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Have you ever heard...

There was an 
old dragon who 
swallowed a 
gnome!

a story from Nyka

then he swallowed a kobold 
to catch the gnome...

T
he unfortunate incident begins with a tooth. 
Specifically, an aching tooth. Aglioso is an ancient 
copper dragon who drinks from seemingly endless 

flagons, but plenty of alcohol is bad for enamel. He wakes 
one day with pain from decay, realizing a dentist is his only 
option, in sooth.

Luckily for Aglioso, his best friend is Voira, a gnome 
tinkerer who has never encountered a problem she can’t drill 
through. She arrives within the hour, bags of tools prepared 
for every eventuality, except she doesn’t know that Aglioso 
has a very specific flaw.

He hiccups when nervous.
In the hundreds of years they’ve known each other, Voira 

has never seen Aglioso nervous. Gregarious even for a 
copper dragon, he’s always holding court in some dining hall, 
bantering with bards and hamming it up for large crowds.

Today he’s isolated and vulnerable. There’s no audience to 
charm, just pain and the fear of more pain to come. What if 
Voira has to extract the tooth? Hic. What if she finds more 
decay on his other teeth? HIC. What if she can’t fix the 
problem? HICCUP.

“Try holding your breath,” Voira advises as she pulls what 
look like torture implements from her bag. 

Aglioso closes his eyes and holds his breath. His chest 
nearly implodes from the next hiccup, the biggest one yet.

Maybe a drink will help. While Voira is sanitizing 
a corkscrew from hell, Aglioso goes to make himself a 
corkscrew. His lair is filled with all sorts of beverages, and 

the average humanoid could be forgiven for thinking they 
constitute his treasure hoard. Rare vintages and exotic 
ingredients abound, serving as excellent distractions for 
thieves, but should all his drinks run away overnight, he 
knows how to replace them. His true treasures are the vessels 
he pours them into—ornate wine glasses forged from the 
sands of other planes of existence, a mug that a god once 
drank from, an empress’s tankard that magically refills itself 
with sweet mead, and so much more.

Choosing the refilling tankard may have been a mistake. 
Aglioso doesn’t feel relaxed so much as dazed by the time 
Voira calls him back with an edge in her voice.

“Where’d you go? I’ve been calling you for two minutes!”
She must be exaggerating, Aglioso thinks to himself, but 

he lies down on his bed of silk cushions without protesting.
“Don’t worry, you won’t feel a thing,” Voira says.
She disappears from his peripheral vision and it becomes a 

waiting game. He feels nothing, but has she started? Maybe 
something has gone wrong. He hears a whirring noise, like a 
drill starting up, and at the same time he feels a pit forming 
in his stomach.

Oh no, relax, he thinks to himself, but maybe it’s an upset 
stomach instead of a hiccup. What if he drank too much and 
it’s coming back up?

Too late, he feels the telltale tickling sensation in his chest, 
the muscles in his abdomen clenching, and he HICCUPS. 
A lump goes down his throat, and he hears screaming. The 
scream comes from inside him, but it isn’t his voice...

https://www.gallantgoblin.com/bonfire-bites-adventures


2© The Gallant Goblin LLC bonfirebites.com

It’s a BIrd, It’s a Harpy....
This adventure begins when the party is traveling near a 
settlement with a substantial population. As copper dragons 
love company, Aglioso’s lair is in a cave that’s close to 
civilization and thirty minutes travel time from Voira’s home.

Upon realizing he accidentally swallowed Voira due to the 
strength of his hiccup, he immediately flies out his lair to 
obtain help. He wants to go to town but flies the wrong way 
in his drunken panic. Characters with a passive Perception of 
12 or higher may notice a winged creature flying high above 
them on an erratic path. The shape rapidly grows larger as 
Aglioso plummets toward the ground.

Characters must succeed on a DC 14 Dexterity saving 
throw to avoid being hit by Aglioso when he crash lands. 
Any character who spotted him before his final descent has 
advantage on their saving throw and adds a +5 bonus to their 
result. Characters who didn’t spot him but were warned by a 
character who did also have advantage on their saving throw 
but add no bonus to the result. On a failure, characters take 4 
(1d8) bludgeoning damage.

