“‘Drama — Recovery

Reroll a d20 roll you just made,
gaining your proficiency as an
additional bonus on the reroll;

ecrotic, poison, : : A you must use the result of the
thunder). 4 J reroll

save failure
zation succes:

janportal.com/campaign/spiredel. )

158/18 >

“Drama — Defense

Force an enemy to reroll a roll
they just made; the enemy must
"3 use the lower of the two rolls.
1

You gain advantage on your next
Dexterity or Intelligence save.

wwiwobsidianportal.com/campaignispiredsl




~ Drama — Attack

Use this card when you are missed
by a melee or ranged attack; make

an attack that includes the ‘ I TR g X d [ You may move your speed as a
triggering attacker as a target as a4 RN 1 =/ 3 4\ bonus action.

hitp:/ww.obsidianportal.comicampaign/spiredef

ecovery

Silver

Use this card if vou miss all your
targets with an attack; make a basic ' :
You may spend any amount of ranged or melee attack as bonus Use this card if you fall or are
Hit Di B e action. If this attack hits, you may & knocked prone; you are no longer
\ geias SHLREHE TR g ! | make the same attack you missed with | prone,
| || previously a second time as an | f

hitp:

» . -~ | \ 2 e , 4
Jrama — Assist S “Drama — Combat 5 : - ¥a “Drama — Combat
o L i

Use this card when rolling for ; Use this card at the beginning of ‘
initiative; you automatically move by [£  an encounter; you may act during /i
L to the top of the initiative order. f‘ \ the surprise round. jr

htip:/fwwaw.obsidianportal.com/campaign/spireds/ T {fwww.obsidiznportal.com/campaign/spirede/

ta) 168/180 - & o (Beta) T/180 - -




Use this card when not in
combat; the DM must run a
random combat encounter. You
1) can specify what kind of
¥ encounter you’re looking for.

m a @pcc:\.,u YUU llldy LdIT ad
- as you like. At the end of this
ch, if it was msplﬂng enough

You happen upon piece of
mundane equipment, or able to
manufacture something useful out

your turn you may take Dash or
& Disengage as a free action. You
| may then take Dash or Disengage
"las a bonus action.

/v ob5|d1anpnrtal com/campmgn/splreele/ J ’!




~Drama — Recovery

Use this card when you are | ! ‘ V.7 2]
grabbed, immobilized, or ! A \ : e; you
restrained; you no longer suffer | ;}ﬁeaﬁo
from those conditions. J \ y =7

1 =

-

Platinum

Drama — Subplot Drama — Subplot ¢ Drama — Combat ubplot

| s g RN, NV | eamlenm mm e oaas s Teoass 3
b : Use ihis eard dufing an encoufter; you
I J Use this card when yourp character may effectively stop the encounter and ‘

1 An enemy or obstacle is dealt with | ] would die; instead of dying, you | i make plans with the rest of the party. You
by some outside force (DM’s .,’ L leave the scene in some fashion, / | 1ay take as long as you like to plan, and
discretion). | only to return at a dramatic (B csume the combat once e you 're hi 'ppy with

I moment later (DM’s discretion). y S

i __ htp://wway obsidianportal.com/campaign/spirede/ 2L ), 3

Use this card at the beginning of

an encounter; you and your allies

. Change a combat encounter into I - may act during the surpnse
social encounter. {7 % round, and your enemies may

(Beta) 63/180 .




udadaen rascination

Platinum

Drama — Subplot

Choose a NPC; that NPC
becomes enamored with you for
% one reason or another (DM’s
| discretion).

Use this card when you
deliberately jump down from a
height; you take no damage from
% the fall. If your allies immediately

| follow you, they take no damage,
either.

pirede/

' Choose a creature; your target
¥ falls to an embarrassing but
A\ harmless situation (DM’s

“ discretion).

. assist your party (DM’s
discretion).

rama — Recovery

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

L | gain temporary hit points equal to |
} | your level until the next short rest. |

b

hitp:fwww.obsidianportal.com/campaign/spire4ef

e

Drama — Adventure

I
|

Use this card when an ally drops
to 0 HP or below; move your
speed towards them. If you end
L\ this move adjacent to them, they
| may spend a Hit Dice.

