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🛠️ Custom Hero Integration System with Utopia 
TRPG 
🎴 For Eternal Fusion: Realms Collide – Custom Hero Rules 

✅ Step 1: Character Sheet Compatibility 

Players use the Utopia Basic Character Sheet to create their Hero. 

🌟 HERO CREATION — THE ASCENDED 
PATH (Cinematic Edition) 

“A Hero is not merely summoned — they are remembered.​
 Their deeds shape Realms. Their name becomes Legend.” 

In Eternal Fusion, you may create a Custom Hero using the Utopia Character Sheet format.​
 Each Hero steps onto the battlefield as a Leader of Essence, carrying the identity of their 
Realm, Spirit, and Will. 

 

I. Soulbound Essence — The Cost of Existence 
Every Hero must be formed from Essence and Will.​
 Strength is purchased through HPS — Hero Power Score. 

Attribute Cost in HPS Effect 

HP 1 HPS = +2 HP Vitality & endurance 

Attack (ATK) 1 HPS = +1 ATK Physical strike power 

Defense (DEF) 1 HPS = +1 DEF Damage reduction / 
toughness 

Mana Capacity 1 HPS = +2 Mana Spell potential 

Mana Regeneration 1 HPS = +1 Regen/Turn Sustained magic output 

Speed (Move) 1 HPS = +1 Tile Movement Positioning power 
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Attack Range 1 HPS = +1 Range Tile Reach / battlefield control 

Morale 1 HPS = +1 Morale Army-wide resolve 

Stamina Points 
(SP) 

1 HPS = +1 SP Combat arts, strikes, counters 

Evasion Points 
(EP) 

1 HPS = +1 EP Dodges, shifts, shadow steps 

Begin with 20–80 HPS total.​
 Heroes below 20 are too frail.​
 Heroes above 80 are no longer mortal. 

 

II. The Nine Arcane Essences (Special Essence Identity) 
Your Hero must attune to 1–2 Essence Alignments: 

Essence Meaning Theme 

Balance (Gray) Neutrality & machinery Order, steel, equilibrium 

Nature (Green) Growth, beast, forest Regeneration, vines, 
primal 

Chaos (Red) Fury, destruction Flames, berserk, impact 

Light (White) Purity, angelic harmony Auras, healing, blessings 

Technology (Pink) Aetheric devices Shields, energy constructs 

Consciousness 
(Purple) 

Mind, psionics Spirit force, mindwave 

Void (Black) Shadow, corruption Drain, decay, control 

Water (Blue) Wisdom, memory Flow, freeze, tranquility 

Hive (Violet) Unity, resonance Collective synergy 

Your Hero reflects their chosen Essence in: 

●​ Visual theme​
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●​ Auras​
 

●​ Mana abilities​
 

●​ Faction identity synergy​
 

 

III. The Hero’s Keywords — Marks of Destiny 
“Some are blessed. Some are scarred. All bear a mark.” 

Keyword 
Type 

HPS Cost Examples 

Basic 
Keyword 

+2 HPS 
each 

Flying, Steadfast, Spell Shield, Aura Presence, Holy Guard, 
Overwatch (basic form) 

Rare 
Keyword 

+4 HPS 
each 

Life Aura, Mana Drain Aura, Reflective Ward, Phase Body, 
Divine Presence 

Keywords define who the Hero is in the eyes of the battlefield. 

 

IV. The Hero’s Abilities — Unit Mana Arts 
Your Hero may equip 2–4 Combat Abilities using their Unit Mana Pool. 

Examples: 

●​ Holy Barrier (2 Mana): +2 DEF to self and nearby ally 1 turn.​
 

●​ Aether Sigil Slash (3 Mana): Ignores Armor, +1 Morale if kills.​
 

●​ Mind Pulse (1 Mana): -1 Morale to enemy frontline.​
 

These abilities cost HPS depending on strength, same scale as stats.​
 No ability may cause infinite loops, recursion, or unstoppable lockdown. 
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V. Soul Ascension — ASE Powers (Not Purchased During 
Creation) 
Heroes do not buy ASE abilities during creation. 

