
Target: Hermione Granger

Hermione Granger is the most gifted witch of her age, a

supremely talented and capable magician who struggled

against oppression in the face of tradition and did her

best to make the world a better place.

She’s charismatic, driven, and decent, which makes

her difficult to corrupt or dissuade - when she sees

injustice she feels the need to attack it and keep

attacking until the problem is dealt with.

That sort of person is always going to attract attention

from people with a vested interest in things remaining

exactly how they are.

Whether it’s her willingness to stand up for house-

elves, giants, centaurs, muggles, or any sort of

oppressed minority, there’s always going to be someone

that will want to see her bound and in chains for the

threat she represents to corrupt bureaucrats, politicians,

and the like who would prefer that things keep going the

way they want them to be.
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Location: Magic School

A magic school where anything can happen!

d6 Result

1 Mobile Walkway! The walkway you are on suddenly begins to
move! Roll 1d2; on a roll of 1 or 2, the walkway now leads
closer to your target, beinging the two of you closer
together. On a roll of 3 or 4, the walkway has sperated the
two of you and now leads to the furthest point on the map
from your target.

2 Haunted Portraits! The portraits are all haunted and the
images in them move. They have line of sight on anyone
that can see them, can talk to one another, and will tell
anyone with magic what they can see. Any magicians can
pass messages to one another, will know if anyone is hidden
on the map and where they are, and have advantage on their
next attack against a target that is in line of sight of the
portraits. The magician must be in line of sight of one or
more of the portraits to benefit.

3 Army For/Against the Dark Arts! 1d4+2 apprentices, as found
on page 259 or Mordenkainen Presents Monsters of the
Multiverse, appear at the exit inbetween the captors and the
potential captive. Roll 1d6; on an even result, they attack the
captors and try to help the captive escape. On an odd result,
they attack the potential captive and ally with the captors.
They retreat if they lose half their numbers, and if both are
ever present they attack one another.

4 Ghost! A ghost attacks whoever is closest to it. Roll 1d4; on
an odd result, it appears closer to the captive. On an even
result, it appears closest to the strongest captor. The ghost
stat block can be found on page 147 of the Monster Manual.
It vanishes after 1d4 rounds.

5 Faculty Member! A faculty member shows up to discover
what all the fuss is about and mostly just wants to be left
alone. It will attack everyone in an effort to get everyone to
be quiet, figuring that it can solve what’s happening later. It
can be persuaded to side with one side or the other. The
faculty member uses the mage stat block as found on page
347 of the Monster Manual.

6 Nothing! Nothing happens this round. That probably won’t
last.

Designed to be used with Chains of the Irkalla, a

suppliment for Fifth Edition.

You can download a copy for free at

https://www.deviantart.com/hunteroperawrites/art/Cha

ins-of-the-Irkalla-Alpha-947801011.

You can find other targets at

https://www.deviantart.com/hunteroperawrites/gallery/

86402401/chains-of-the-irkalla.
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