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Located on the left bank of the river Vyr lie the wetlands, a dark and sinister place shunned by thamaryans and other folks. Few 
creatures survive in this harsh and dangerous environment which constantly devours all the unfortunate that wander inside.
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INTRODUCTION

INTRODUCTION

RUNNING THE ADVENTURE

STORY OVERVIEW

ADVENTURE HOOKS

CHARACTERISTICS OF THE 

WETLANDS

ABOUT YOKANNO

ABOUT THE WILD HUPPUS

ABOUT THE WET LANDS

Welcome to The Mercenaries, a 5e compatible one-
shot RPG adventure by Cast n Play. 

Curiosity. A giant fireball in the dead of night? 
What is it? 
Moaning. Piercing the silence, a series of 
laments originate from the center of the wetlands.    
   Is it someone in need of help?
Profit. Whatever fell from the sky is probably 
valuable. “We can sell it!”

For this adventure consider the following charac-
ter hooks: 

The wetlands are hazardous, with a mixture 
of darkness, fog, and ravenous creatures. The 
ground can change from solid to liquid instantly, 
and poisonous fumes are not uncommon. The 
wetlands have also been used by criminal groups 
or individuals who want to hide their activities 
from prying eyes.
   Some of the wetlands’ characteristics are:

The Mercenaries is a 5e adventure meant for four 
to five player 4th-5th level characters. The adven-
ture takes place in the notorious wetlands.   

· Fun is the ultimate goal. Never forget that.
· As a Game Master, you know your players better 
than anyone. Make your decisions accordingly.
· You have the last word. This adventure is a 
guide, but you can improvise as you see fit.

The Mercenaries plot is as follows:

· In the outer reaches of Wildspace, the spell-
jammer Saragoss is brutally attacked by the Wild 
Huppus, a ruthless band of mercenaries hired 
to eliminate Yokanno, an astral elf noble of the 
meteor-city of Watanab.
·Yokanno has the deciding vote on Watanab’s next 
ruler, which is why the opposing faction wants her 
gone.
·The crew of the Saragoss managed to maneuver 
into a nearby planet.
·As the PCs are returning from a fruitless ex-
pedition, they will see a giant fireball in the sky 
crash into the wetlands. It is the Saragoss that has 
crash-landed. 
·The PCs will find Yokanno amongst the debris. 
She will offer the party gold and their own spell-
jammer if they can take her to Thamarya.
·The Wild Huppus will send a detachment to fin-
ish the job, and get proof that their contract has 
been fulfilled. The mercenaries are also famed for 
not leaving any witnesses.
·The PCs will have to find a way through the 
wetlands to take the elf to Thamarya while being 
pursued by the deadly huppus mercenaries.

· A constant bank of thick fog known as the Dead’s 
Breath covers many sections of the wetlands.  All 
Perception checks that rely on sight and ranged 
attacks are done with disadvantage.
· Eerie gusts of winds.
· Remains of fishermen, explorers, and unlucky 
travelers can be found almost everywhere.
· Because of the density of the plants, a creature 
sinks faster in the wetlands than in regular water.

A noble from the meteor-city of Watanab, she 
is an astral elf whose vote will decide which fac-
tion gets to govern the city for the next 10 years. 
Yokanno has been very vocal about whom she is 
supporting, something that vexed an opposing 
faction which want her gone since, without her 
vote, they get to retain power. Yokanno and her 
crew were on her spelljammer the Saragoss when 
they were attacked by the Wild Huppus. Yokanno 
knows she underestimated her opponents as she 
never believed they would actually try to murder a 
member of the government.

A legendary band of hippo-like mercenaries of 
the multiverse. They are renowned for their ef-
ficiency and brutality. Their leader is Major Von 
Berlich, a veteran of numerous wars and a famous 
bounty hunter in his youth. They were hired to 
terminate the astral elf noble.
   The mercenaries are incredibly organized and 
disciplined; they will behave professionally at all 
times. However, this is also one of their weakness-
es, for they underestimate anyone who doesn’t 
possess military discipline.
   The mercenaries will search for the noble to 
ensure she is dead, and they will kill any witnesses, 
regardless of whether they help her or not.

Although groups of fishermen and some adven-
turers are known to explore the region using small 
boats, many are never seen again. Treacherous 
waters, thick fog, and unknown creatures are 
common occurrences in the area. The Saragoss 
crashed in one of the most isolated parts of the 
wetlands, one famous for all who enter there are 
never seen again.



