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Greetings! This villainous NPC was written by the multi-talent-
ed Ginny Di for my 5E Kickstarter Potbellied Kobold’s Guide
to Villains & Lairs—a collection of unique NPCs dreamed up
by some of the RPG industry’s top talent. Each NPC comes
with a backstory, motives, equipment, traits, a custom stat
block, and multiple suggestions on how a GM can add this
unique NPC to their game, which may not start out as a villain.
The product also includes mapped and detailed lairs for several
of the NPCs.

Other contributing writers for Potbellied Kobolds Guide to
Villains & Lairs include Ed Greenwood, Anthony Joyce, H.H.
Carlan, Justice Arman, Johnn Four, Cat Evans, Richard Green,
Maxine Henry, and many others.

We hope you enjoy this NPC. Click here to back the Kick-
stater now!

Jeff Stevens

Twitter: @jcorvinstevens

www.jeffstevensgames.com
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ABOUT THIS SUPPLEMENT

I must admit, I've fallen in love with Potbellied Kobold and
Krisalee Tingletoe. My next Kickstarter utilizes them to provide
Game Masters with additional content to add to their games.
This piece is for my upcoming Kickstarter - Potbellied
Kobold’s Guide to Villains & Lairs. To receive updates on
my Kickstarter and Dungeon Masters Guild projects, and to
receive free goodies, be sure to subscribe to my mailing list by
clicking here or on the big Jeff Stevens Games logo on page 2.

USING THIS SUPPLEMENT

The Potbellied Kobold speaks with a lot of passersby and
adventurers. From their talks, she’s gathered information about
villainous creatures and their lairs. She can provide this infor-
mation to your characters if they need a side quest, or you can
use these villains without referencing the Potbellied Kobold by
simply dropping them into your game.

ABouT THE POTBELLIED KOBOLD

Adventures from the Potbellied Kobold - a book of 15 adven-
tures for Fifth Edition - introduced us to Krisalee Tingletoe,
the Potbellied Kobold. In that book, she provides the adventur-
ers with quests and short adventures, some of which may help
remove her curse. Depending on how you utilized that book,
she may now be reverted to her gnome self. That is perfectly
fine. You can simply change all references of Potbellied Kobold
to Krisalee Tingletoe.

Though a powerful mage, the Potbellied Kobold is kind and
gentle. Her rival, the elven wizard Belisana Bane (CE elf arch-
mage), cursed her during their last confrontation. Belisana is a
power-hungry woman seeking the darkest of magical knowl-
edge. From the safety of her lair, she rules a nearby land.

The Potbellied Kobold speaks with a deep, raspy voice, and
her movement is twitchy, not flowing. She knows she is Kri-
salee Tingletoe but doesn't mind being called “the Potbellied
Kobold” since visitors, merchants, and townsfolk seem to like
that name. She realizes some may not find her appearance to
be friendly, so shed rather have a well-known name that people
can quickly identify to her.

The exterior of Krisalee’s covered wagon seems simple
enough with its mud-covered wheels and dirty bonnet. The
interior, however, is a small, magical pocket dimension, which
she created to make her imprisonment more comfortable.

Krisalee loves color, which is obvious to anyone invited into
the wagon. The soiled canvas bonnet of the exterior is replaced
with a solid roof with round, stained glass-windows. Inviting
large, cushioned chairs and couches decorated with bright,
colorful throw pillows fill the space while long, pretty banners
hang from the ceiling, flapping gently in a magical, cool breeze.

Books fill the shelves of a central pillar while Tort and Kiss
(use animated armor, or Kobold Press’s clockwork hounds),
the Potbellied Kobold’s constructs and friends, clean and main-
tain the interior. The two constructs are friendly and inquisitive,
often invading visitors' personal spaces to smell them or even
brush off a bit of dust. If Krisalee, Tort, or Kiss are attacked, the
two constructs can merge their bodies, transforming into one
creature (use shield guardian, with a stored 3rd-level magic
missile, or Kobold Press’s clockwork abomination).
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KERYM ABRUS

By: Ginny Di
Obsessed with natural toxins and their effect on the body, Kerym
is happy to poison for pay to fund his dark experiments.

HisTory

Kerym grew up in the druidic tradition amongst fellow forest
elves. He was interested in poisons and venoms from a very
young age, experimenting with insects and small animals in

a way that troubled his elders. When he grew older and his
experiments turned toward his kin, he was banished from the
grove—but the royal courts, with their intrigue and treachery,
welcomed his twisted talents.

Kerym sees the animal kingdom reflected in the hierarchy
of nobility. Just as in the wild, poison empowers the physically
weak, evening the playing field between those who use their
brutish strength to subjugate and those whose strengths are
less visible.