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

Ly Religion check; treat it as if you
f | had rolled a natural 20.

hifp:/www.obsidianportal.com/campaign/spirede/

TR Dl G Be (e W80

|
|

D G Gare S (O o730

hitp:iwwaw obsidianportal com/campaignispirede/ J

You may make a Stealth check,

£ even if you have no cover or




Attack, Defense, Subplot
0 4 gain damage resistance all,
PC; o gain Expertzsa on alI attack

i Automatically succeed on one
u for someone else

- Bluff check; targets of the Bluft

better or worse ; i M T R RS 4% check realize the lie as soon as
i A e you’re out of line of sight.

eta) 60/180

“Drama— Adventure

T Use this card when you hit with an attack; make
E o Al ’ ¢ Au[@ma[l?a]ly SUCCEEd 4 a secondary attack with the same attack modifier

L 11S card ¢ : S i F Constitution check; you do not { ! as the attack that triggered this card: 15ft Radius
l need to make a Constitution { centered on primary target; creatures in the area )
A i\ L must make a Dexterity Save or take 4d10+Your /]
b dream/have a vision about future - | . check for the same reason that level force and firc damage, and are pushed 15 | [

\'\ you used this card on until your I feet from the primary target and knocked prone. ||
next 10I1g rest. | E ! On a save they take half damage and are not

knocked prone. il
i- " http:fiwarw.obsidianportal.com/campaign/spire4e! J5




. Use this card when an enemy rolls
® a natural 20; that roll becomes a
natural 1.

all damage until the end o:
may take a Dash action as a bonus action. With
- this movement, you can move through squates
& occupied by enemies, but may not end your
| move in one. When you enter an enemy’s squate

Chanca an NP vt have nnr
LUUSE dll NI L yUU Have Hut

encountered before; from this
point forward, you and the target
NPC have been lifelong

| acquaintance/old rivals (DM’s
discretion).

Until the end of the encounter,
anytime you or your allies are

£ adjacent to another ally, neither of ‘e
4\ you can grant advantage to any of

f

Use this card when you hit with
an attack; target is stunned until

1 the end of your next turn.

Choose an NPC; if make a successful
Intimidate check against that NPC,
they provide you with information or
an item, even if the NPC didn’t
actually have the information or item
in question (DM’s discretion).




| Use this card when you hit with : e
Nature lends a timely aid of some | | an attack; the target may not take e mdiens

sort (DM’s discretion). b\ reactions until your next turn. s 1 ggl:i) ﬁi’étcﬁziik roll, skill check

~ Choose an enemy; until the end of the
. " encounter or until one of you is dropped to
Add your Wisdom modifier to T stitution fier . 0 HP or less, your target may only make

o x :  attacks that include you as a target, and
S oL nCKL attack 1‘011, skill check you may only make attacks that include

l’. or ability check. ; ’ 5 CCK, : : your chosen enemy as a target. Neither you




ange of Scenery

= Platinum

1

‘Use this card during a combat

encounter; the environment

. and/or terrain of the combat

changes dramatically (DM’
dlscrenon)

~ Drama — Attack

Choose an ally who has been
reduced to 0 hit points. As long as
you are conscious and adjacent to

‘that ally, they cannot be harmed

further until they recover.

*Drama — Movement

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

. may take a Dash action as a
|| reaction.

Use this card when you fail a

Deception, Persuasion or

Intimidate check against a single
) target; that target is unconscious.

attack; push the target 10 feet.

http Jfweow obsidianportal. nom/campmgn/splrstte/

Use this card when you roll

natural 1; that roll becomes a

Your ranged attacks and spells do not provoke
attacks of opportunity, you cannot be b and you
cannot grant advantage until the end of the
cncounter; however, you must target the closest
enemy to you at the start of each turn, and cannot

{\ willingly move away from that target. If you cannot

target an enemy, you must target the closest

W crcarure, instcad. This effect ends if you cannor

target anything, or at the end of the encounter.

ls card when you drop I—HL
e%y to 0 HP or less; instead of

‘ --kﬂlmg them, they decide to

b ome your ally (DM’s

- Use this card during your first turn in

a combat, before any other action; all
enemies within line of sight of you are
stunned until you or an ally make an
attack (or similar aggressive actlQﬂQ
against any of the affected targets, or
until ycu are out of line of sight.




I
i
_.

~ Y
Drama — Subplot

Choose an enemy; an 1ﬁlllkely
creature, hostile to the enemy of

b your choice, suddenly arrives on

 the scene (DM’s discretion).

‘Drama — Defense

‘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 reduces the

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
are already prone.

(Bera) 108/180

“Drama — Combat

Use this card during the surprise
round; choose an enemy - that

L ‘enemy may not act during the
|l surprise round.

htp:/fwww.obsidianportal. com/campaign/spirede/

]  use one obhis.
ndary or Lair actions until
1d of the en&ounter

eta) 137/180

~ 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

8 your next attack roll, skill check or ability check,

add the total value to all your defenses until the

end of your next turn, or regain a number of HP. @

qual to the total value.

