to scare off strangers. But really, 
deep down, all they want to do is hug someone. 

Emoblins lurk in emo temples, sharpening their edginess in the dark-
ness of solitude. It is rumored that emoblins can summon powerful 
Celestials…but that can’t be true, can it? Nah!

Emoblin
Small Humanoid (Goblinoid), Any Alignment

Armor Class 20 (plate armor, shield)
Hit Points 13 (3d6 + 3)
Speed 30 ft.

STR DEX CON INT WIS CHA
15 (+2) 8 (-1) 12 (+1) 10 (+0) 16 (+3) 10 (+0)

Skills Arcana +2, Intimidation +2, Medicine +5, 
Religion +4

Senses darkvision 60 ft., passive Perception 13
Languages  Common, Goblin
Proficiency Bonus +2

Actions

Abbadon the Annihilator (+3 Warhammer). Melee Weap-
on Attack: +7 to hit, reach 5 ft., one target. Hit: 9 
(1d8 + 5) bludgeoning damage, or 10 (1d10 + 5) blud-
geoning damage when used with two hands. If the target 
is Humanoid or Undead, it must succeed on a DC 13 Con-
stitution saving throw or take 5 (1d10) radiant damage 
and gain 1 level of exhaustion. Additionally, whenever a 
creature fails the save, Abbadon the Annihilator chants 
occult verses in Celestial, and the emoblin loses 1 hit point 
as part of its soul is consumed by the weapon.

Inflict Emotional Wounds (3/Day). Melee Spell Attack: 
+5 to hit, reach 5 ft., one target. Hit: 16 (3d10) psychic 
damage.

Bring Me to Life (3/Day). Ranged Spell Attack: +5 to hit, 
range 120 ft., one target. Hit: 14 (4d6) radiant damage, 
and the next attack roll made against this target before the 
end of the emoblin’s next turn has advantage.

Spellcasting. The emoblin casts one of the following 
spells, requiring no material components and using  

Wisdom as the  
spellcasting abil-
ity (spell save 
DC 13):

At will: 
guidance, 
resistance
3/day: bane,  
blindness/ 
deafness
1/day: animate dead, 
spirit guardians

Bonus Actions

Edgy Smite (3/Day). The emoblin imbues their weapon 
with the power of their angst. The next time they hit a 
creature with a weapon attack, the attack deals an extra 7 
(2d6) radiant damage to the target, which becomes visible 
if it is invisible, and the target sheds dim light in a 5-foot 
radius and can’t become invisible for 1 minute.

Emoblin Ward (2/Day). The emoblin chooses a point 
anywhere in the gobbo cave. The image of an unholy emo 
angel appears in a 10-foot cube centered on that point. 
Each creature in that area must make a DC 14 Wisdom 
saving throw. On a failed save, a creature takes 13 (3d8) 
radiant damage and must spend its next turn trying to 
move as far away from the image as it can, and it can’t 
willingly move to a space within 15 feet of the image. It 
also can’t take reactions. The creature can only use an ac-
tion to take the Dash action or try to escape from an effect 
that prevents it from moving. If there’s nowhere to move, 
the creature can use the Dodge action. On a successful 
save, a creature takes half as much damage and suffers no 
other effects.

Gobbo Score Tracker
Use this area to keep track of the scoring elements of the game!

Total Enemy Creature Kills:

Total Friendly Gobbo Kills:

Total Deaths:

Total Trap Activations:
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Lil’boop
Lil’boops are the cutest, sweetest little gobbos you’ll ever meet. They make human  
babies look like monstrosities by comparison. You can find lil’boops sneaking around 
the shadows or dancing in Bicky’s World with strange buggybears. If you’re wise, you’ll 
stay away from that place. It gives me the cold sweats just thinking about it, yeesh! 

Lil’boop
Small Humanoid (Goblinoid), Any Alignment

Armor Class  14 (natural armor)
Hit Points  17 (5d6)
Speed 30 ft.

STR DEX CON INT WIS CHA
8 (-1) 16 (+3) 10 (+0) 10 (+0) 14 (+2) 18 (+4)

Skills Deception +6, Perception +4, Persuasion +6, 
Sleight of Hand +5, Stealth +5

Senses darkvision 60 ft., passive Perception 14
Languages  Common, Goblin
Proficiency Bonus +2

Sneak Attack (1/Turn). The lil’boop deals an extra 7 
(2d6) damage when they hit a target with a weapon at-
tack and has advantage on the attack roll, or when the 
target is within 5 feet of an ally of the lil’boop that isn’t 
incapacitated and the lil’boop doesn’t have disadvantage 
on the attack roll.