Now, paid handsomely by the wealthy to subtly incapacitate
or eliminate their enemies, Kerym enjoys the benefits of wealth
and position. He has the freedom and funding to experiment
with poisons in a laboratory of his own, and the status to ob-
tain any kind of test subjects he desires.

PERSONALITY

Kerym is fascinated by poisons and their effects on living crea-
tures. He is a meticulous and scientifically-minded man, taking
detailed notes and always working to ensure his experiments
are performed with precision and accuracy. However, there is
also a part of him that takes cruel pleasure watching a creature’s
body transformed by some toxin. He has even experimented
on himself, building up some immunity in the process.

Kerym views people much as he views animals. He assigns
no more moral judgment to harming or killing a fellow person
than he would to a snake eating a mouse. Conflict and vio-
lence, Kerym believes, are a natural part of the world, and he
has no qualms participating in them.

EQuUiPMENT

Kerym carries a poisoner’s kit, a dagger of venom, and one vial
each of serpent venom, crawler mucus, and pale tincture. He
also carries a key to his laboratory.

SpreciAL EQUIPMENT

Beneath his clothes, Kerym wears an enchanted vial that grants
him his own venomous defense.

BroobpveENOM VIAL
Wondrous item, uncommon (requires attunement)

To attune to this vial, you must place a few drops of your
blood into it.

You may use an action to activate this item. Once ac-
tivated, your blood becomes venomous to others for one
hour. You gain 5 temporary hit points for the duration. If a
creature hits you with a melee attack while you have these
hit points, the creature takes 5 poison damage. You must
complete a long rest before using this item again.

TREASURE

In addition to his equipment, Kerym carries an elegant coin
purse containing 35 gp, and a spell scroll of enlarge/reduce,
which he typically uses to make transportation of his larger
specimens easier.



KEryM ABRUS IN YOUR GAME

Below are a few suggestions on how you might add Kerym
Abrus to your game.
o A Quest Giver. Kerym is interested in studying a car-
rion crawler and is willing to pay for a specimen to be
brought to him alive.

o A Villain. Kerym has been kidnapping local common-
ers to use as test subjects for his experimentation with a
new poison.

A Minion. A villain has hired Kerym to poison some-
one as part of their larger plan. The characters must stop
him or trace the murder back to him.

o An Ally. Kerym can provide the characters with useful
poisons for a price, or a favor.

KERYM ABRUS
Medium Humanoid (elf), Neutral Evil

Armor Class 12
Hit Points 32 (5d8 + 10)
Speed 30 ft.

STR DEX CON INT WIS CHA
10(+0) 14(+2) 14(+2) 14(+2) 15(+2) 11(+0)

Skills Medicine +4, Nature +4, Perception +6

Damage Resistance poison

Senses darkvision 60 ft., passive Perception 16

Languages Common, Druidic, Elvish

Challenge 3 (700 XP) Proficiency Bonus +2

Fey Ancestry. Kerym has advantage on saving throws against
being charmed, and magic can’t put him to sleep.

Poison Resistance. Kerym has advantage on saving throws
against poison

Spellcasting. Kerym is a 5th-level spellcaster. His spellcasting
ability is Wisdom (spell save DC 12, +4 to hit with spell attacks).
He has the following druid spells prepared:

Cantrips (at will): druidcraft, poison spray, resistance

1st level (4 slots): detect poison and disease, entangle, fog cloud,
thunderwave

2nd level (3 slots): protection from poison, spike growth

3rd level (2 slots): plant growth

ACTIONS

Dagger of Venom. Melee Weapon Attack: +5 to hit, reach 5 ft.,
one target. Hit: 3 (1d6 + 3) piercing damage and must succeed
onaDC 15 Constitution saving throw or take 11 (2d10) poison
damage and become poisoned for 1 minute.

Dart. Ranged Weapon Attack: +4 to hit, range 20/60, one
target. Hit: 5 (1d4 + 2) piercing damage. Kerym carries one dart
poisoned with serpent venom. A creature subjected to this
poison must succeed ona DC 11 Constitution saving throw,
taking 10 (3d6) poison damage on a failed save, or half as much
damage on a successful one.

DAGGER OF VENOM

Weapon (dagger), rare

You gain a +1 bonus to attack and damage rolls made with
this magic weapon.

You can use an action to cause thick, black poison to coat
the blade. The poison remains for 1 minute or until an attack
using this weapon hits a creature. That creature must succeed
on a DC 15 Constitution saving throw or take 2d10 poison
damage and become poisoned for 1 minute. The dagger can't
be used this way again until the next dawn.



KERYM'S LABORATORY

Kerym Abrus keeps a small, private laboratory where he con-
ducts experiments on various natural toxins and their effects.

