Reroll a d20 roll you just made,
add your proficiency bonus to the
L), roll (even if you would already do

Force an enemy to reroll a roll
they just made; the enemy must
I"L use the lower of the two rolls.

You have advantage on your next
b Dexterity or Intelligence save.




Use this card when you are
missed by a melee or ranged
ou may immediatly take
an actio to make anattack that
' leUdEb the triggering attacker as f

ma — Recovery

You may spend a Hit Dice or
make a saving throw against one
effect you can save against,
'_ adding your proficiency bonus to
: your roll.

h;'.‘tmw.uhsidia

Use this card if you miss all your
targets with an attack; make a
basic ranged, melee, or spell

| attack. If this attack hits, you may
|| make the same attack a ond

time.

h;'.‘tmw.uhsidia

Use this card when rolling for
initiative; you automatical

You may take an immediate Dash

action for free.

Use this card at the beginning of
an enwumet. you may act during




Use this card when not in
Use at the begm.m.ng of your turn. . combat; the DM must run a
You gam rems!zant‘e [all] until S random combat encounter. You
§ can specify what kind of
encounter you’re looking for.

Drama — Subplot

You happen upon piece of
! mundane equipment, or able to
. manufacture something useful out
4 of the environment or a fallen
creature.

Until your next turn you may take
the Dash action with any of your
action allotment with as many

|| actions as you have remaining

| (Standard Bonus, Reaction).

Boread of rolling a d20, ﬂlg a
coin. On heads




“Drama — ‘Recovery

Use this card when you are
. grabbed, immobilized, restrained

or slowed; you no longer suffer

4 from those conditions.

Drama — Subplot

Drama — Subplot

An enemy or obstacle is dealt with
by some outside force (DM’s
discretion).

Use this card when your character
would die; instead of dying, you
leave the scene in some fashion,
only to return at a dramatic

! moment later (DM’s discretion).

Use this card at the beginning of

. an encounter; you and your allies

- may act during the surprise

W round, and your enemies may
L | not, even if they were aware of

-_- ou beforehand.




Drama — Subplot

Choose a NPC; that NPC
becomes enamored with you for
one reason or another (DM’s

| discretion).

[ Choose two enemies; they now
. consider each other enemies for

Drama — Subpl ot

m—
Use this card whmymx
deliberately jump down from a
|\ height; you take no damage from
= the fall. If your allies immediately
| | follow you, they take no damage,
either.

4

Choose a creature; your target
 falls to an embarrassing but

W harmless situation (DM’s

I

! discretion).

Drama — Subplot

Some manner of help arrives to
assxst your party (DM’s

Use this card when an ally drops
to 0 HP or below; move your
speed towards them. If you end

i thm move adjacent to them, they

! may spend a hit dice.

= Drama — Recovery

Use this card during a long rest;
you will not be disturbed during
your long rest; you and your allies

| gain advantage to all saves until

your next short or long rest.

l
|
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Use this card when making a
Nature, History, Arcana, or

1) Religion check; treat it as if you

| had rolled a natural 20.

1'-,'{‘."Dza'- Adventure

You may make a Stealth check,
even if you have no cover or

\\ concealment.

|/




Automatically succeed on one
- Deception check; targets of the
Deception check realize they have
§ been deceived as soon as you're
out of line of sight.

XpPlOosIoNsS!

i
rama — Attac

Use this card when you hit with a
spell attack; all creatures within 15 ft
| of the target must make a Dexterity )
Save or take 1d10 x Caster Level [
, force and fire damage and are |

| knocked prone. Miss: half damage. |
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- Use this card when an enemy rolls ; Use this card when you hit with
a natural 20; that roll becomes a & an attack; target is stunned until
I"L the end of your next turn.