Actions

Multiattack. The 
lil’boop makes 
two Retractable 
Claw attacks. 

Retractable Claws. Melee Weapon Attack: +5 to hit, 
reach 5 ft., one target. Hit: 6 (1d6 + 3) slashing damage.

Cutiebeans Dance (3/Day). The lil’boop begins to dance 
like a little cutiebean. Each creature within 30 feet of the 
lil’boop that can see it must succeed on a DC 14 Wisdom 
saving throw or take 5 (1d10) psychic damage and fall 
prone in awe of the dance until the end of the lil’boop’s 
next turn. Goblinoids are immune to this effect.

Bonus Actions

Lil’boop Ward (2/Day). The lil’boop chooses a point any-
where in the gobbo cave. Maniacal childish giggles and 
evil laughter emanate from the point. All creatures within 
5 feet of the point must succeed on a DC 14 Wisdom sav-
ing throw or become paralyzed by fear until the end of the 
lil’boop’s next turn.

Lil’boop Ward Master (2/Day). The lil’boop can use the 
ward feature of any type of gobbo.

Gobbo Score Tracker
Use this area to keep track of the scoring elements of the game!

Total Enemy Creature Kills:

Total Friendly Gobbo Kills:

Total Deaths:

Total Trap Activations:
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Flameblin
Flameblins are spicy little creatures! It’s rumored that they are children 
of the sun, given their affinity to fire and explosive tendencies. Flamebins 
hang out in Gobbo Beach, dancing the nights away to fierce passionate 
music. 

Someone once told me there is a sun hanging out in Gobbo Beach...a sun 
in a room? Are you kidding me? Get outta here with that nonsense!

Flameblin
Small Humanoid (Goblinoid), Any Alignment

Armor Class  12 (natural armor)
Hit Points  22 (4d6 + 8)
Speed 30 ft., swim 30 ft.

STR DEX CON INT WIS CHA
8 (-1) 12 (+1) 14 (+2) 12 (+1) 12 (+1) 16 (+3)

Skills Arcana +3, Medicine +3, Performance +5,  
Persuasion +5

Damage Resistances fire
Senses darkvision 60 ft., passive Perception 11
Languages  Common, Goblin
Proficiency Bonus +2

Sorcery Points. The flameblin has 3 sorcery points. They 
regain all their spent sorcery points when they finish a 
long rest. They can spend sorcery points on the following 
options:

Feel the Burn: When the flameblin deals fire damage to 
a target, they can spend 1 sorcery point to deal an addi-
tional 1d8 of fire damage to that target. 

Glimpse of the Sun: The flameblin can spend 1 sorcery 
point as a bonus action to create a magnificent light 
source that blasts forth from their body. The flameblin 
chooses three creatures they can see within 20 feet of 
the flameblin. The targets must succeed on a DC 13 
Dexterity saving throw or be blinded until the end of 
the flameblin’s next turn.

Actions

Sun Blade. Melee Spell Attack: +5 to hit, reach 5 ft., one 
target. Hit: 10 (3d6) fire damage.

Fire Bolt. Ranged Spell Attack: +5 to hit, range 120 ft., 
one target. Hit: 5 (1d10) fire damage. A flammable object 
hit by this attack ignites if it isn’t being worn or carried.

Rico’s 
Rays (3/Day). 
Ranged Spell Attack: 
+5 to hit, range 120 ft., three targets. Hit: 7 (2d6) fire 
damage.

Commit Arson (2/Day). The flameblin creates a magical 
explosion of fire centered on a point they can see within 
120 feet of the flameblin. Each creature in a 20-foot-ra-
dius sphere centered on that point must make a DC 13 
Dexterity saving throw, taking 35 (10d6) fire damage on 
a failed save, or half as much damage on a successful one.

Spellcasting. The flameblin casts one of the following 
spells, requiring no material components and using Cha-
risma as the spellcasting ability (spell save DC 13):

At will: dancing lights, light, minor illusion, prestidig-
itation

Bonus Actions

Flameblin Ward (2/Day). The flameblin can target all 
friendly gobbos, including themselves, in the gobbo cave 
and imbue them with the power of the sun. The power of 
the sun is overwhelming for other gobbos, causing each 
gobbo except the flameblin to take 27 (6d8) fire damage. 
Each creature within 10 feet of a gobbo must make a DC 
13 Dexterity saving throw, taking 15 (6d4) fire damage on 
a failed save, or half as much damage on a successful one.