Basic FEATURES

The laboratory is located in a tidy-looking, unassuming brick
building in a wealthy area. There is one large window on the
front face, but it is covered with a thick black curtain. If the
characters do not have the key Kerym carries, a successful DC
15 Dexterity check using thieves’ tools picks the lock.

ArgA A: LIvING QUARTERS

Kerym’s work for rich nobles has earned him a luxurious home,
but he is often too engrossed in his research to relax there for
long. On these nights, he stays at his lab.

This room contains a green velvet couch with a crumpled
blanket and pillow strewn haphazardly over it, clearly recent-
ly slept on. A tray with the remains of a meal sits on an end
table, along with a book titled A Study on Phase Spiders. There
is a large window covered with a black curtain. Beneath the
window is a magical box that keeps perishables fresh for seven
days. It is not locked, and contains a loaf of wheat bread, four

small chunks of cheese (ettercap cheese), a dozen ripe strawber-
ries, and some sort of liquid-filled organ in a leather pouch. A
successful DC 17 Wisdom (Nature) check identifies the organ
as the venom gland of a giant spider.

There is one door leading out of this room and into the study.

ETTERCAP CHEESE
Wondrous item, uncommon

A pungent yellow cheese with a sharp but pleasant flavor.
When consumed, the eater may either find themselves
slightly hindered as sticky webbing begins oozing from their
pores, or they may gain spider-like benefits.

A creature consuming this cheese must make a DC 12
Constitution saving throw. On a failed save, the creature
can’t use reactions, its speed is halved, and it can’t make
more than one attack on its turn. In addition, the creature
can use either an action or a bonus action on its turn, but not
both. These effects last for 2d10 + 4 hours.

On a successful save, the creature ignores movement
restrictions caused by webbing, and can climb difficult sur-
faces, including upside down on ceilings, without needing to
make an ability check. These effects last for 2d10 + 4 hours.

A StupY ON PHASE SPIDERS
Non-magical, common item

An illustrated, leatherbound book containing information
about phase spiders.

If you spend 48 hours over a period of 6 days, you gain the
following:

You have advantage on Wisdom (Survival) checks to track
phase spiders, as well as on Intelligence checks to recall
information about them.

ARrgA B: STUDY

The door leading out of the living quarters and into the study is
locked and trapped. A DC 12 Dexterity check using thieves’
tools opens the lock. A successful DC 14 Wisdom (Percep-
tion) check reveals a trap that will trigger when the door
is opened, emitting a puff of noxious gas. The creature that
opened the door must succeed a DC 13 Constitution saving
throw or take 2d10 poison damage and lose their voice for
1d10 hours. The trap can be disarmed without a roll if noticed.
Inside the study, characters find Kerym’s desk, an over-

stuffed bookshelf, and a glass-fronted case. Atop Kerym's
immaculately clean desk is a stack of blank parchment and a
black quill and inkpot. The quill is a quill of illusory script. In
Kerym’s desk are neatly filed records of hundreds of scientific
tests. There is also a ledger of clients and payments. The names
are written in illusory script.

QuiLL oF ILLUSORY SCRIPT

Wondrous item, uncommon

This quill is fashioned from a peacocK’s feather.

The quill has one charge. You may expend the charge to
cast the illusory script spell. An expended charge is regained
at dawn after ten days.
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The bookshelf is full of books neatly sorted by topic: books
about poisons, books about anatomy and medicine, and books
about various types of beasts and monsters. The glass case
contains rows of vials containing various liquids, each metic-
ulously labeled. The case is magically warded, and can only be
dispelled by a successful DC 18 Intelligence (Arcana) check.
If the dispel attempt fails or the case is breached without dis-
pelling the ward, the case fills instantly with thick fog and all its
contents are neutralized. If the ward is successfully dispelled,
the case yields a jar of restorative ointment and one vial each of
the following poisons:

o Drow poison

«  Wyvern poison
+ Midnight tears

There is a door leading from the study into the test cham-
ber. It is not locked or trapped.

AReA C: TEST CHAMBER

The test chamber is a pristine, whitewashed room. The walls
are lined in locked cages of various sizes, requiring a success-
ful DC 14 Dexterity check using thieves’ tools to open. On
a failed attempt, the creature inside the cage makes a melee
attack against the character. Many of the cages contain living
beasts and insects. Some of these creatures are poisonous

or venomous and are being studied, while others have had
poisons applied to them and are being observed. Each cage is
paired with careful documenta-
tion of what creature it contains
and what is being done to it.

In the center of the room is a
gleaming metal table.