* Use this card when making an attack,

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

~ of the following effects: blinded,

stunned, deafened, immobilized. This

| effect end at the end of their next turn.




~ Use this card when you drop an enemy to
0 HP or less. All enemies within 10 feet of
. the target must make a Dexterity saving
I throw equal to 8+your proficiency-+level.

You may lift an object up to your normal load (Multiply
your Strength score by 10) and throw it with a ranged
basic atrack. Treat this object as having the heavy thrown
weapon property with a range equal to twice your Strength
mod;ﬂcr if you currently have a creaturc grabbed, they
nsidered an object for the purposes of this card.
als darmage as il the thrown creature fell the
as the object was thrown; if the thrown
bject was a creature, they take half this damage and are

‘pronc. On a miss, if the thrown object was a creature, they. ||

'take no damage, but are prone.

ffwwaw.obsidianportal.com/campaignispirede/

TTea thic ~ard arhan uynin Aran ta N
USC LIS Cdalu wiICLL you ulvp o v

hit points or fewer. You do not fall

| unconscious, and need not make

L\ death saving throws until the end

| of the encounter. Being hit still
counts as a failed death save.

{

hitp:/fwwawobsidianportal.com/campaign/spirede/ J

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
it as a bonus action.

u m
ntil the start-o y@ur em
if traveling overlanc

-

f{

N

Use this card when you are missed by
a melee attack; you may Dash as a
reaction.




. Take any dice that were just
. rolled, and place them face-up

however you like (DM’s
discretion).

ow Confusion

Use this card on your turn. Each ¢
feet of you must make

. proficieny+
. rtargetis = g confused, they

will behave erra instead of taking their turn as
al, hav roll a 1d6, using the result as
eir action instead: 1 - a the person who used

| this card, arrack the n t creature, 3 - flee

ard, 4 - do nothing,

.~ Make a saving throw with

advantage for all effects on you

———

‘Drama — Subplot

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).




. means unless «gahe target
1 retums to life ‘as well.

Use this card during a long rest;
. you and your allies regain full Hit




Use this card when casting a ritual.
The rituals duration is tripled. The
ritual may have additional effects

. beyond what's listed in its

| description; the DM determines
what those effects might be.

s

hitp:/fwww.obsidianportal.comicampaignispirede/

"~ Drama— Recovery

Use this card on your turn. You

may use up to 1/2 your level in Hit

Dice as a bonus action. If you have

less then 1/2 your level Hit Dice you
4 regain up to 1/2 your level Hit Dice
W to use for the purposes of this card.

htip:/fwww.obsidianportal.com/campaign/spirede/

C em)59/1so il

Vlaneuvers .

Copper

( 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: eards that enhanee attacks, provide an attack
of their own, or effect an enemy in some
conventional way, such as damage, status effects.
Combat: cards that have a general effect on combat,
or change combat in some way; initiative.

Detense; 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
etfect, 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.

&f

Drama — Subplot

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

The encounter you're in now, or

the adventure you’re on now, has

a time limit of some sort imposed /’ ]
on it, even if there was no time

il limit beforehand.

You regain the use of a specific
card that you used over the course
\t of a single session.

hnp:lfwww,obsidianpo@\.com/narn_paign/spirstle/

a Lair or Legendary
the use of the




Use this card after you come up with
an absurd, overcomplicated or just
L plain stupid solution to a challenge.

(~]0)

Platinum

Drama — Subplot

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

: Spend a Hit Dice in order to

allow an adjacent ally to heal as if
they had spent a Hit Dice; or
make a saving throw.

tip:/fwwiw.obsidianportal.com/campaignispirede/

_ You come across a traveling
merchant; the exact nature of his

A single enemy gains vulnerability

to one type of damage (acid, cold,
fire, force, lightning, necrotic,

, poison, psychic, radiant or thunder)
i until the end of your next turn.

Drama — Subplot

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

is determined by the DM.

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




Dram Subplot Drama — Subplot s Drama — Subp ot

‘ ! An item in your possession reveals R USRI agotey
Your DM must run a short | g : dve t\m’n arty ¢ at has either
1 | itself to be an artifact; the DM { GOVl gp h th
encounter that occurred in your i / 4 | {
f determines the exact nature of the |
character's or your party's past. | B it (B
, 4

i ___ hitpu/wway.obsidianportal.com/campaign/spirede/

i[dnappea:

Platihurh

Drama — Subp ot

o T

g il Use this card during a combat j . ;c“;;lzlf“;l;;::n;u PiE
se any of your cards on ! encounter. You and your allies dna & Gl‘, gl o L
the Ilyd@@@ not need £ may reroll initiative; you may also Sarty %1:1 b %i]emzelves ayb R
| icrl:i?i(;iievzo its acancsitorerol) = some fashion. The DM determines
° the exact nature of this event.

http AW, ohmdlanporta\ nom/campmgn/splrstte/

Drama — Subpl ot

Choose an NPC; that NPC
begins to act very oddly; the DM




r dacignata 1in tny 2N
/ QESIgHalc up 10 Su

square feet you can see 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
chase encounter, where you have to
catch some (or all) of the still living
opponents to succeed. You have to

| prevent them from moving for at least

| one round, or flank them to consider

n

caught".

