


Dear DM,

The Legend of the Mist Flowers is the first adventure
published by Gruppo Chimera, a non-profit Italian association of
D&D enthusiasts. We have been working for almost 15 years to
promote role-playing as a healthy (and fun!) hobby, preparing one-
shot adventures and demonstrations for national conventions. This
module is a new challenge for us: for the first time, we are trying to
reach an international audience, mainly thanks to the invaluable
help of some native friends who helped us translate the text.

"The Legend of the Mist Flowers" is an adventure for 4-6 PCs
of 4th-6th level, focused on investigation and exploration, with
fast and deadly encounters: it can be enjoyed by experienced and
novice players alike; it can be played as a one-shot adventure, or
expanded into a longer story arc; and inside this book you will even
find advice on how to easily integrate it into an existing campaign.
The module includes new options for characters, including new
feats, powers and spells tied to the mysterious Island of Mists and
its weird inhabitants.

We hope you enjoy playing this adventure as much as we
enjoyed writing it!

Onward, to adventure!
-- Gruppo Chimera

)

Gruppo Chimera is not affiliated with Wizards of the CoastE and makes no claim or challenge to any trademarks owned by Wizards
of the CoastE.

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, locations, etc.), dialogue,
plots, story lines, locations, characters, artwork and trade dress. (Elements previously designated as Open Game Content or are in the
public domain are not included in this declaration.)
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