Cage Creature Information

1  Poisonous Snake Mixing antidote with its food
to seeif doing so negates the
creature's poison.
2 Giant Wolf Spider Removed the venom gland.
Will add healing potion to the
gland and reattach to see if the
creature starts producing a
healing venom.
3 Ettercap Making cheese from the
creature's milk has been very
successful. Theory is that
ingesting the cheese will pass
along the creature's ability to
walk on webs to the consumer.
4  Cockatrice Attempting to decipher how
the creature's bite turns
creatures to stone. Very
hostile. Stuck its head through
the enclosure and bit its
neighbor.

Hippogriff
6  Blight Toadling

See notes for cage 4.
Successful merger of a
troglodyte and a giant toad!

EXPERIMENT OUTCOMES (NOT PLAYER INFORMATION)
o Cage 1: The experiment has had an adverse effect, in-
creasing the snakes poison damage to 10 (3d6).

« Cage 2: The experiment is in progress. A large, stitched
wound is seen on the creature.

o Cage 3: Somewhat successful. See Ettercap Cheese item.
o Cage 4: It’s just a live cockatrice.
o Cage 5: The cockatrice bit the hippogriff.

« Cage 6: This cage contains the blight toadling: a hal-
fling-sized creature with bright green skin and bulbous
red eyes. A successful DC 16 Wisdom (Perception)
check, or DC 14 Intelligence (Investigation) check
reveals that this particular cage is not locked. The blight
toadling attempts to wait long enough for the characters
to get comfortable, and then leaps out of the cage with a
surprise attack.

BLIGHT TOADLING
Medium Monstrosity, Neutral Evil

Armor Class 12 (natural armor)
Hit Points 13 (2d8 + 4)
Speed 30 ft.

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

Skills Stealth +2
Senses darkvision 60 ft., passive Perception 10
Languages —

Challenge 1/2 (100 XP) Proficiency Bonus +2

Amphibious. The blight toadling can breathe air and water.

Standing Leap. The blight toadling can long jump up to 20 feet
and high jump up to 10 feet, with or without a running start.

Slippery. Attempts to grapple or physically restrain the blight
toadling are made with disadvantage.

ACTIONS

Multiattack. The blight toadling makes two attacks: one with its
bite and one with its claws.

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

Claw. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit:
4 (1d4 + 2) slashing damage plus 3 (1d6) acid damage.

Noxious Cloud (Recharge 4-6). The blight toadling releases a
15-foot sphere of noxious gas that lasts until the end of the
creature's next turn. Any creature other than a blight toadling
that starts its turn within this sphere must succeed ona DC 12
Constitution saving throw or be poisoned until the start of the
creature's next turn. On a successful saving throw, the creature
is immune to the noxious cloud for 1 hour.

REACTIONS

Blight Mucus. In response to being hit with a melee attack, the
blight toadling spits acidic mucus at its attacker if they are within
5 feet of it. The target must make a DC 14 Constitution saving
throw, taking 5 (1d10) acid damage on a failed saving throw, or
half as much damage on a successful one.
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ENCOUNTERS INTHE
SAVAGE/UNDE?RDARK

Expand your game with this collection of subterranean encounters
and mini-adventures for the world's greatest roleplaying game

A maddening adventure for the
world’s greatest roleplaying game

REMLEY FARR ¢ JEFF C. STEVENS

ENCOUNTERS ON THE
SAVAGE SEAS

Expand your game with this collection of nautical-themed mini-adventures,
creatures, and magic items for the world's greatest roleplaying game



https://www.dmsguild.com/product/348700/Adventures-from-the-Potbellied-Kobold-15-Adventures-for-5E?affiliate_id=3019816
https://www.dmsguild.com/product/254939/The-Madhouse-of-Tashas-Kiss--Adventure?affiliate_id=3019816
https://www.dmsguild.com/product/303303/Encounters-in-the-Savage-Underdark?affiliate_id=3019816
https://www.dmsguild.com/product/270757/Encounters-on-the-Savage-Seas?affiliate_id=3019816

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
anotice 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, Inc. System Reference Document 5.0 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.

All other material Copyright ©2021 Jeff Stevens Games.
END OF LICENSE

Virtual Tabletop Tokens

Copyright © 2014-2021 Roll Advantage. The Token Stamp borders are licensed
under the Creative Commons Attribution 4.0 International License.

Jeff Stevens Games

Jeff C. Stevens, Jeff Stevens Games, The Potbellied Kobold, the 5E and their
associated logos are trademarks of Jeff Stevens Games LLC.

Product Identity: The following items are hereby identified as Product Identity, as
defined in the Open Game License version 1.0a, Section 1(e), and are not Open
Content: All trademarks, registered trademarks, proper names (characters, place
names, new deities, etc.), dialogue, plots, story elements, locations, characters,
artwork, graphics, sidebars, and trade dress. (Elements that have previously been
designated as Open Game Content are not included in this declaration.)

Open Game Content: This supplement contains no Open Game Content.