HelpIng aglIoso

Aglioso is too confused to take flight again, but he notices 
the party and asks for help. He promises them gold or items 
from his collected treasures. Though he’s not precise on what 
he offers, he makes clear how important Voira’s life is to him.

Characters can take advantage of his situation to press for 
greater rewards and more specific promises, succeeding on a 
DC 20 Charisma (Persuasion or Intimidation) check. Doing 
so upsets him though—each time they try the check, add +1 
to DCs for future checks to calm him down, and his attitude 
is neutral instead of friendly once the ordeal ends.

If characters don’t bargain for rewards and instead leap to 
his aid, give each character advantage on their first skill check 
to calm him down.

VoIra’s ContIngenCy

Voira would feel ashamed to call herself a gnome if she wasn’t 
prepared for any situation. She keeps a portable hole with her 
and managed to place it at the bottom of Aglioso’s esophagus, 
falling into a safe haven instead of his stomach. Unless 
something refreshes the stale air in his esophagus though, she 
begins to suffocate in 8 minutes.

If Aglioso gets more nervous, he experiences acid reflux and 
his stomach acid level rises (see next section). If the level rises 
to Voira’s hole, acid pours in and creatures inside take 1d8 acid 
damage every minute. Use veteran stats for Voira.

While Aglioso’s mood is Terrified (see next section), one 
creature inside the hole with an appropriate item for catching 
liquids can use its action to bail the incoming acid out of 
the hole, preventing creatures inside the hole from taking 
damage. That creature can’t perform other actions, such as 
catching a swallowed character, unless it stops bailing out the 
acid. If the creature uses a nonmagical item to bail out acid, 
that item works indefinitely for that purpose but is otherwise 
functionally destroyed.

Portable Hole
Wondrous item, rare

This fine black cloth, soft as silk, is folded up to the dimensions of 
a handkerchief. It unfolds into a circular sheet 6 feet in diameter.

You can use an action to unfold a portable hole and place it on 
or against a solid surface, whereupon the portable hole creates 
an extradimensional hole 10 feet deep. The cylindrical space 
within the hole exists on a different plane, so it can’t be used to 
create open passages. Any creature inside an open portable hole 
can exit the hole by climbing out of it.

You can use an action to close a portable hole by taking hold 
of the edges of the cloth and folding it up. Folding the cloth 
closes the hole, and any creatures or objects within remain in the 
extradimensional space. No matter what’s in it, the hole weighs 
next to nothing.

If the hole is folded up, a creature within the hole’s 
extradimensional space can use an action to make a DC 10 
Strength check. On a successful check, the creature forces 
its way out and appears within 5 feet of the portable hole or 
the creature carrying it. A breathing creature within a closed 
portable hole can survive for up to 10 minutes, after which time it 
begins to suffocate.

Voira catches any characters that also get swallowed by 
Aglioso, though the hole is only large enough to fit four 
people comfortably. Beyond that, one of the characters in the 
hole must succeed on a DC 14 Dexterity (Acrobatics) check 
to bring additional swallowed characters into the hole.

Characters who fall into the stomach take 2d8 acid damage 
every minute.

Unless Aglioso lies down, the only way to climb up his 
throat is with the spider climb spell or a similar ability.

Voira didn’t fully unfold the cloth, so the entrance is only 
approximately 2 feet in diameter. For the purpose of this 
adventure, the rules of the hole work the following way:

• As Aglioso is large enough for the inside of his body 
to function as a solid surface, he isn’t carrying the hole. 
Should someone close the portable hole, creatures forcing 
themselves out of it would appear inside Aglioso’s 
esophagus and not outside him.

• Light and sound move freely through the opening of 
an open portable hole, allowing creatures to see and hear 
what’s happening on either side, but creatures inside the 
hole aren’t on the same plane of existence as creatures 
outside it. Spells and other effects that can’t cross into 
another plane don’t work across the opening of the hole.