Combat, Subplot

Use this card when the remaining
enemies in combat are defeated,
bloodied or have less then 1/2 your level
in Hit Dice. The combat is immediately
resolved with your party victorious. This
| card cannot be used against enemies who
have taken Lair or Legendary actions.

When found in an inescapable
situation, you find youtself praying to
one local deity, when suddenly, you
are granted a means to survive,
escape, etc. The next time you could
gain a feat you must take the feat

You may draw up to 3 cards; the
DM draws as many cards, and

, may use them as he sees fit on the
| NPCs.




i A
Drama — Subplot

You may challenge an enemy to a
competition of your choosing
. < I
(i.e., unarmed combat, a battle of ||
wits, a gambling game; DM's d
| discretion); your opponent must

Use this card at the beginning of .
combat; exchange character ] . N your party has
. sheets and control of those ‘ by surprise; your
characters with another player e ose their surprise round. ¥f
until the end of the encounter. -

to get around an encounter,
. avoiding the encounter entirely.

Deception, Persuasion
| (DM's discretion). : ‘ﬁ B T e | : Hicarchass

You have advantage on your next
attack roll.




Something seemingly harmless
becomes a dangerous threat in
some fashion.

www.obsidianportal

TTea thic rard ac vnii'vre
U SE Tnls Carag as youre m

through some manner ot
passageway; immediately after
. you pass through the passage, the
|| way behind you is blocked for any
pursuers.

Use this card when you and your
partv dec1de to flee. Instead of

enemies s-tay dumbfounded until

ou're out of line of sight.

J o‘nstacl_e a ur path (DM's

foee enmathing ta anather memher
55 SOI g 16 anluicl MEMoer

of your party; if that party member
returns the sentiment, and the DM
considers it good enough of a confession

|

|

JH
I -

(i.¢., funny, touching, entertaining), you |

| and your ally gain the benefits as if you
just took a short rest.

___hip:/www.obsidianportal.com/campaign/spireds/ J

You have advantage on your next

b skill check.

;

tip:/www.obsidianportal. comicampaign/spiredel 3
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Use this card if you start your
turn adjacent to one or more
enemies; you may Disengage as a

The DM must draw/reveal an
- obscured area for you, however he

v didn't already haye
€); only you can u
¢, and only long en
ne small bit of informs
ure a favor (DM's d.

Use this card when you're
damaged by a creature; make an
attack against the triggering

Wl creature as a reaction.

You find yourself a protégé; you
may either choose to elect a
friendly NPC as your protégé, or
create one who seeks you out

| (DM's discretion).




Drama — Attack, Subplot

Tlee this card while in comhat some manner of
USe LIS Cara wilie 1n Comoat; some manner ol

catastrophe occurs, putting everyone at risk. All
creatures in the combat must makce a saving
throw (DM's discretion of which type) equal to
8-+your profiency+your level. On a successful
save, that creatures rolls it maximum Hit Dice

| and takes that much damage, on a failed save, a
creature is reduced to 0 HP.

Use this card when you'te 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.

hnp Iy ob5|d1anpnrtal com/campmgn/splreele/
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*“ Drama — Subplot

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

|\ short period of time (DM's

= Draa — Attack

s}&‘t d during co i
e, Or a g"}”oup of creatu

Choose a creature; you know their
vulnerabilitics. Until the end of your next
turn, when you and your allies deal damage
to that creature and that damage is of a

) type that they're vulnerable to, that creature §

} takes triple damage instead of double.

hitp:/ww.obsidianportal.comicampaign/spiredef

D'ma Combat _

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.

\_'

hitp . nhs\dlanponal comlcalmalgn[sp\reztef J !

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
duphc1ty

http:fiwaw. obmd\anpnrta\ com’campalgn spirede/ j 5
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cold, fire, force, lightning,

| necrotic, poison, psychic, radiant

....1.




Use this card during combat; until the
end of the encounter, you and your
allies may give up any number of
actions or reactions they have to
il another ally by sacrificing their own.

11 Actions given in this way are not
restricted by normal turn limits.