D4 Event

1

Stinking Moor. Sections of the moor have black 
and polluted puddles which spew gasses. PCs must 
succeed on a DC 12 Constitution saving throw or 
become poisoned for 2 hours.

2

Covered Pit. A covered pit with a radius of 40 
feet left by criminals. A successful DC 14 Wisdom 
(Perception) check is needed to spot the trap. Any 
creature that falls inside takes 2d8 piercing damage 
from the spikes inside the pit.

3

Deathly Winds. A strong gust of wind strikes the 
area. All creatures must roll a successful DC 14 
Dexterity (Acrobatics) saving throw or be knocked 
over and become prone.

4

Something Glitters. PCs come across an aban-
doned pack covered in blood. Inside are two healing 
potions, 50 gp, and two spell scrolls: inflict wounds, and 
fireball.
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PROLOGUE

THE FALLING OBJECT

THE DEBRIS

Use the table below to add some events to raise the 
tension and ambiance:

The PCs find themselves on a path that bor-
ders the wetlands where the massive ball of fire 
crashed. For brief moments, the cold that had 
governed was beaten away by heat, which now 
recedes. The crash site is inside the wetlands, not 
too far from where the party is. It is clear that it 
wasn’t a creature or magic, but it could be valu-
able.

Pieces of the Saragoss are littered on the way to-
ward the site. They are made of wood. Further into 
the wetlands, the party will come across a glittering 
plate made of bronze with a single word written on 
it: “Saragoss.”
Development. After discovering the plate, a grenade 
will fall between the party, followed by the Wild 
Huppus’ warcry as three of them descend on para-
chutes towards the PCs. The grenade will explode 
after.
Creatures. One huppus warrior, one huppus 
juggernaut, and one huppus guide will land and 
start fighting the PCs. The mercenaries will attack 
any stranger they see, for it’s part of Wild Huppus’ 
policy to leave no witnesses behind.
   During combat, one of them screams that “the 
elf must be found and terminated”.
Treasure. Six starsilver coins worth 15 gp each, one 
potion of fire breathing, one dust of sneezing and choking, and 
one musket.
Aftermath. The mercenaries will fight to the death, 
but not before sending a flare to alert their allies. 
Amongst the debris, the party will spot Yokanno, 
the elf who will be regaining consciousness at that 
point. She will look at one of the huppus and shake 
her head.

PROLOGUE

The cold northern winds lift your cloaks as owls coo in 
the distance on this damp and freezing night. The path is 
lonely as most people avoid being this close to the wetlands 
when dark.
The sky is so cloudy that not a single star is visible. Sud-
denly, from out of nowhere, a bright orange blast fills the 
heavens. You raise your heads and see a ball of fire falling 
from the sky and cutting it in two. The ball gets closer and 
you begin to feel warmer as a sudden heat shoves away the 
cold.
   The ball flies past you, quickly followed by a loud blast, 
and a tremor that makes you lose your footing.

“The Wild Huppus. They are space mercenaries, brutal 
and bloodthirsty. Now that you killed one of them, your 
life is as good as forfeit”

Wetland Events
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THE CONTRACT/THE HEART OF THE WETLANDS

The fog lifts, and the air is more breathable. You turn 
back and see the fog behind you, still like a wall. The 
sound of the huppus’ screams and gunshots thunder in 
the area. You have dodged them, but you are still not safe.   
   However, the discreet whispers of running water can be 
heard up ahead. It could be a river.

Yokanno, the elf, will narrate how the mercenar-
ies attacked her ship, the Sargoss, as it crossed the 
Astral Sea toward a vital election. Her vote decides 
who the next ruler of her homeworld will be. The 
rest of the crew were killed, but she managed to 
steer the ship towards this realm. She meant to 
land close to Thamarya but missed. She finishes 
by giving them 200 gp and promising them that if 
they escort her to Thamarya, where there’s some 
of her people, she will give them a flying ship of 
their own. 

The only close city is Thamarya, where the PCs 
were heading before they saw the fireball. Howev-
er, returning the way they came is not an option 
for the party, with numerous lanterns visible in 
the distance. These belong to a larger contin-
gent of Wild Huppus who are searching for their 
comrades and their target. The most viable option 
is to proceed further into the wetlands, find and 
follow one of the tributary rivers to the great Vyr 
river that leads to the city.