• Creatures inside the hole can grab the edges of the cloth 
to modify the hole’s size. However, they can’t fully close 
the hole. Voira knows this and therefore keeps the hole 
at least 1 foot in diameter so she can see and catch any 
other creatures that Aglioso swallows.

resusCItatIng regurtItatIons

Track Aglioso’s mood using the following table. Characters 
can make any type of skill check they can justify to maintain 
or improve his mood. The DC of the check depends on his 
current mood. His mood stays the same if the check succeeds 
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and his mood improves one level if the check succeeds by 5 or 
more. His mood deterioriates one level if the check fails and 
deteriorates two levels if the check fails by 5 or more.

aglioso’s Mood

Mood DC Additional Effects

Jubilant (+) 25 Mood can’t improve additional 
levels but succeeding the check by 
5 or more makes the next check an 
automatic success.

Happy (+) 18 Give advantage on skill checks to 
maintain Aglioso’s mood.

Calm (+) 14 Aglioso is cooperative. +1 bonus 
on skill checks to examine and 
operate on him.

Reserved (+) 12 Aglioso becomes still. Give 
advantage on skill checks to 
examine and operate on him.

Concerned (+) 10 Aglioso goes quiet, enabling 
creatures outside Aglioso to hear 
shouting from creatures inside the 
portable hole.

Nervous (-) 12 Stomach acid recedes into his 
stomach. Aglioso allows characters 
to examine and operate on him.

Scared (-) 12 Stomach acid level rises into the 
esophagus but not to the hole 
entrance. Aglioso refuses to let 
characters near him.

Terrified (-) 14 Stomach acid enters the hole but 
creatures inside can bail it out 
to avoid damage. Nonmagical 
items used to bail out acid 
become damaged.

Overwhelmed (-) 16 Stomach acid pours into the hole, 
damaging creatures within. Track 
the number of rounds Aglioso 
feels overwhelmed. When he 
stops feeling overwhelmed, divide 
that number by creatures inside 
the hole (rounded down) to 
determine the number of rounds 
required for creatures in the hole 
to bail out enough acid to stop 
taking damage.

Inconsolable (-) N/A Aglioso becomes hostile for one 
round and then faints from stress, 
becoming unconscious for 1 day.

Aglioso starts the encounter with a mood of Scared. Scale 
the encounter to be easier by starting him with a mood of 
Nervous. Scale the encounter to be harder by increasing the 
DC to maintain his mood based on Average Party Level 

(APL), which is determined by adding the level of all party 
members and dividing it by the number of party members:

• +2 DC for APL 5-10
• +3 DC for APL 11-16
• +4 DC for APL 17-20

Positive and negative Moods
Each mood in Aglioso’s Mood table has a (+) or (-) next to 
its name. These indicate whether his mood is overall positive 
or negative. When his mood is negative, roll a d4 each time a 
creature within 10 feet of him makes an ability check or attack 
roll. On a result of 1, he hiccups.

When Aglioso hiccups, each creature within a 20-foot cone 
in front of him must make a DC 14 Strength saving throw. 
On a failure, it’s pulled 10 feet toward his head. Creatures 
5 feet away from him who fail the save are automatically 
swallowed. Creatures 10 feet away who fail the save must 
make a DC 16 Dexterity saving throw and avoid being 
swallowed on a success.

Aglioso’s mood deteriorates one level for each creature 
swallowed.

Aglioso talks incessantly when his mood is negative at a 
volume audible in a 2,000 feet radius centered on him. He’ll 
chatter about whatever topic comes to mind when Nervous 
or Scared, while he may simply start wailing or crying or 
babbling incoherently when Terrified or Overwhelmed. He’ll 
stay quiet unless a character engages him in conversation 
when Concerned, Reserved, and Calm. Once he becomes 
Happy or Jubilant, his gregarious nature comes out and he 
questions the characters about their histories or shares stories 
he’s heard. He should complain about his acid reflux when 
Scared or worse to hint at the stomach acid mechanic.

Also use Aglioso’s general mood for roleplaying and 
determining whether good or bad effects occur if characters 
pursue unanticipated options.

Mood CheCks
Whenever an impactful event occurs, characters must make 
a check to maintain Aglioso’s mood. Such events include 
but aren’t limited to performing actions to inspect his body, 
operate on his teeth, or rescue creatures he’s swallowed.

Characters may also make checks to change his mood 
whenever they desire. For example, they’ll want improve 
his mood any time it’s negative. If his mood changes, 
play out a consequence of the new mood before allowing 
additional checks.

oBjeCtIVes

The characters’ main objective is to save Voira. Allow 
creativity in achieving this goal, but the process likely 
includes the following tasks.