They earn ASE through Kills during play and unlock abilities from the Universal ASE Ladder: 

ASE ladder is either the normal ASE ladder or custom made agreed upon ASE ladder 

1 ASE → Tactical Boosts​
 2 ASE → Epic Plays​
 3 ASE → Hero Evolution​
 4–8 ASE → Mythic War-Form​
 9–10 ASE → Final Ascension 

A hero of humble stats may still become a Legend, if they survive. 

 

VI. Summoning the Hero — Essence Gate Cost 
“The greater the legend, the greater the price.” 

Hero HPS 
Total 

Hero Class Summoning Cost Option A 
(Essences) 

Option B (Soul 
Essence) 

20–29 HPS Scout Hero 2 AE + 1 Special Essence 4 Soul Essence 

30–39 HPS Vanguard / Support 3 AE + 1 Special Essence 5 Soul Essence 

40–49 HPS Standard Hero (like 
Caelion) 

4 AE + 2 Special Essence 7 Soul Essence 

50–59 HPS Elite Hero 5 AE + 2 Special Essence 8 Soul Essence 

60–69 HPS Mythic Hero 6 AE + 3 Special Essence 10 Soul Essence 

70–80 HPS Ascended / God-Kin 7 AE + 4 Special Essence 12 Soul Essence 

Summoning cost scales so powerful heroes cannot appear early without economy 
investment. 
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VII. The Final Oath 
A Hero does not begin as a god.​
 A Hero becomes a god by surviving the world. 

Your custom hero enters play as: 

●​ A leader​
 

●​ A symbol​
 

●​ A future legend​
 

Their judgment, victories, and sacrifices​
 will be recorded in the Book of Eternal Realms. 

Write well. Fight well. Ascend well. 

​

📜 — THE HERO’S ASCENT (Custom ASE 
Creation System) 
For those who walk beyond fate and carve their own legend. 

Every Hero holds a spark of the Eternal Flame —​
 but how they ascend is shaped by their deeds, their will, and their legend. 

This page allows players to forge their own Ascension Powers,​
 while remaining balanced with the Sacred ASE Ladder. 

 

⚖ THE LAW OF ASCENSION 
When a Hero slays a worthy foe, they earn ASE (Advanced Soul Essence).​
 ASE is spent to awaken greater forms, blessings, and miracles. 

Custom Ascension Powers may replace any tier of the official ASE ladder. 

Yet power must remain measured, or legends become tyrants. 

Thus, each Ascension Power is weighed by the Hero’s Soul Weight: 
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🔱 The Soul Weight Table (PP — Power Points) 
Each effect has a Weight.​
 Combine effects — the sum must not exceed the tier limit. 

Effect Soul Weight (PP) Notes 

+1 Permanent Stat 1 PP ATK, DEF, SPD, Morale, EP, SP 

+2 Temporary Buff (1 turn) 1 PP Rage, Guard, Burst 

Heal 2 HP 1 PP Self or Ally 

Cleanse 1 Debuff 1 PP Purity of Spirit 

Move +1 Line (this turn) 1 PP Windstep 

AoE Buff (affects multiple allies) PP × 2 Blessing spreads through ranks 

Damage (non-piercing) 2 PP per 3 dmg Strike of Might 

Piercing / Ignore DEF +50% PP Strike of Truth 

Silence / Stun / Root / Prevent 
Attack 

3 PP per unit Lockdown of Fate 

Revive an Elite unit 4 PP Breath Returned 

Permanent Army-Wide Buff 6–12 PP Banner of Ages 

Reality / Terrain / Realm Change Varies 8–16 PP The World Bends 

 