Choose an NPC you have not
encountered before; from this
point forward, you and the target
A NPC have been lifelong
| acquaintance/old rivals (DM’s
discretion).

ama — Defense

Use this card on your turn. You gain resist i . Until the end of the encounter,

all] and untl your next turn you can move - 1 i el
l[.hrc]:ug-,h space occupied by .n)emies, but may | an}’“me you or your allies are b against that NPC, they prov

" not end your move in one. When vou enter adjacent to another, your enemies = t f s e P

A\ an enemy’s space during this movement, you have disadvantage to attacks y w 1_ L Ao n}d[l‘c’ﬂ ‘31' an 1‘t mn,

| I} may make a melee attack against them B s voneallv o At | G Thc NP(‘_ didn t at..tu‘all_\- h

ing your proficiency bonus if you hit the SR NEL YOU O VO Y - gk ritem in que

ked prone. I8 adjacent to each other.




i
*‘.

‘Attack

Use this card when you hit with Add your Dexterity modifier as an
an attack; target has disadvantage additional bonus to your next
on all attacks until the start of A b attack roll, skill check or ability
¢ ] T
| check.

Nature lends a time
sort (DM’s di i

¥ - I . v te til one of you is dr d to
Add your Wisdom modifier as an | ; C ) . . f)nﬁt;frelr e et ,_.ml;"np,ﬁﬁg %
additional bonus to your next ; 7 A §  attacks that you as a target, and
|, attack roll, skill check or ability ; he ) g W ¥ ake :

¥ s that include

enemy as a target. Neither you
osen enemy may be targeted by
e from one anoth

| check.




Use this card when you fail a

" Deception, Persuasion or

lntimidate check against a single

Choose an ally who has been

reduced to 0 hit points or fewer.

As long as you are conscious and

adjacent to that ally, they cannot
i be harmed further until they

s card when y(m hlt with
tack; push the target a
ber of feet equal to

Your ranged and spell attacks rolls do not provoke
attacks of opportunity, vou cannot be pushed,
pulled or slid and you enemies lose advantage if

. they amack you; however, you must target the

closest enemy to vou at the start of each turn, and

cannot willingly move away from that target. If vou
il cannot target an enemy, you must target the closest

‘ereature, instead. This effect ends if you cannot

“Drama — Movement

Use this card when targeted by an
area attack; you and all your allies

L\ make take a Dash Action as a

Use this card during your first turn in

a combat, before any other action; all

enemms within lme cfsight ofym}ﬁ'e
ally

\ k (o
' agalnztan.yofthé S,
until yrmmoutofﬁne ofsighr.




creature, hostile to “thz tnemy of
your choice, suddenly arrives on
, the scene (DM’s discretion).

Use this card when you would be
hit by a ranged attack; the attack
misses you, and you are prone.

“You may not use this card if you

ing a bas;c melee att&ck’ i1’;511.3
( make on this athck WS

“Drama — Defense

Use this perk if you are hit by a
melee or ranged attack; make a
Dexterity or Intelligence check.
The roll you make on this check

Use this card during the surprise
. round; choose an enemy - that
enemy may not act during the

Discard as many cards from your hand as you
like. Each card has a different value, depending
on the type - Copper: 1; Silver: 2; Gold: 3

. Platinum: 5. Add up the total value of your

discarded cards; either add the total value to

your next attack roll, skill check or ability check,
i add the total value to all vour defenses until the

end of your next turn, or regain a number of HE §|
iequal to the total value. ;

Use this card when making an attack,

but before the roll. Choose an enemy; if
you hit them with this artack, apply one

~ of the following effects until the end of
W\ the encounter: blinded, prone,




Use this card when you drop an
enemy to 0 HP or less. All creatures

- within 10 ft of that enemy iare blinded
until the end of your next turn. This
attack creates a 10 ft zone of difficult
terrain centered on that enemy that

You may lift an object up to your normal load (Multiply
your Strength score by 10} and throw it with a ranged
basic artack. Trear this object as having the heavy thrown
v with a range equal o twice your Strength
3 if you currently have a creature grabbed, they
may be considered an object for the purposes of this card.
This atrack deals damage as if the thrown creature fell the

ject was a creature, they take half this damage and are
. On a miss, if the thrown object was a créature, they
no damage, but are prone.