Finding Voira
The characters don’t know Voira’s condition or location inside 
Aglioso. If they calm Aglioso to the Concerned mood so he 
stops making noise, Voira shouts and characters can shout 
back to converse with her, learning her situation.
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Characters can make a DC 20 Wisdom (Medicine) check 
(reduced to DC 10 if the character has learned about dragon 
anatomy) while checking the dragon’s vitals or listening to 
his stomach to realize he isn’t digesting a significant meal, 
suggesting Voira isn’t in his stomach.

Characters can feel the contours of the hole’s entrance by 
specifically touching the base of his throat or by succeeding a 
DC 14 Intelligence (Investigation) check.

keePing voira alive
Voira knows she’s running out of air and can estimate how 
much time she has left if the party can hear her.

Characters with passive Intelligence (Arcana) or passive 
Wisdom (Medicine) of 12 or higher know a creature trapped 
in an enclosed space such as a bag of holding or a closed 
portable hole can survive about 10 minutes before beginning 
to suffocate and recognize a similar situation applies to the 
interior of a dragon. Calculate passive ability checks by adding 
the ability check’s total bonus to 10. Alternatively, share this 
information if a player wonders whether Voira can breathe.

If Aglioso’s mood is better than Terrified, 
he estimates 2 minutes elapsed between 

swallowing Voira and crashing into 
the party.

Any of the following adds to Voira’s air supply. If more 
creatures have been swallowed, divide the time remaining (and 
any time added) by the number of creatures sharing the hole.

• +5 minutes when Aglioso burps. Aglioso can burp on 
command but is nervous he’ll fail to do so, requiring a 
mood check each time.

• +10 minutes when Aglioso laughs. Aglioso automatically 
laughs when his mood improves to Happy or Jubilant. 
Otherwise, characters must make an ability check such 
telling a joke or engaging in physical comedy. DC 20 on 
the check when his mood is negative and DC 12 when 
his mood is positive. He laughs without a check if the 
player can make the table laugh.

• +10 minutes when Aglioso hyperventilates. Aglioso can 
be terrified into hyperventilating with a DC 14 Charisma 
(Deception or Intimidation) check but his mood 
deteriorates one level.

• +10 minutes when characters perform an action that 
forces air down Aglioso’s throat. Spells that control air 
work, as do attacks that deal force or thunder damage. A 
mood check is required when performing such an action.

resCuing voira
Options to rescue Voira are wide open. If playing with a 
higher level party, teleportation spells may trivialize the 
problem. If that’s undesirable, rule that an ancient dragon is a 
powerful magical creature and its biology prevents magic from 

moving objects into or out of its body.
If the party wants to attack him to 

make him regurgitate (as happens 
with certain monsters), Aglioso tells 
them that won’t work. If the party 
attacks anyway, each attack triggers a 
mood check and an automatic hiccup.

Unless he’s relaxed or unconscious, 
climbing up Aglioso’s esophagus 

requires three consecutive 
successful DC 30 Strength 
(Athletics) checks. The esophagus 
is also slippery so rope anchored 
to an object outside his body, or 
the spider climb spell or a similar 
ability, is needed if Aglioso’s neck 

is angled upward but not if he’s upside 
down or he lies down to make his neck 

horizontal. Aglioso is too tipsy to position himself 
upside down, so that’s unlikely to be an option. If 
creative characters do find a way to suspend him 
upside down, though, anyone he’s swallowed 
falls out of him without needing to make 
any checks.

Aglioso becomes relaxed once his mood 
is Calm or better, or if he becomes charmed 
or falls under a similar effect. If Aglioso is 

conscious when a creature 
attempts to climb out 
of him, characters must 

Voira and Aglioso
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make a mood check each time a creature travels a third of the 
length of his neck, and the DC of the mood check increases 
by +2. If his mood becomes negative, he panics and bolts 
upright, swallowing escaping creatures back to the bottom of 
his esophagus.