🔺 ASE Tier → Maximum Allowed Soul Weight 
ASE Tier Max PP Legend Emerges As… 

1 ASE 2 PP First Steps of Awakening 

2 ASE 4 PP Hero’s Resolve Revealed 

3 ASE 6 PP The Hero Distinguishes Themselves 

4 ASE 8 PP A Banner Rises Over the Battlefield 
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5 ASE 10 PP The Army Marches Behind the 
Name 

6 ASE 12 PP Echoes of Myth Stir 

7 ASE 14 PP The World Takes Notice 

8 ASE 16 PP A Legend Reshapes Reality 

9 ASE 20 PP Cataclysm Trembles in the Air 

10 ASE 25+ PP The Hero Ascends Beyond Mortality 

 

🖋 How to Forge a Custom Ascension Power 
1.​ Choose which Tier you are designing (1–10 ASE).​

 
2.​ You receive PP equal to the Tier cap.​

 
3.​ Select effects from the Soul Weight Table.​

 
4.​ Total PP must stay within the cap.​

 
5.​ Name the Ascension — make it legendary.​

 
6.​ Write 1–3 poetic lines describing its manifestation.​

 

 

📚 Examples (For Inspiration) 

🌒 1 ASE — Whisper of Steel (2 PP) 

+1 ATK (1 PP)​
 Cleanse Hero (1 PP) 

“A quiet breath. The blade remembers its purpose.” 

 

🔥 3 ASE — Ember-Crowned Champion (6 PP) 
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+2 ATK permanently (2 PP + 2 PP = 4 PP AoE ×2 for self permanent scaling)​
 Heal 2 HP (1 PP)​
 +1 Morale (1 PP) 

“Where they stand, others find courage.” 

 

🌅 5 ASE — Dawn of the Phoenix Legion (10 PP) 

Revive 2 fallen Elites at 50% HP (8 PP)​
 Each revived gains +1 SPD (1 PP)​
 Each revived gains +1 ATK (1 PP) 

“Burned to ash, they rise once more, winged in flame and oath.” 

 

🌌 8 ASE — The World-Blooming Crown (16 PP) 

All allies gain +1 ATK (4 PP AoE)​
 All allies gain +1 DEF (4 PP AoE)​
 Terrain shifts to Hero’s Element Realm (8 PP) 

“The land itself kneels, remembering its true king.” 

 

💠 Final Word 
“Power without balance is destruction.​
 Balance without power is insignificance.​
 Ascension is the path between.” 

You now hold the quill of destiny.​
 Write legends.​
 

​
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Custom King Abilities optional 

👑 PAGE 10 — THE CROWN OF 
COMMAND 
Where a King does not merely lead — he shapes the fate of armies. 

The King is not balanced like ordinary Heroes.​
 He is the banner, the morale, the heart of the Realm. 

Therefore, his abilities are not personal techniques —​
 they are Royal Decrees that move entire formations, the battlefield, and the rhythm of war. 

Custom King Abilities must reflect: 

●​ Command, not dueling.​
 

●​ Influence, not personal damage.​
 

●​ Morale, positioning, supply, and rallying effects.​
 

To ensure balance across factions, we measure Royal Abilities using: 

 

⚖ The Royal Authority Scale (PP — Power Points) 
Effect Soul Weight 

(PP) 
Notes 

+1 ATK / +1 DEF buff to 1 unit (1 turn) 1 PP Basic War Order 

+1 ATK / +1 DEF to a Line (all units in 1 Line, 
1 turn) 

4 PP Influence spreads 

+1 ATK / +1 DEF Army-Wide (1 turn) 8 PP Rally of a Kingdom 

+1 Morale to 1 unit / hero 1 PP Renew resolve 

+1 Morale to 1 Line 3 PP Inspired chant 
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+1 Morale Army-Wide 6 PP Banner Raised 

Heal 2 HP to a friendly unit 2 PP Royal Aid 

Revive 1 Non-Elite 6 PP Return to Duty 

Revive 1 Elite (50% HP) 8 PP A Life Worth Saving 

Summon Tier 1 unit (ignore cost) 4 PP Commanded 
Reinforcement 

Summon Tier 2 unit (ignore cost) 7 PP Strategic Deployment 

Ready (Untap) 1 Line 6 PP “Forward!” 