THE CONTRACT

THE HEART OF THE WET-
LANDS

THE DEAD´S BREATH
After half an hour of travel,  the thick fog which 
covered the ground starts to rise and envelop the 
entire area, limiting sight to 10 feet. This fog is 
known as the Dead’s Breath and remains a mys-
tery to many scholars because it cannot be lifted 
or removed by magic, and it behaves and moves in 
abnormal patterns.
   Spells like detect magic or detect good and evil are incon-
clusive, with all results saying yes but emanating 
from all directions.
   As soon as the fog has settled in, a successful DC 
13 Wisdom (Perception) check reveals the voices of 
Wild Huppus coming from numerous directions. 
Like the party, they are inside the fog and looking 
for them. The huppus will be commenting how 
they shall annihilate the people that killed their 
brothers in arms, and other vicious and violent 
comments. They are shooting blindly and in all 
directions because “That’s how The Wild Huppus 
do it.” 
Development. The PCs have to move across the 
fog and avoid being spotted. Have the party do 
three DC 12 Dexterity (Stealth) group checks. 
For every failure, have all the PCs make a DC 13 
Dexterity saving throw. On a failed save, that PC 
receives 1d12 +2 piercing damage from a stray 
bullet. If the party fails all three group checks, 
they will be found by one huppus shipmate, who 
will attack them. If the party succeeds in all three 
group checks, they find a chest with the following 
items: 3 Greater healing potions, a scroll of lightning arrow, 
and one scroll of control water.

ROLEPLAYING YOKANNO
Yokanno is a veteran politician from one of the 
wealthiest families in her realm. Shrewd, a realist, 
she believes in equality and that the old guard needs 
to retire, and bring in a new era. She will speak lit-
tle, burdened by the danger that the Wild Huppus 
represent, and the fact that she must return home 
as soon as possible. Yokanno will sound serious 
when speaking of the mercenaries, and inform the 
PCs that they shall not be allowed to live because 
they have the policy of not leaving any loose ends or 
witnesses. She is not good at fighting, but she will 
provide healing when possible. She will never lose 
the fact that she is the client, and the party must 
protect her.
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THE HEART OF THE WETLANDS

Ahead lies the mighty city of Thamarya, its towers and port 
in the distance. However, you notice three boats sailing 
towards you. You recognise the bulking shape of huppus 
on them.
   From behind, you hear loud and coarse singing coming 
from two other boats. You are completely surrounded.

“I congratulate you, brave adventurers. It is most unusual 
for The Wild Huppus to suffer so many losses. However, 
what’s done is done, and we must look to the future. You 
are surrounded and outnumbered. Hand over the elf, and 
you shall be allowed to leave. Don’t hand her over, well, 
you can imagine.”

Development. The riverboats have no oars, just a 
small sail and a rudder controlled by a lever at the 
back. One boat carrying Wild Huppus will appear 
behind and start attacking the party. There are 
two ways to win this combat. The first is by sinking 
the mercenaries’ boat or killing the huppus. The 
second is to outrun the pursuers for more than 
three turns. This is accomplished by protecting the 
PC operating the lever from receiving harm, and by 
that PC succeeding three consecutive DC 12 Dex-
terity (Sleight of Hand) checks (one each turn). 
Creatures. Onboard the boat are one huppus ship-
mate, one huppus juggernaut and one huppus 
bard. The mercenaries will focus on attacking the 
party, especially Yokanno if she’s not in cover or 
protected by one of the PCs. The huppus’ boat has 
AC 11 and 80 hp.
Aftermath. The river disgorges into the Vyr close to 
Thamarya, its lights and towers visible. The party is 
close to reaching its goal.

THE TRIBUTARY RIVER THE SHOWDOWN

ON PURSUIT

The surroundings change as the solid ground 
becomes muddier and with more puddles. Hid-
den behind a wall of cordgrass lies the river, whose 
cold waters are 12 ft. deep. Discreetly amongst the 
cordgrass is a small pier with a couple of river-
boats.    
   The river flows towards the Vyr, so the PCs can 
just follow the water on one of the boats. Land 
travel is almost impossible in this area because of 
the mud, lack of solid ground, and other potential 
dangers.
   As soon as the PCs get on the boat, one huppus 
daggermaster (who was hiding underwater) will 
throw a special poisoned dagger and hit Yokanno, 
who will collapse and start to die. The daggermas-
ter will be supported by a huppus shipmate. The 
poison cannot be cured, not even with magic.