A riskier option is making Aglioso regurgitate swallowed 
creatures. This is the only way to rescue creatures who fall 
into his stomach instead of the hole. Aglioso’s mood must 
be Terrified or worse and a physical object must touch the 
back of his throat to trigger his gag reflex (AC 10 for ranged 
attacks, automatic hit for melee attacks). Each attack triggers 
a mood check. When Aglioso vomits, all swallowed creatures 
and all creatures in a 15-foot cone in front of him take 1d8 
acid damage, and his mood deteriorates one level if his sore 
tooth has been dealt with or two levels if his tooth is still sore. 

Dealing with Aglioso’s Sore Tooth
Aglioso’s sore tooth adds to his anxiety and touching it 
causes him to hiccup and his mood to deteriorate one level. 
Characters climbing in and out of his mouth must make a 
DC 14 Dexterity (Acrobatics) check, touching the tooth on a 
failure. If characters know which tooth is sore, the check’s DC 
decreases to 8.

Determine which tooth is sore by rolling a d4 to determine 
which quadrant of his mouth it’s in and a d6 to select one of 
the six teeth in that quadrant (see diagram). Teeth 1-4 are 
standard teeth, 5 is a fang, and 6 is a small tooth.

Aglioso can tell which quadrant is sore but doesn’t know 
the exact tooth causing him trouble. A successful DC 16 
Intelligence (Investigation) check identifies the tooth. A 
character proficient in Medicine or Nature can make a DC 12 
check with those skills instead. Searching for the sore tooth 
requires a mood check.

Characters can extract the tooth to improve Aglioso’s mood 
and reduce the risk of complications. If Aglioso realizes they 
extracted the wrong tooth, though, he instantly becomes 
inconsolable.

Extracting the correct tooth improves Aglioso’s mood by 
two levels and prevents him from becoming inconsolable 
regardless of what else happens.

Extracting Aglioso’s tooth requires the following successful 
checks in the order listed: a DC 14 Wisdom (Medicine) 
check to diagnose an effective way to extract it, a DC 15 
Dexterity (Sleight of Hand) check to prepare the tooth for 
extraction, and a DC 16 Strength (Athletics) check to pull it 
out. Alternatively, destroy the tooth:

• Regular teeth have AC 10 and 12 HP
• Fangs have AC 12 and 20 HP
• Small teeth have AC 14 and 6 HP
To prevent Aglioso from responding to the pain of anything 

touching his tooth, the following are options to numb the 
tooth beforehand. Attempts to numb the tooth don’t require a 
mood check but can still trigger hiccups.

• Pour a healing potion on the gums around the tooth
• Succeed a DC 14 Intelligence (Nature) check to gather 

numbing herbs for Aglioso to chew
• Use an ability or spell that heals alongside each check to 

work on the tooth

outComes

Several different events can trigger an end to the encounter. If 
Voira dies, Aglioso shrieks and flies away, abandoning his lair 
and disappearing for at least 100 years.

If Aglioso falls unconscious, any surviving creatures that 
have been swallowed crawl out by themselves. If Voira is 
among them, she thanks the party for getting her out and 
reassures them that Aglioso will be fine once he wakes. They 
can help her guard Aglioso until he wakes at sunrise the next 
day, or they can move on and receive a letter of thanks in a 
week. In either case, Aglioso invites the party to visit him 
in his lair.

If the party extracts Voira in any other way, Aglioso invites 
them all back to his lair immediately.

rewards

Rewards vary depending on how well the party performed.

the Party Was greedy
If the party tried to take advantage of Aglioso when they first 
met him, pushing for greater rewards, he makes them wait 
outside his lair while he gathers the rewards he promised.

The party can return to the lair in the future and improve 
their relationship with him. As a copper dragon, Aglioso is 
particularly amenable to fun characters, characters who bring 
interesting stories, or characters who bring gifts with fun 
social aspects, especially magic drinking goblets. He is only a 
bit sore that they took advantage of him but is quick to forgive 
if they’re otherwise interesting. On the other hand, a second 
offense may turn him against them forever.

Diagram of Aglioso’s Teeth
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the Party didn’t reMove his tooth
If the party saved Voira but failed to extract his sore tooth, 
Voira successfully performs the operation when they return 
to Aglioso’s lair. The party can help her keep Aglioso calm in 
return for 10 gp and a potion of greater healing each.