Grant Invulnerability (1 unit, 1 turn) 8 PP Sacred Guard 

AoE Damage (3 dmg to a Line) 6 PP Royal Judgment 

Piercing AoE (ignores DEF) +50% PP Divine Verdict 

Spell / Ability Cancel 8 PP Supreme Mandate 

Battlefield Movement Shift (move Lines / 
formations) 

6 PP Strategic Reformation 

Terrain / Realm Type Change 12–16 PP Sovereign of the Land 

 

🔱 Royal Tier Limits 
Royal Ability Tier (Cost to 

Cast) 
Max PP 
Allowed 

The King’s Influence Level 

2 Essence 6 PP Local Command — one Line obeys. 

3 Essence 9 PP Tactical Shift — flanks reposition. 

4 Essence 12 PP Army-Wide Rally — waves of morale. 

5 Essence 15 PP Strategic Overhaul — battle shape 
changes. 

6 Essence+ 18+ PP Realm-Shaping Decree — the world 
responds. 
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The Cost may be any mix of Arcane Essence + Special Essence + Soul 
Essence,​
 matching your faction’s identity. 

 

🛠 How to Create a Custom King Ability 
1.​ Choose a Tier → which determines total PP you may spend.​

 
2.​ Select effects from the Royal Authority Scale.​

 
3.​ Sum PP — the total must be ≤ Tier limit.​

 
4.​ Decide if the ability affects:​

 
○​ One Unit​

 
○​ One Line​

 
○​ Entire Army​

 
5.​ Add 1–3 lore lines describing how the King commands.​

 

 

📚 Example Custom Royal Abilities 

👑 Voice of the Golden Tyrant (4 Essence, 12 PP) 

+1 ATK & +1 DEF to all allies this turn (8 PP)​
 +1 Morale to all allies (6 PP AoE, but rounded to remain in Tier limit) 

“One command — and the world remembers who rules.” 

 

🛡 Aegis of the Crown (3 Essence, 9 PP) 

Grant Invulnerability to 1 ally for this turn (8 PP)​
 +1 Morale to that unit (1 PP) 

“Not while I reign.” 
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⚔ The Iron Phalanx Marches (2 Essence, 6 PP) 

+1 DEF to all units in Frontline (4 PP)​
 +1 Morale to that Line (3 PP, condensed to maintain Tier limit) 

“Hold. Stand. Break their charge.” 

 

🔥 The King’s Burning Sentence (5 Essence, 15 PP) 

Deal 3 Piercing AoE to one enemy Line (6 PP base × 1.5 = 9 PP)​
 If any unit dies → Allies gain +1 Morale (6 PP AoE) 

“The throne judges. The guilty fall in flame.” 

 

✨ Final Crown Rule 
A Hero changes the battle.​
 A King changes destiny. 

Hero ASE = Personal ascendancy​
 King Abilities = Strategic world-shaping decree 

They are not the same — and must never be confused. 

 
 

This document is to be used with Utopia and Eternal fusion ability sheet list 
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PLAYTEST CONTENT​
Hello! This is Playtest Content! As such, it might change in time, this is not a final 
release. There’ll be channels to give feedback on this article and future articles soon! 
DISCLAIMER. This material is protected under the copyright laws of the United States 
of America. Any reproduction or unauthorized use of the material or artwork contained 

herein is prohibited without the express written permission of its author. 
This product is a work of fiction. 

Battlefield Actions 
Additional Combat Rules 

Why Use Battlefield Actions: 
Battlefield Actions strive to make combat encounters feel diverse, dynamic, and grand. They 
shift the players’ objective from “deal the most damage to the monster” to a completely different 
goal, keeping fights more interesting and ever-changing to play and making enemies feel more 
threatening, more of a “boss” encounter. 
You should use Battlefield Actions if: 

​​ You and your players are well versed in the normal combat mechanics and are 
ready to add a new mechanic. 