Use this card when you drop to 0 hit
points or fewer. You do not fall
unconscious, and need not make death
saving throws until the end of the

A encounter, You still die if you fail three [
!l death saves as a result of damage. You |§§

may choose to end this effect.

When you reduce an enemy to 0
HP with a melee attack, choose
an enemy adjacent to you and

'make a melee basic attack against

You and your allies may spend as

. many hit dice as you like; your
- enemies regain HP equal to half their
% number of hit dice times the number
§ of healing surges that you or one of

our allies spent (DM’s Discretion).

~ Drama— Movement

Use this card when you are
missed by a melee attack; you
may either Dash or Disengage as
a reaction (The Disengage effect

| lasts until the end of your next




You know an NPC in the area
that could assist you in some way;
you may choose for the DM to

, create the NPC, or you may

|| create the NPC yourself (DM’s

| discretion).

. Take any dice that were just
- rolled, and place them face-up
b however you like (DM’s
discretion).

- Make a saving throw for all effects
| on you that a save can end.

&




Use this card after a long rest;
until you your next short rest

- whenever you roll hit dice to

recover hit points, roll two dice
and take the highest.

A disaster, natural or otherwise,
occurs (DM’s discretion).

Drama — Subplot




Use this card when casting a ritual.
Treat all dice rolled as a result of the
ritual as having their maximum value.
If  The ritual may have additional effects
| beyond what's listed in its description;
! the DM determines what those effects

Use this card on your turn. You may
spend a number of hit dice equal to
vour proficiency as a bonus action.
Alternatively you can restore a
number of Hit Dice to your Hit Dice

. You, or a group of nearby NPCs
% (your choice), are ambushed by a
) group of hostile creatures.

Drama— Movement
| J

(( Drama Card Types

{(

Adventure; cards that enhance skill or ability checks,
or provide a unique use of those checks.

Assist: cards that allow you to directly help an ally,
or react to an ally.

Attack: cards that enhance attacks, provide an attack
of their own, or effect an enemy in some
conventional way, such as damage, status effects.

Combar: cards that have a general effect on combart,
or change combat in some way; initiative,

Defense; cards that enhance defense, or provide a
defense of their own; defenses, resists.

Movement; cards that enhance movement, or
provide some form of movement themselves.
Recovery; cards that enhance any sort of recovery
ability, prevent damage, or provide a recovery ability
of their own: healing surges, temporary HP, rerolls,
regaining abilities.

Subplot; cards that have either a non-mechanical
effect, or a rules-breaking effect,

Meta; cards that have an effect either to do with the
cards themselves, certain dice rolls or alternatives to
dice or things outside of the game.

Use this card when you would be
hit by a melee or ranged attack;

§ ), that attack hits an adjacent
| creature of your choice, instead.

Drama — Subplot

The encounter you're in now, or
the adventure you're on now, has
a time limit of some sort imposed
on it, if there was no time limit

| beforehand.

_ http:/fwwnw obsidianportal.comicampaign/spiredel j 5
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You regain the use of an
expended spell or power that

L\ normally requires a long or short




Use this card after you come up with
- an absurd, overcomplicated or just
- plain stupid solution to a challenge.
That plan will now have the best
' | chance to succeed in the challenge at
thand. (DM's discretion).

—Assist, Recovery

Spend a hit dice in order to allow
an adjacent ally to heal as if they

- had spent a hit dice; or to make a
| saving throw against an ongoing

Drama — Subplot

Drama — Subplot

A famous or notorious NPC of
your choice makes a brief
appearance (DM's discretion).

Use this card when you're
traveling in a vehicle of some
kind; hostile NPCs make an
attempt to take the vehicle over;
| the exact intentions of the NPCs

4 is determined by the DM.
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. A single enemy gains vulnerability

to one type of damage (acid, cold,

| fire, force, lightning, necrotic,
L poison, psychic, radiant or
[l thunder) until the end of your

The DM must play out a scene
involving NPCs in an upcoming
encounter.




ram— ubplot

Your DM must run a short
encounter that occurred in your
character's or your party's past.