If the characters asked for gold, Aglioso rewards them with 
500 gp to split among the party. If the characters asked for 
magic items, he offers them a goblet of poison detection. The 
characters are welcome back to his lair anytime and have his 
eternal gratitude, meaning they may be able to stop by and 
ask for his assistance. Voira also thanks them by arranging for 
them to get free food and lodging and a 15% discount at any 
stores in the nearby settlement.

goblet of Poison detection
Wondrous item, uncommon

This golden goblet has a texture 
resembling dragonskin scales. If a 
drink it holds is poisoned, it removes 
the poison. Anyone who drinks from 
the goblet knows if the drink was 
poisoned and the nature of any 
poison used.

The Party Removed His Tooth
This section presumes Voira survived or Aglioso wouldn’t be 
around to offer any rewards. In addition to the rewards in the 
previous section, Voira gives each character a potion of supreme 
healing, plus an additional 100 gp total for the party to split.

Aglioso also gives them a necklace of adaptation and a 
statuette of a copper dragon that allows the party to cast 
the sending spell to contact Aglioso once a day. Aglioso can 
disable the statuette at will if the party abuses it or he becomes 
unfriendly to the party, in which case the statuette can be sold 
for 20 gp.

Characters can keep the tooth. If it’s still whole, the decay 
in it emanates necrotic energy. Spellcasters can use it as a 
spellcasting focus with the modification that all spellcasting 
damage they deal is necrotic damage. The tooth can also be 
fashioned into a dagger with the modification that the damage 
it deals is necrotic damage.

If characters removed the tooth by attacking it, it’s shattered 
into multiple pieces. The only use for these pieces is to find an 
armorer to grind them up and incorporate them into a piece 
of armor that grants acid damage resistance to its wearer.

roleplayIng aglIoso & VoIra

Aglioso is normally friendly, chatty, and outgoing. He enjoys 
the company of other extroverts and intellectuals but has 
underlying insecurities about protecting his hoard and his 
health which manifest as anxiety and anger.

When the party meets him, his worst traits are amplified. 
He’s by turns immature, needy, and demanding, though don’t 
make him so annoying that players won’t want to help him. 

Make clear that his breakdown is not a selfish tantrum but 
borne out of pure concern for his friend, Voira.

Voira, meanwhile is a calm, sympathetic voice of reason 
who makes the best of her situation. Even though her life is in 
peril, she keeps up a pleasant demeanor and provides advice to 
the party on how to handle Aglioso. The two can even play off 
their mutual history and rapport if the party is in trouble—for 
example, if Aglioso can hear Voira then Voira may chime in 
to make a mood check if the party fails its check. Voira has 
advantage and a +3 bonus on checks to maintain or boost 
Aglioso’s mood.

Voira is equally reassuring to characters who get swallowed 
and end up in the hole with her, though she may express 
frustration and fear when Aglioso can’t hear. She’s fond of the 
dragon but feels he’s quite immature, especially given his age.
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OPEN GAME LICENSE Version 1.0a 
The following text is the property of Wizards of the Coast, Inc. 
and is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All 
Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright and/or 
trademark owners who have contributed Open Game Content; 
(b)”Derivative Material” means copyrighted material including 
derivative works and translations (including into other computer 
languages), potation, modification, correction, addition, extension, 
upgrade, improvement, compilation, abridgment or other form in 
which an existing work may be recast, transformed or adapted; (c) 
“Distribute” means to reproduce, license, rent, lease, sell, broadcast, 
publicly display, transmit or otherwise distribute;(d)”Open Game 
Content” means the game mechanic and includes the methods, 
procedures, processes and routines to the extent such content 
does not embody the Product Identity and is an enhancement 
over the prior art and any additional content clearly identified as 
Open Game Content by the Contributor, and means any work 
covered by this License, including translations and derivative 
works under copyright law, but specifically excludes Product 
Identity. (e) “Product Identity” means product and product 
line names, logos and identifying marks including trade dress; 
artifacts; creatures characters; stories, storylines, plots, thematic 
elements, dialogue, incidents, language, artwork, symbols, designs, 
depictions, likenesses, formats, poses, concepts, themes and graphic, 
photographic and other visual or audio representations; names 
and descriptions of characters, spells, enchantments, personalities, 
teams, personas, likenesses and special abilities; places, locations, 
environments, creatures, equipment, magical or supernatural 
abilities or effects, logos, symbols, or graphic designs; and any 
other trademark or registered trademark clearly identified as 
Product identity by the owner of the Product Identity, and which 
specifically excludes the Open Game Content; (f ) “Trademark” 
means the logos, names, mark, sign, motto, designs that are 
used by a Contributor to identify itself or its products or the 
associated products contributed to the Open Game License by the 
Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, 
copy, edit, format, modify, translate and otherwise create Derivative 
Material of Open Game Content. (h) “You” or “Your” means the 
licensee in terms of this agreement.