​​ You find fights skew towards static encounters where movement plays a very 
small role in combat, and most turns can be summarized as a race to inflict 
damage and little else. 

​​ You are having a hard time challenging your players. 
​​ You or your players have expressed boredom when it comes to fights, finding 

them too slow, repetitive, or samey. 
​​ You are looking for a way to make a “boss fight” feel more climactic than other 

battles. 
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How Battlefield Actions Work: 
Battlefield actions consist of two phases: 

​​ A Tell, where the Battlefield Action starts. The Tell does not inflict any damage. 
Instead, it is a hint for the player as to what the Battlefield Action will do once it’s 
resolved and how to stop it. 

​​ A Resolution, when the Battlefield Action ends. If the players have not neutralized 
or mitigated the Battlefield Action, the actual effect of this action will resolve in 
this phase. 

​​ All Battlefield Actions can be either neutralized or mitigated. The point of the Tell 
phase is for the players to figure out how to neutralize or mitigate the action 
before it reaches the Resolution stage. If the players don’t manage to neutralize 
or mitigate a Battlefield Action, the Battlefield Action simply triggers. 

In combat, Battlefield Actions start their Tell phase at the end of a monster’s turn and arrive at 
their Resolution stage at the beginning of that monster’s next turn. The players have the whole 
Initiative order to deal with the Battlefield Action. 
For example: 
At the end of the enemy’s turn, they conjure two summoning circles on either side of the 
battlefield. The circles glow brightly with magical energy, and motes of this arcane light  
coalesce to form the outline of another creature. If a player steps close to them, they dim 
somewhat. This is the Tell phase of this Battlefield Action. 
At least one creature must step on the circles to stop the summoning. When they stand on 
them, the circles dim and stop gathering energy. 
At the beginning of the monster’s next turn, if no creature is standing on the summoning circles, 
two minions are summoned to assist the boss. If a creature is standing on each circle, the 
Battlefield Action has been neutralized and fails. This is the Resolution phase of this Battlefield 
Action. 
To summarize: 

​​ The end of the monster’s turn starts the Tell phase of the Battlefield Action. 
​​ Players must figure out a way to neutralize or mitigate the action before the 

monster’s next turn starts. 
​​ The beginning of the monster’s next turn starts the Resolution phase of the 

Battlefield Action. 
Depending on the player’s action, the Battlefield Action triggers, is mitigated, or is neutralized. 
We recommend giving your monster at least two Battlefield Actions so that the Battlefield Action 
changes each round. 
Battlefield Actions have not been designed to be given to anything other than “boss” enemies. 
Likewise, Battlefield Actions are not supposed to be given to two different monsters in the same 
combat encounter. 
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Damage By CR and Saving Throws: 
Since many Battlefield Actions deal damage, and this system is intended for you to attach to 
existing monsters or new ones you make, the damage a Battlefield Action deals depends on the 
monster’s CR. 

​​ CR 3 to 9: 3d10 
​​ CR 10 to 16: 9d10 
​​ CR 17 to 23: 11d10 
​​ CR 24 and up: 13d10 

Optional Damage Rule: If you wish for Battlefield Actions to be less punishing for your players 
if they don’t manage to mitigate them, you can choose the monster’s action that deals the 
highest damage out of all of that monster’s actions, and deal the same damage with that 
monster’s battlefield actions. 
If a Battlefield Action calls for the players to make a saving throw, choose what ability that 
monster is using to perform the Battlefield Action and follow the regular DC calculation formula: 
8 + key ability modifier + Proficiency Bonus 
Proficiency Bonuses can be found next to CR in all monster stat blocks and are dependent on a 
monster’s CR. 

