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The Amrin Leaf
Every world has its medicines and its vices.

A Traveler's Guide to Samsarras
Items
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Description

T
he Amrin leaf comes from the Nahj Amrinitas

plant that is native to the mid-northern shores

of Qua' Lorn. While a few have cultivated it,

most do not bother, as it grows plentiful in the

wild. Many lands have outlawed it's possession,

but those that live in its native habitat need

only ask the right person if they want it. One

can tell an Amrin Leaf eater by their silver stained teeth.

The herb has both a narcotic effect and slight hallucinogenic

properties. Chewing on the leaf dulls the user's senses,

relieving pain and causing a profound drowsiness. Normal

doses will soften the edges of reality, making objects seem to

bleed and melt slightly. Movement might be detected where

there is none. Higher doses will trigger full blown

hallucinations, though such large consumption carries with it

the risk of fatal overdose.

Perhaps it's most noted effect is its tendency to induce rich

lucid dreams. The subconscious and conscious mind works

together to create vivid visions of fantastic things in the

dreamers mind. This has made it very popular among the Del

Harun who soak the leaf in bottles of wine. The silverish

color imparted by the leaf changes the liquid's appearance

into something akin to an oil slick. While not very pretty, it is

quite effective.
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The leaf can be distilled into alcohol, smoked, or even used as

a poultice. The most common method of consumption is to

shred the leaf roughly and place it between the teeth and

gums in a ball, chewing on it occasionally to release more of

it's juices. This tends to leave the teeth with a silver residue,

making an Amrin leaf eater easily identifiable. Those of high

society tend to imbibe it in other ways to avoid such

markings. Others have taken it into their self image, using it

as a proud banner to mark their usage.

The Amrin leaf can certainly be addicting. The slums of Mak

have no shortage of malnourished bodies lying against walls

and in alleyways, their smiles a mocking silver sheen. PCs

are certainly at risk of such a fate as well if they are not

careful. Those that die from the leaf are said to be given to the

sleep eternal.

Photo by Alex Plesovskich

Appearance

The Nahj Amrinitas plant has a central stalk that grows to the

size of a human’s thumb. It is covered in a soft white cotton

like fiber that acts as a slight irritant to anyone who touches

it. Those that handle it often generally use gloves to do so.

Cracking the stem reveals it as a fibrous material that could

be used for weaving if thoroughly cleaned and softened.

The leaves themselves grow in clusters on the stalk. Orange

hairs will often sprout among the clusters but fall off as the

plant ages. The top of the stem will culminate in the largest

cluster of leaves, with big, potent leaves drooping downward.

Harvesters will cut the plant off at the base, hanging them

upside down from rafters to dry.

Addiction

A creature that is addicted to the leaf suffers levels of

exhaustion equal to the level of addiction they have. In

addition, any Constitution saving throw due to pain is made

at disadvantage. After a long rest, the user may make a

constitution saving throw with a DC of 10+ their addiction

level to reduce their addiction level by one. The user can

negate the penalties by ingesting doses equal to their

addiction level. The negation lasts for as long as the drugs

effects last, returning immediately afterwards.
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Usage
Whichever method is used to imbibe the leaf, the amount is simplified into the blanket term dosage. It’s effects are marked by how

many doses are taken. The common dose for non addicted users is 2.

Effects
Dosage Effect

1 A slight dulling of the senses, mostly noticed in those suffering pain. Users may make any Con saves dealing with
pain at advantage for the next four hours. After the four hours have passed, the user must make a Con save at DC 4
or suffer 1 level of addiction.

2 A standard dose. The mind is affected by a pleasurable narcotic haze. Users make all intelligence based checks at
disadvantage. All con based saves dealing with pain are made at advantage. The effects last six hours. After such
time has passed, the user must make a Con save at DC 7 or suffer 1 level of addiction.

3 A high dose. Users make all intelligence and strength based checks at disadvantage, with the exception of Arcana.
All con based saves dealing with pain are made at advantage. Arcana checks are also made at advantage at this point,
as the user becomes more intune with the arcane energies of the world. The effects last eight hours. After such
time has passed, the user must make a Con save at DC 11 or suffer 1 level of addiction.

