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THIS GAME IS GROWING!
We plan to expand Overpowered with more adventures, content, advice, 
features, and more! Join the Overpowered community and share your 
feedback and ideas with us. 
> The Discord Server is a great place for discussions and brainstorming.
> Visit the Itch.io Page to track development progress and stretch goals.
> Email us directly at technicalgrimoire@gmail.com

V3.0 PATCH NOTES (05/24)

Project Changes:
> Released into Early Access ($10 PDF)
> Bookmark & Demo adventure are free to download
> Brand new marketing pitch & game focus
> Created forums for feedback/discussion on itch.io & Discord

PDF Changes
> Removed all roleplaying from the book
> More charming Gemini artwork added
> Lots of new diagrams and streamlined explanations
> Made the tutorial adventure a lot easier
> Moved Reference to pack end papers
> Added (some) roleplaying back to the book
> Added Duet rules for two players

Web App Changes
> Added Bot Rename button
> Adventure Log has more detail
> Rounded the top corners, sharpened the bottom corners
> Allow players to submit Adventure Keys with their high score
> Download Adventure Keys & Adventure Logs from the Leaderboard
> Added button to download adventure logs and keys
> Fixed a bug where your bot image kept changing

https://discord.gg/JUWu4gDutf
https://technicalgrimoire.itch.io/overpowered-solo-roleplaying
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Introduction
Long ago, when humanity was but a speck of dust 
on the limb of ancient starfalls, Blurrd the 
dreadgod begin to amass incredible power. It 
wasn’t long before planets fell to fall to his reign.

Deat thisd is all just filler text, please ignore this 
stuff and focus on the main part of the adventure 
that is full of examples aUntil even now his secrets 
wait at the bottom of the trench.  Until even now 
his secrets wait at the bottom of the tren   ch.Until 
even now his secrets wait at the bottom of the tre 
nch.Until even now his secrets wait at the bottom 
of the tre nch           .Until even now his secrets 
wait at the bottom of the tre       nch.Until even 
now his secrets wait at the bottom of the trench.
Until even now his secrets wait at the bottom of 
the trench.

1. The Forgotten Shoreline
Standing on the shore, our heroes can nigh 
comprehend the horrors that await them in the 
depths. To reach the Blurrd’s Lair, heroes must 
descend 5,000 feet underwater. Every 250ft, a 
tentacle of Blurrd’s guardian reaches up and tries 
to grasp any limbs. The guardian can only be defea

if the heroes previously acquired a corrupted 
amulet from the depths of the sunken tomb.

2. Nautilus Doors
Indescribable shapes and symbols are scrawled 
upon these massive doors with magical gold ink. 
The symbols emit a time field that erodes the souls 
of heroes, aging them 60 years in 60 seconds. The 
doors open freely, assuming our heroes survive the 
aging process. Established by the kingdom of 
Ankurhh, any heroes who have the blood of fallen 
tombs can pass through unharmed. Otherwise, the 
scars inflicted will haunt them and their children’s 
children’s children. Established by the kingdom of 
Ankurhh, any heroes who have the blood of fallen 
tombs can pass through unharmed. 

Otherwise, the scars inflicted will haunt them and 
their children’s children’s children.Established by 
the kingdom of Ankurhh, any heroes who have the 
blood of fallen tombs can pass through unharmed. 
Otherwise, the scars inflicted will haunt them and 
their children’s children’s children. Otherwise, the 
scars inflicted will haunt them and their children’s 
children’s children. Established have the blood of 
fallen tombs can pass through unharmed. 

3. Writhing Adolescents
Clinging to the floor, walls, and ceiling are two 
dozen adolescent dreadgods. Each one has 22 HP, 
14 AC, deals 2d8+2 damage, and can unfold its 
organs to envelop anyone who gets too close.

After one of the children defeats a hero, it evolves 
into a new form, growing extra limbs, appetites, 
and fearsome magical powers. After one of the 
children defeats a hero, it evolves into a new form, 
growing extra limbs, appetites, and fearsome 
magical powers. After one of the children defeats a 
hero, it evolves into a new form, growing extra 
limbs, appetites, and fearsome magical powers. It 
evolves into a new form, growing extra limbs.

We can skip most of this section. Just read enough 
to get a sense of the adventure and find the 
starting area. Here’s a copy of the map:

1 Swim

5,000 ft 2 3
4

5 6

A Tutorial Adventure for Overpowered

Start by opening up the Web App on another screen or window so you can 
use the Web App to play through this adventure.

This area offers very little reward for our bot’s trouble. We probably don’t have enough dice to defend against 24 dangers with a value of 14.
Not worth it! Let’s never enter this area in the first place, and instead enter area 4.
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6. Blurrd, Awakened
Atop a pillar of bones and star-metal Blurrd awaits, 
recently awakened. After a short monologue in a 
language no one knows, he attacks! Blurrd has 204 
HP, 2 CHA, 24 STR and deals 4d6+3 damage with 
his starlight staff. If heroes pledge their allegience, 
Blurrd will spare them, and offer them heraldry in 
his starlight forces. Secretly, he will corrupt and 
twist the heroes into mindless minions!

 If heroes pledge their allegience, Blurrd will spare 
them, and offer them heraldry in his starlight 
forces. Secretly, he will corrupt and twist the 
heroes into mindless minions!

Long ago, when humanity was but a speck of dust 
on the limb of ancient starfalls, Blurrd the 
dreadgod begin to amass incredible power. It 
wasn’t long before planets fell to fall to his reign

Scattered atop his wretched throne are countless 
treasures. The players can identify a dozen books 
of forgotten magic, 99 bags of cracked red 
diamonds, 99 bags of dull blue diamonds, a dying 
star horse, and Blurrd’s sceptor; it glows with a vile 
darkness.

Of course Blurrd’s true master lies even further 
below…

4. Curator
An aged, decrepit husk wanders a selection of 
display cases and trophies. The husk appears on 
the verge of death. She has 4HP, 8 AC, and deals 
1d20 damage as she dies.

While most of the display cases have long since 
crumbled to dust, 9 remain: A glowing orb, a bas-
relief holding a tiny golden sceptor (removable), a 
dull blue diamond, a live star-horse, 3 bags of 
cracked red diamonds, some kind of portal mirror, 
an ark monument of gold, a petrified clone of the 
husk, and the last case is broken like something 
escaped; gold liquid stains the case. The broken 
cases were forged when the universe was decreed 
from an ancient void. Only the Curator knows the 
true history of each one. The orb comes from 
another dimension, each filled with a god of that 
plane. The diamonds were stars, and the blue one 
could be reforged if enough souls are poured into 
it. The broken cases were forged when the universe 
was decreed from an ancient void. Only the Curator 
knows the true history of each one. The orb comes 
from another dimension, each filled with a god of 
that plane. The blue one could be reforged if 
enough souls are poured into it.

5. Shifting Dimensions of Insanity
This room is fractured into 7 unique shifting 
dimensions, each with their own laws of physics. 
The dimensions rotate counterclockwise, making a 
full rotation every 4 minutes. With enough 
knowledge of the stars, players can safely enter 
the Andromeda dimension first, then Taurus, then 

                                                     This room is 