Battlefield Actions 
Here you’ll find a list of some Battlefield Actions that you can use. Because the damage dealt 
and the DCs involved in this Battlefield Actions depend on the monster’s abilities and CR, any of 
these Battlefield Actions can work for any monster. 
You can therefore concentrate on how you want a monster’s actions to feel, and the effects you 
want that monster to create on the battlefield, rather than whether or not the damage or difficulty 
feels correct for the fight at hand. 
Quite a few Battlefield Actions are resolved by breaking a boss’ concentration. The point of 
Battlefield Actions isn’t to stop your players from dealing damage, but to shift their focus away 
from only doing that while remaining static for the entire fight. We recommend mixing Battlefield 
Actions that force players to move, hold their actions, or otherwise not attack as they normally 
would with Battlefield Actions that must be neutralized or minimized by breaking Concentration. 
Too many of the former might make Battlefield Actions feel like an obstacle to the players' fun 
rather than a mechanic to make battles grander and more dynamic. 
Unless otherwise specified, the damage type of a Battlefield Action is up to the GM and 
dependent upon the monster. A giant holding a metal club will deal Bludgeoning damage when 
performing the Cleave Battlefield Action, whereas a fiend performing the same action with a 
flaming whip will deal Fire damage. Use damage types to make Battlefield Actions feel unique to 
the monster using them. 
Every Battlefield Action is presented in the same format: first the Tell, then the condition to 
mitigate or neutralize, and then the Resolution. 
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For ease of reading, the creature performing the Battlefield Action will be referred to as “the 
boss.” 

Summoning Minions: 

Tell: Two 10-foot-radius summoning circles appear on the battlefield as the faint outline of a 
monster starts to coalesce within them. 
Neutralization: If a creature steps on the circles, the minion cannot be summoned. 
Resolution: If not neutralized, two minions are summoned to the battlefield to assist the boss. 

Cleave: 

Tell: The boss raises its weapon, readying a devastating attack against anyone in front of it. 
Whenever a creature deals damage to the boss, the boss faces in the direction of the creature 
that attacked it, changing the area affected by their Cleave. 
Mitigation: The players might choose to have a particularly hardy character hold their attack 
until right before the boss’ turn to make sure the boss hits them, or have a ranged combatant hit 
the boss last while all other characters move away from the Cleave’s area of effect. They might 
also have a rogue character hit,disengage, and run away from the boss, allowing the boss to 
target the rogue while they remain out of the area of effect 
Resolution: If not mitigated, the boss Cleaves a 15-foot Cone area in the direction the boss is 
facing. Every creature in that area must make a Dexterity saving throw, taking full damage on a 
failure and half damage on a success. 

Ray: 

Tell: The boss begins to coalesce all magic around it into a ball of energy on its palm. Whenever 
a creature deals damage to the boss, the boss faces in the direction of the creature that 
attacked it, changing the area that will be affected by the ray. 
Mitigation: A particularly hardy character can hold their attack until right before the boss’ turn to 
make sure the boss hits them. Players must also be aware of their positioning so as not to be 
caught in the area of effect of the ray. 
Resolution: If not mitigated, the boss releases a 5-foot-wide, 60-foot-long ray in the direction 
the boss is facing. Every creature in that path must make a Dexterity saving throw, taking full 
damage on a failure and half damage on a success. 
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Enchanting Ballad: 

Tell: The boss enters a state of deep concentration and starts to sing a haunting melody. As 
more and more of the song reaches the ears of creatures who can hear it, they drift away from 
themselves, developing a slowly growing sense of understanding and camaraderie with the 
boss. 
Neutralization: The players must break the boss’ Concentration on the song as one would 
break Concentration on a spell. Alternatively, the players can use the spell Silence to ensure the 
boss cannot sing its melody. 
Resolution: If not mitigated, the creature with the lowest Wisdom ability score that can hear the 
song has the Charmed condition until the song ends and repeats the save at the end of each of 
its turns. 