As soon as the combat is over read the following 
out loud:

The boats carry numerous mercenaries, including 
Ebben von Beck, the Wild Huppus’ third in com-
mand. She will step to the front of one of the boats 
and introduce herself.

If the party decides to hand her over, one of the 
boats will couple with theirs, and three huppus 
shipmates will board. One of them shall pick 
Yokanno and take her while the other two stand 
watch. Once the elf is on board the other ship, 
Ebben von Beck shall give the order, and all the 
boats and huppus will open fire. This results in 
a Total Party Kill. The Wild Huppus never leave 
witnesses.
   However, if the party refuses to hand her over, 
and tries to make a run for it, fight back or resist, 
a colossal explosion will immediately destroy two 
enemy ships. 
   Floating in the sky above the boats is a large red 
spelljammer crewed by Yokanno’s people, who pro-
ceed to pick off the Wild Huppus from above.

Yokanno is cold. She lifts her hand and feebly whispers: 
“There’s no remedy for this poison in this world. My con-
tacts in Thamarya, they will know how to…”
   The elf falls unconscious again. Time is of the essence.

After three minutes on the boa, the calm waters pick up; 
with the current becoming more vigorous, and the river 
turning into rapids.



D4 Event

1

Ricochet Fire. Bullets and projectiles hail from all 
directions as the elves combat the mercenaries.
All creatures must roll a successful DC 12 Dexterity 
(Acrobatics) or take 1d12 +2 piercing damage.

2

Freak Gale. A gust of wind strikes the river, sway-
ing the ropes with such strength that the PCs swing 
violently from side to side. All PCs must roll a d20. 
The one with the lowest result loses one important 
item chosen by the GM.

3

Flaming Ropes. Fiery projectiles swoosh in all 
directions. Each PC must choose between odd or 
even and then roll a d6. If the result doesn’t match 
their choice, the rope they are climbing catches 
fire, and they must jump to an adjacent one. The 
PC must roll a successful DC 14 Dexterity (Acro-
batics) check or fail the jump and take 1d8 blud-
geoning damage from the fall.

4
Lucky. “One huppus manages to hit an elf, whose 
body falls from the ship and just misses you by less 
than an inch.”

D4 Event

1

Ricochet Fire. Bullets and projectiles hail from all 
directions as the elves combat the mercenaries.
All creatures must roll a successful DC 12 Dexterity 
(Acrobatics) or take 1d12 +2 piercing damage.

2

Freak Gale. A gust of wind strikes the river, sway-
ing the ropes with such strength that the PCs swing 
violently from side to side. All PCs must roll a d20. 
The one with the lowest result loses one important 
item chosen by the GM.

3

Flaming Ropes. Fiery projectiles swoosh in all 
directions. Each PC must choose between odd or 
even and then roll a d6. If the result doesn’t match 
their choice, the rope they are climbing catches 
fire, and they must jump to an adjacent one. The 
PC must roll a successful DC 14 Dexterity (Acro-
batics) check or fail the jump and take 1d8 blud-
geoning damage from the fall.

4
Lucky. “One huppus manages to hit an elf, whose 
body falls from the ship and just misses you by less 
than an inch.”

6

THE HEART OF THE WETLANDS / EPILOGUE

“My name is Lothar Qalthin, 1st Lieutenant of the Bar-
baross, one of the finest ships in the Watanab navy. We are 
here to rescue Baroness Yokanno.”

A bright flash is followed by a deafening explosion. Body 
parts of huppus land in your boat as the smell of gunpow-
der engulfs the area.
   You hear another explosion from above and watch as 
another of the mercenaries’ boats is blown to smithereens.    
   Hovering above you is a large red ship.

The elf looks better, with a sign of relief on her face as she 
looks at you from the stretcher and whispers:
   “Now, as for my end of the contract. You shall have 
your flying ship. Be in Thamarya’s main port a fortnight 
from now, and Lieutenant Lothar shall be there with your 
reward.”

While the red ship is pounding the huppus’ boats, 
two elven sailors descend into the party’s boat us-
ing ropes. One of them will rush toward Yokan-
no, injecting her with an unknown serum that 
quickly starts to have an effect as her natural color 
returns. The other elf will address the party.