Reactions

Big Boom Defense (3/Day). When they are hit by an at-
tack, the flameblin protects themselves with a sudden red 
burst of magical force. Until the end of the flameblin’s 
next turn, they gain a +5 bonus to AC, including against 
the triggering attack.

Gobbo Score Tracker
Use this area to keep track of the scoring elements of the game!

Total Enemy Creature Kills:

Total Friendly Gobbo Kills:

Total Deaths:

Total Trap Activations:
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RESOURCES
Defend your gobbo cave!

https://mcdm.gg/Arcadia202111/GoblinCavePrintablePDF.zip

https://mcdm.gg/Arcadia202111/GoblinCave-VTT-140ppi-Grid.zip

https://mcdm.gg/Arcadia202111/GoblinCave-VTT-140ppi.zip

https://mcdm.gg/Arcadia202111/GoblinCavePrintablePDF.zip
https://mcdm.gg/Arcadia202111/GoblinCave-VTT-140ppi-Grid.zip
https://mcdm.gg/Arcadia202111/GoblinCave-VTT-140ppi.zip
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Celeste Conowitch is a game designer based out 
of Seattle. She is the producer, DM, and editor of the 
actual play podcast Venture Maidens. When not plotting 
behind the screen, you can catch her championing new 
voices as co-founder of the Penwitch Studio podcast 
network. She works as a full-time designer at 2CGaming 
and has freelanced with companies like Wizards of the 
Coast, and Kobold Press. To keep up with Celeste, follow 
her on Twitter @cconowitch.

Scott Fitzgerald Gray (9th-level layabout, 
vindictive good) is a writer of fantasy and speculative 
fiction, a fiction editor, a story editor, and an editor and 
designer of roleplaying games—all of which means he 
finally has the job he really wanted when he was sixteen. 
He shares his life in the Western Canadian hinterland 
with a schoolteacher, two itinerant daughters, and a 
number of animal and spirit companions. More info on 
him and his work (some of it even occasionally truthful) 
can be found by reading between the lines at insaneangel.
com.

Anthony Joyce is a Hispanic, ENnie nominated 
Dungeons & Dragons fifth edition designer, and an active 
duty U.S. Army Strategist. His notable works include 
The Tenacious Bard vs. Orcus, Baldur’s Gate: The Fall 
of Elturel, Elminster’s Candlekeep Companion, The 
Blood Hunter, Darkhold: Secrets of the Zhentarim, The 
Monster of Wonderia, Weekend at Strahd’s, The Little 
Astralnaut, and more. You can find him on Twitter at @
Thrawn589 or at https://anthonydreams.com

https://twitter.com/cconowitch
http://insaneangel.com
http://insaneangel.com
https://twitter.com/Thrawn589
https://twitter.com/Thrawn589
https://anthonydreams.com
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OPEN GAME LICENSE Version 1.0a The following text is the property of Wizards of the Coast, 
LLC. 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, broad-
cast, publicly display, transmit or otherwise distribute; (d)”Open 
Game Content” means the game mechanic and includes the meth-
ods, 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) “Prod-
uct Identity” means product and product line names, logos and 
identifying marks including trade dress; artifacts; creatures char-
acters; stories, storylines, plots, thematic elements, dialogue, inci-
dents, 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 Identi-
fy itself or its products or the associated products contributed to the 
Open Game License by the Contributor (g) “Use”, “Used” or “Us-
ing” 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, nonexclusive License with the exact terms of this Li-
cense to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contrib-
uting original material as Open Game Content, You represent that 
Your Contributions are Your original Creation and/or You have suf-
ficient rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPY-
RIGHT 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 COPY-

RIGHT NOTICE of any original Open Game Content you Dis-
tribute.

7. Use of Product Identity: You agree not to Use any Product Iden-
tity, including as an indication as to compatibility, except as ex-
pressly 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 Agree-
ment 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 Iden-
tity.

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 pub-
lish 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 Li-
cense.

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 governmen-
tal 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 un-
enforceable, 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, LLC.; 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.

ARCADIA Issue 10. Copyright 2021, MCDM Productions, LLC.
Authors: Celeste Conowitch, Scott Fitzgerald Gray, Anthony Joyce, 
Matt Colville, and James Introcaso
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