Watchful Eye: 

Tell: The boss opens their eyes, and a dreadful magical energy gathers like a pinprick of light 
deep inside of their pupil. When their gaze falls on a creature, it feels an impending sense of 
dread grow within itself. 
Neutralization: The players must hide from the boss so as to not be seen when the Battlefield 
Action reaches its Resolution phase. They can use the environment to block line of sight, take 
the Hide action, or even cast spells like Darkness to obscure the boss’ vision. 
Resolution: If not neutralized, all creatures the boss can see have the Frightened condition. 
They can make a Wisdom saving throw to free themselves from this effect at the end of each of 
their turns. 

Perfect Illusion: 

Tell: The boss creates three illusory copies of itself on the battlefield. These illusory copies start 
to gather magical energy on their palms, getting ready to unleash an attack. 
Neutralization: The illusory copies share the same ability scores and AC as the boss, but only 
have 1 Hit Point. The players must deal damage to these illusory copies to destroy them before 
the boss’ next turn. 
Resolution: If not neutralized, each illusory copy will make an attack against a creature. The 
attack is one that the boss has as part of its stat block rather than being one based on the 
damage stated in the Battlefield Actions rules. 
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Tactical Retreat: 

Tell: The boss starts to concentrate on a spell as its form slowly starts to dematerialize in front 
of the party’s very eyes. 
Neutralization: The players must break the boss’ Concentration as one would break 
Concentration on a spell. 
Resolution: If not neutralized, the boss is teleported away to a location of its choice, escaping 
the battle to live another day. 

Danse Macabre: 

Tell: The boss begins to perform an enchanting dance. As the party watches its enchanting 
movements, they feel an increasing urge to join them. 
Neutralization: The players must break the boss’ Concentration on the dance as one would 
break Concentration on a spell. Alternatively, the players can find a way to bring the boss’ speed 
to 0, such as by restraining it. 
Resolution: If not neutralized, all creatures hostile to the boss are under the effects of the spell 
Irresistible Dance until the end of their next turn. 

Eruption: 

Tell: The boss punches the ground with all its might, and cracks begin to snake outwards from 
the impact. Energy shines through these cracks, brightest and strongest at the epicenter of the 
impact, and begins growing in power. The closer a creaturestands to the impact, the stronger 
this energy seems to be, and the more the ground cracks and trembles. 
Mitigation: The players must move as far as possible from the impact to reduce the damage 
taken when the battlefield finally erupts. 
Resolution: The ground erupts, consuming the battlefield in a blast of energy, its effects more 
or less lethal depending on how close a creature is to the impact. Creatures standing less than 
20 feet away from the impact must make a Dexterity saving throw, taking full damage on a 
failure and half damage on a success. Creatures standing 25 feet or more away from the impact 
must make a Dexterity saving throw, taking half damage on a failure and no damage on a 
success. 
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Eye of the Hurricane: 

Tell: The boss begins to generate a massive wind current in a vortex centered on itself. The 
wind picks up with surprising speed, and soon the characters feel themselves losing their 
footing—being pushed not only outwards, but upwards. The only zone where the wind doesn’t 
seem to grow in strength is directly next to the boss, at the center of this vortex. 
Mitigation: The players must move as close as possible to the boss to reduce the damage 
taken when the vortex finally coalesces into a hurricane. 
Resolution: The vortex turns into a hurricane, sweeping the battlefield in a deadly whirlwind. Its 
effects are more or less lethal, depending on how far away a creature is from the boss. 
Creatures standing more than 10 feet away from the boss must make a Dexterity saving throw, 
taking full damage and being pushed 30 feet away from the boss on a failure and taking half 
damage and being pushed 15 feet away from the boss on a success. Creatures standing 10 
feet or less away from the boss must make a Dexterity saving throw, taking half damage and 
being pushed 15 feet away from the boss on a failure, and taking no damage on a success. 

License 

Creative Commons​
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