Lothar shall give a loud whistle, after which ropes 
fall from the flying ship, and he will signal the 
players to start climbing the ropes as he and an-
other elf place Yokanno on a stretcher and tie it 
to some ropes. It takes the party the same number 
of turns as there are party members to accomplish 
the climb. For each one of those turns, have one 
different player, roll a d4 and use the table below 
to determine what happens:

Yokanno is already on the deck along with the two 
elves by the time the PCs reach the ships.
Most of The Wild Huppus have been killed, and 
a few are retreating. Yokanno, meanwhile, signals 
the party to approach her.

EPILOGUE
The red ship will drop the party off in Thamarya 
before it rises into the heavens and heads toward 
the stars.

Milestone. All surviving players gain one more 
level.

WHAT´S NEXT?
Yokanno said that she would get the party their own 
spelljammer, giving them access to space and other 
worlds.

· Will the Wild Huppus avenge their fallen com-
rades?
· Will Yokanno make it back in time for the elec-
tion?
· Is Yokanno’s world similar?
· How many other worlds are there?

Wetland Events



STR DEX CON INT WIS CHA

18 (+4) 14 (+2) 17 (+3) 12 (+1) 12 (+1) 10 (+0)
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APPENDIX A

APPENDIX  A:
NPCS AND MONSTERS

HUPPUS WARRIOR

Armor Class   12
Hit Points   40 (10d8+20)
Speed   30 ft., swim 30ft.

Medium Humanoid, Neutral

Firearms Knowledge.   The huppus’ mastery of its weapons enables it to ignore the 
loading property of any firearm. 

Headfirst Charge.   The huppus can try to knock a creature over;  if the huppus 
moves at least 20 feet in a straight line and ends within 5 feet of a Large or smaller 
creature, that creature must succeed on a DC Strength saving throw or take 7 (2d6) 
bludgeoning damage and be knocked prone.

Multiattack.   The huppus makes two axe attacks.

Battleaxe.   Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 8
(1d8 + 4) slashing damage.

Force Grenade.   The huppus throws a grenade up to 60 feet, and the grenade 
explodes in a 20-foot-radius sphere. Each creature in that area must make a DC 15 
Dexterity saving throw, taking 13 (5d6) force damage on a failed save, or half as 
much damage on a successful one. After the huppus throws the grenade, roll a d6; 
on a roll of 4 or lower, the giff has no more grenades to throw.

ACTIONS

Senses  Passive Perception 11
Languages  Common
Challenge 3  (700 XP)

Huppus
Warrior
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APPENDIX A

HUPPUS JUGGERNAUT HUPPUS GUIDE

Armor Class   16 (Natural Armor)
Hit Points   50 (10d8+20)
Speed   30 ft., swim 30ft.

Armor Class   12
Hit Points   35 (10d8+20)
Speed   30 ft., swim 30ft.

Medium Humanoid, Neutral Medium Humanoid, Neutral

Firearms Knowledge.   The huppus’ mastery of its weapons enables it to ignore the 
loading property of any firearm.

Headfirst Charge.   The huppus can try to knock a creature over;  if the huppus 
moves at least 20 feet in a straight line and ends within 5 feet of a Large or smaller 
creature, that creature must succeed on a DC Strength saving throw or take 7 (2d6) 
bludgeoning damage and be knocked prone.

Siege Monster.   The huppus deals double damage to objects and structures.

Firearms Knowledge.   The huppus’ mastery of its weapons enables it to ignore the 
loading property of any firearm. 

Keen Hearing and Sight.   The Huppus has advantage on Wisdom (Perception) 
checks that rely on hearing and sight.

Multiattack.   The huppus makes two Longsword or Musket attacks.

Greatsword.   Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 15 
(3d6 + 5) slashing damage.

Musket.   Range Weapon Attack: +4 to hit, reach 40/120 ft., one target. Hit: 8 
(1d12 + 2) piercing damage.

Multiattack.   The huppus makes two Longsword or Musket attacks.

Longsword.   Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 8
(1d8 + 4) slashing damage.

Musket.   Range Weapon Attack: +4 to hit, reach 40/120 ft., one target. Hit: 8 
(1d12 + 2) piercing damage.

ACTIONS

ACTIONS

Saving Throws  Str +6
Senses  Passive Perception 14
Languages  Common
Challenge 3  (700 XP)

Skills  Nature +4, Perception +5, Stealth +6
Senses  Passive Perception 15
Languages  Common
Challenge 3  (700 XP)

Huppus
Juggernaut
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APPENDIX A

HUPPUS SHIPMATE

Armor Class   12 (Natural Armor)
Hit Points   33 (8d8+20)
Speed   30 ft., swim 30ft.