4 A very high dose. Creatures ingesting this amount must make a constitution saving throw. They must beat a DC 12
or suffer the paralyzed condition until a short rest is had. If the saving throw is below a DC 6, the creature instantly
falls to zero hit points and begins making death saving throws. Users make all intelligence, dexterity, and strength
based checks at disadvantage, with the exception of Arcana. All con based saves dealing with pain automatically
succeed. Arcana checks are also made at advantage at this point, as the user becomes more intune with the arcane
energies of the world. Creatures become immune to the charmed and frightened conditions. The effects last twelve
hours. After such time has passed, the user must make a Con save at DC 14 or suffer 2 levels of addiction.

5 A very dangerously high dose. Creatures ingesting this amount must make a constitution saving throw. They must
beat a DC 16 saving throw or suffer the paralyzation condition until a short rest is had. If the saving throw is below a
DC 11, the creature instantly falls to zero hit points and begins making death saving throws. Users make all
intelligence, dexterity, and strength based checks at disadvantage, with the exception of Arcana. All con based saves
dealing with pain automatically succeed. Arcana checks are also made at advantage at this point, as the user
becomes more intune with the arcane energies of the world. Any spells cast by the user function as if they were cast
with a spell slot one level higher than the slot used. Creatures become immune to the charmed and frightened
conditions. The effects last twenty four hours. After such time has passed, the user must make a Con save at DC 17
or suffer 3 levels of addiction.
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Licensing and Copyrights

This document uses Open Sans, seen here:

https://fonts.google.com/specimen/Op It is available through

the Apache Liscence Copyright 2018 Crumbling Keep LLC

Licensed under the Apache License, Version 2.0 (the

"License"); you may not use this file except in compliance

with the License. You may obtain a copy of the License at

http://www.apache.org/licenses/LICENSE-2.0 Unless

required by applicable law or agreed to in writing, software

distributed under the License is distributed on an "AS IS"

BASIS, WITHOUT WARRANTIES OR CONDITIONS OF

ANY KIND, either express or implied. See the License for the

specific language governing permissions and limitations

under the License.

Permission to copy, modify, and
distribute the files collectively known
as the System Reference Document 5.0
(“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, Monster Manual,

d20 System, Wizards of the Coast, d20 (when used as a

trademark), 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, Ever-Changing Chaos of Limbo,

Windswept Depths of Pandemonium, Infinite Layers of the

Abyss, Tarterian 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, Inc. and is Copyright

2000 Wizards of the Coast, Inc ("Wizards"). All Rights

Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or

trademark owners who have contributed Open Game

Content; (b)"Derivative Material" means copyrighted

material including derivative works and translations

(including into other computer languages), potation,

modification, correction, addition, extension, upgrade,

improvement, compilation, abridgment or other form in

which an existing work may be recast, transformed or

adapted; (c) "Distribute" means to reproduce, license,

rent, lease, sell, broadcast, publicly display, transmit or

otherwise distribute; (d)"Open Game Content" means the

game mechanic and includes the methods, procedures,

processes and routines to the extent such content does

not embody the Product Identity and is an enhancement

over the prior art and any additional content clearly

identified as Open Game Content by the Contributor, and

means any work covered by this License, including

translations and derivative works under copyright law, but

specifically excludes Product Identity. (e) "Product

Identity" means product and product line names, logos

and identifying marks including trade dress; artifacts;

creatures characters; stories, storylines, plots, thematic

elements, dialogue, incidents, language, artwork, symbols,

designs, depictions, likenesses, formats, poses, concepts,

themes and graphic, photographic and other visual or

audio representations; names and descriptions of

characters, spells, enchantments, personalities, teams,

personas, likenesses and special abilities; places,

locations, environments, creatures, equipment, magical or

supernatural abilities or effects, logos, symbols, or graphic

designs; and any other trademark or registered trademark

clearly identified as Product identity by the owner of the

Product Identity, and which specifically excludes the Open

Game Content; (f) "Trademark" means the logos, names,

mark, sign, motto, designs that are used by a Contributor

to identify itself or its products or the associated products

contributed to the Open Game License by the Contributor

(g) "Use", "Used" or "Using" means to use, Distribute,

copy, edit, format, modify, translate and otherwise create

Derivative Material of Open Game Content. (h) "You" or

"Your" means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game

Content that contains a notice indicating that the Open

Game Content may only be Used under and in terms of

this License. You must affix such a notice to any Open

Game Content that you Use. No terms may be added to or

subtracted from this License except as described by the

License itself. No other terms or conditions may be

applied to any Open Game Content distributed using this

License.

3. Offer and Acceptance: By Using the Open Game Content

You indicate Your acceptance of the terms of this License.
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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 v1.0a

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.

END OF LICENSE
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