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

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

4. Grant and Consideration: In consideration for agreeing to use 
this License, the Contributors grant You a perpetual, worldwide, 
royalty- ‐-free, non- ‐- exclusive license with the exact terms of this 
License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are 
contributing original material as Open Game Content, You 
represent that Your Contributions are Your original creation and/
or You have sufficient rights to grant the rights conveyed by 
this License.

6. Notice of License Copyright: You must update the 
COPYRIGHT NOTICE portion of this License to include the 
exact text of the COPYRIGHT NOTICE of any Open Game 
Content You are copying, modifying or distributing, and You must 
add the title, the copyright date, and the copyright holder’s name 
to the COPYRIGHT NOTICE of any original Open Game 
Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product 
Identity, including as an indication as to compatibility, except as 
expressly licensed in another, independent Agreement with the 
owner of each element of that Product Identity. You agree not to 
indicate compatibility or co- ‐-adaptability with any Trademark 
or Registered Trademark in conjunction with a work containing 
Open Game Content except as expressly licensed in another, 
independent Agreement with the owner of such Trademark or 
Registered Trademark. The use of any Product Identity in Open 
Game Content does not constitute a challenge to the ownership of 
that Product Identity. The owner of any Product Identity used in 
Open Game Content shall retain all rights, title and interest in and 
to that Product Identity.

8. Identification: If you distribute Open Game Content You 
must clearly indicate which portions of the work that you are 
distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents 
may publish updated versions of this License. You may use any 
authorized version of this License to copy, modify and distribute 
any Open Game Content originally distributed under any version 
of this License.

10. Copy of this License: You MUST include a copy of 
this License with every copy of the Open Game Content You 
Distribute.

11. Use of Contributor Credits: You may not market or advertise 
the Open Game Content using the name of any Contributor 
unless You have written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply 
with any of the terms of this License with respect to some or 
all of the Open Game Content due to statute, judicial order, or 
governmental regulation then You may not Use any Open Game 
Material so affected.

13. Termination: This License will terminate automatically if You 
fail to comply with all terms herein and fail to cure such breach 
within 30 days of becoming aware of the breach. All sublicenses 
shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be 
unenforceable, such provision shall be reformed only to the extent 
necessary to make it enforceable.

15. COPYRIGHT NOTICE
Open Game License v 1.0a Copyright 2000, Wizards of the 
Coast, LLC.
System Reference Document 5.1 Copyright 2016, Wizards of the 
Coast, Inc.; Authors Mike Mearls, Jeremy Crawford, Chris Perkins, 
Rodney Thompson, Peter Lee, James Wyatt, Robert J. Schwalb, 
Bruce R. Cordell, Chris Sims, and Steve Townshend, based on 
original material by E. Gary Gygax and Dave Arneson. 
END OF LICENSE

All other content Copyright 2021, The Gallant Goblin LLC; 
Authors Grady Wang and Theo Thourson.
PRODUCT IDENTITY
The following items are designated as Product Identity, as defined 
in the Open Game License version 1.0a, Section 1(e), and are 
subject to the terms in Section 7 of the Open Gaming License, 
and are not Open Content: All trademarks, registered trademarks, 
proper names, dialogue, plots, story elements, locations, characters, 
artworks, design elements, and trade dress. (Elements that have 
previously been designated as Open Game Content are not 
included in this declaration.)
OPEN GAMING CONTENT
All content from the System Reference Document 5.1 is Open 
Game Content as described in Section 1(d) of the Open Game 
License version 1.0a. No portion of this work other than the 
material designated as Open Game Content may be reproduced in 
any form without permission.

https://www.gallantgoblin.com/bonfire-bites-adventures