Medium Humanoid, Neutral

Firearms Knowledge.   The huppus’ mastery of its weapons enables it to ignore the 
loading property of any firearm.

Steady as She Goes.   On the deck of a ship, the huppus has advantage on ability 
checks and saving throws made against effects that would knock it prone or shove 
it overboard.

Multiattack.   The huppus makes two Longsword or Musket attacks.

Longsword.   Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 8 (1d8 
+ 4) slashing damage.

Musket.   Range Weapon Attack: +4 to hit, reach 40/120 ft., one target. Hit: 8 
(1d12 + 2) piercing damage.

Force Grenade.   The huppus  throws a grenade up to 60 feet, and the grenade 
explodes in a 20-foot-radius sphere. Each creature in that area must make a DC 15 
Dexterity saving throw, taking 13 (5d6) force damage on a failed save, or half as 
much damage on a successful one. After the huppus throws the grenade, roll a d6; 
on a roll of 4 or lower, the huppus has no more grenades to throw.

ACTIONS

Senses  Passive Perception 11
Languages  Common
Challenge 3  (700 XP)

HUPPUS DAGGERMASTER

Armor Class   12
Hit Points   35 (10d8+20)
Speed   30 ft., swim 30ft.

Medium Humanoid, Neutral

Firearms Knowledge.   The huppus’ mastery of its weapons enables it to ignore the 
loading property of any firearm. 

Cunning Action.   On each of its turns, the huppus can use a bonus action to take 
the Dash, Disengage, or Hide Action.

Multiattack.   The huppus makes two Longsword or Musket attacks.

Dagger.   Melee or ranged Weapon Attack: +6 to hit, reach 5 ft., or range 20/60 
ft.,  one target. Hit: 6 (1d4 + 4) slashing damage.

Force Grenade.   The huppus  throws a grenade up to 60 feet, and the grenade 
explodes in a 20-foot-radius sphere. Each creature in that area must make a DC 15 
Dexterity saving throw, taking 13 (5d6) force damage on a failed save, or half as 
much damage on a successful one. After the huppus throws the grenade, roll a d6; 
on a roll of 4 or lower, the huppus has no more grenades to throw.

ACTIONS

Skills  Nature +4, Perception +5, Stealth +6
Senses  Passive Perception 15
Languages  Common
Challenge 3  (700 XP)

Huppus
Shipmate
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APPENDIX A

YOKANNOHUPPUS BARD

Armor Class   18 (Armor)
Hit Points   45
Speed   30 ft., swim 30ft.

Armor Class   12
Hit Points   40 (10d8+20)
Speed   30 ft., swim 30ft.

Medium Humanoid, NeutralMedium Humanoid, Neutral

Spellcasting Ability.   Yokanno is a 6th-level spellcaster. Its spellcasting ability is 
Wisdom (spell save DC 15, + 7 to hit with spell attacks). Yokanno has the following 
spells prepared:

Cantrips (at will): mending, spare the dying, dancing lights
1 st level (4 slots): healing word, bless, cure wounds
2nd level (3 slots): prayer of healing, lesser restoration
3rd level (3 slots): revivify, mass healing word

Firearms Knowledge.   The huppus’ mastery of its weapons enables it to ignore the 
loading property of any firearm. 

Magic Lute.   The huppus plays its lute and chooses one of the following magical 
effects: a charming melody, a frightening strain, or a gentle lullaby. Any creature 
within 60 feet of the huppus that can hear the lute must succeed on a DC 14 
Wisdom saving throw or be affected. An affected creature can repeat the saving 
throw at the end of each of its turns, ending the effect on itself on a success. If the 
saving throw is successful or the effect ends for it, the creature is immune to the lute 
for the next 24 hours.
Charming Melody. The target is charmed by the huppus for one minute. If the hup-
pus or any of its companions harms the target, the effect on it ends immediately.
Frightening Strain. The creature is frightened for 1 minute.
Gentle Lullaby. The creature falls asleep and is unconscious for 1 minute. The effect 
ends if the creature takes damage or if someone takes an action to shake the 
creature awake.

Mace of Smiting.   Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 5 
(1d6 + 2) bludgeoning damage.

Multiattack.   The huppus makes two Longsword or Musket attacks.