Drama — Subplot

An item in your possession reveals
itself to be an artifact; the DM

determines the exact nature of the /

| artifact. .

Use this card during a combat
encounter. You and your allies
may reroll initiative; you may also

A choose to force enemies to reroll

initiative.

fittp:/fwwnw,cosidi

ete:rmmqs 'ehe
other p&?ty

Drama — Subpl ot

Choose an NPC; that NPC
begins to act very oddly; the DM
determines the exact nature of the /

| change in personality. [
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You may designate a 2d6 x 5 ft
area as difficult or blocked terrain;
depending on the environment,

| those squares may have other
effects, as well (DM's discretion)

A creature comes seeking revenge
against you or another member of
your party for either a real or
imagined slight; the DM

| determines the exact nature of
this act of vengeance.

Change a combat encounter into
ncounter, where you have to
ome (or all) of the stll living

opponents to succeed. You have to

| prevent them from moving for at least
i} one round, or surround them on two
i sides to cons

Use this card when the remaining enemies
in combat are defeated, bloodied (:
half health) or have no more than

You may draw up to
DM draws as ma

|\ may use them as he




rprise; your
surprise round.

You may challenge an enemy toa | |
competition of your choosing You discover an alternative means
(i.e., unarmed combat, a battle of | | to get around an encounter,
its, a gambling game; DM's 1 avoiding the encounter entirely.
retion); your opponent must I‘. (DM's discretion).

: ey I
cel'equal to ,"i
DM determines .




You add your proficiency bonus
as an additional bonus to your
next attack roll.

Conf omething to another member
of your v; if that party member
returns the sentiment, and the DM
considers it good enough of
(i.e., funny, touching, enter

| and your gain the benef
just took a short rest.

Something seemingly harmless
dangerous threat in
some fashion.

Use this card as you're moving

through some manner of

passageway; immediately after

|\ vou pass through the passage, the
| way behind you is blocked for any

| pursuers.

Drama — Subplot

Use this card when you and your

. party decide to flee. Instead of
® pursuing you immediately, your
enemies stay dumbfounded until




| may move your spm:d +1

You add your proficiency as an em. If yoi end yot

additional bonus on your next

Use this card when you take Use this card if you start your

damage from a creature; make an ' adjacent to one or more

attack against the triggering
Al creature as a reaction.

; you may Disengage as a /8

You find yourself a prc
= e ithe—; - t g cLlect i . The DM must draw/reveal an
> UL pmtégé ot | - obscured area for you, however he
ou out )




Choaose a creature; you know their
vulnerabilities. Until the end of your next
turn, when you and your allies deal
damage to that creature and that damage
Jis of a type that they're vulnerable to, that

| creature takes extra damage equal the

extra damage they have already taken.

Drama — Attck, Subplot

Use this card while in combat; some manner
of catastrophe occurs, putting everyone at
risk. All creatures in the combat must make
an immediate Intelligence or Dexterity Save
equal to 10+the level of the highest level party
member. On a successful save, a creature
takes 1/2 its Hit Dice in damage; on a failed
save, they take their Hit Dice in damage.
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You may take an action right
away, as if you had prepared a
readied action beforehand; your
initiative moves to the point at
which you take this action.

Drama.— Adventure, Subplot

Use this card when you're discovered
somewhere that you're not supposed
to be; those that discovered you have
no business being there, either. The
DM determines the reason as to why
they're there.

A trap, mechanical device or
magical device fails to work for a

.‘ short period of time (DM's
':-'. discretion).

Drama — Subplot

Play this card when you've defeated a
major enemy; that enemy is either
revealed to be not who you thought it
was, or was being manipulated by yet
another enemy of yours. The DM

| determines the exact nature of the
duplicity.
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cold, fire, force, ligf
necrotic, poison, psychic,

onthunder). - i ’l

Use this card during combat; until the
end of the encounter, you and your
allies may transfer any number of Hit
L. Dice to another ally, as well as give

il them any number of actions on your

turn (Standard, Bonus, Reaction) by
sacrificing your own.
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