Musket.   Range Weapon Attack: +4 to hit, reach 40/120 ft., one target. Hit: 8 
(1d12 + 2) piercing damage.

Force Grenade.   The huppus  throws a grenade up to 60 feet, and the grenade 
explodes in a 20-foot-radius sphere. Each creature in that area must make a DC 15 
Dexterity saving throw, taking 13 (5d6) force damage on a failed save, or half as 
much damage on a successful one. After the huppus throws the grenade, roll a d6; 
on a roll of 4 or lower, the huppus has no more grenades to throw.

ACTIONS

ACTIONS

Saving Throws  Wis +7, Cha +5, Stealth +6
Senses  Dark vision 60 ft., passive Perception 17
Languages  Common, Celestial, Sylvan

Skills  Nature +4, Perception +5, Stealth +6
Senses  Passive Perception 15
Languages  Common
Challenge 3  (700 XP)



Written by Cast n Play | 2022

M. Jerome, Alex Zaragoza, Jos González, Carlos Calleja, Ulises Padilla, Dan Tobe.
Adventure Designers



LEGAL INFORMATION
This product is compliant with the Open Game License and is suitable for use 
with the 5th Edition Rules System.

Cast n Play and their associated logos are trademarks of AZN CAST N 
PLAY, S.A. DE C.V. 
                                                                                                         
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 is not included in this declaration.)

Open Game Content: The Open content in this product includes all the 
rules, spells, and abilities. 

OGL License
Permission to copy, modify and distribute the files collectively known as 
the System Reference Document 5.1 (“SRD5”) is granted solely through 
the use of the Open Gaming License, Version 1.0a. This material is being 
released using the Open Gaming License Version 1.0a and you should read 
and understand the terms of that License before using this material.
 
The text of the Open Gaming License itself is not Open Game Content. 
Instructions on using the License are provided within the License itself. 
The following items are designated Product Identity, as defined in Section 
1(e) of the Open Game License Version 1.0a, and are subject to the 
Conditions set forth in Section 7 of the OGL, and are not Open Content: 
Dungeons & Dragons, D&D, Player’s Handbook, Dungeon Master, Mon-
ster Manual, d20 System, Wizards of the Coast, d20 (when used as a trade-
mark), Forgotten Realms, Faerûn, proper names (including those used in 
the names of Spells or items), places, Underdark, Red Wizard of Thay, the 
City of Union, Heroic Domains of Ysgard, EverChanging Chaos of Limbo, 
Windswept Depths of Pandemonium, Infinite Layers of the Abyss, Tarte-
rian Depths of Carceri, Gray Waste of Hades, Bleak Eternity of Gehenna, 
Nine Hells of Baator, Infernal Battlefield of Acheron, Clockwork Nirvana 
of Mechanus, Peaceable Kingdoms of Arcadia, Seven Mounting Heavens of 
Celestia, Twin Paradises of Bytopia, Blessed Fields of Elysium, Wilderness 
of the Beastlands, Olympian Glades of Arborea, Concordant Domain of 
the Outlands, Sigil, Lady of Pain, Book of Exalted Deeds, Book of Vile 
Darkness, Beholder, gauth, Carrion Crawler, tanar’ri, baatezu, Displacer 
Beast, Githyanki, Githzerai, Mind Flayer, illithid, Umber Hulk, Yuan-ti.
 
All of the rest of the SRD5 is Open Game Content as described in Section 
1(d) of the License. The terms of the Open Gaming License Version 1.0a 
are as follows:
 
OPEN GAME License Version 1.0a The following text is the property of 
Wizards of the Coast, LLC. 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 Materi-
al” means copyrighted material including derivative works and transla-
tions (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, trans-
formed 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 pri-
or 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 ex-
cludes 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, for-
mats, 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 abili-
ties; places, locations, environments, creatures, Equipment, magical or su-
pernatural Abilities or Effects, logos, symbols, or graphic designs; and any 
other trademark or registered trademark clearly identified as Product iden-
tity 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, Distrib-
ute, 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, nonexclusive 
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, inde-
pendent Agreement with the owner of each element of that Product Identity. You 
agree not to indicate compatibility or co-adaptability with any Trademark or Reg-
istered 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 Con-
tent 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 enforce-
able.
 
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, LLC.; 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.

The Mercenaries, 2023, AZN Cast n Play, S.A. DE C.V. All right reserved.


