
Grim Press: Creative Curiosity with Sebastian Yūe 
 
DM Domination: This is DM Domination with Grim Press and Creative Curiosities with Sebastian 
Yūe. I’m going to allow everyone here to introduce themselves, starting with Sebastian, so I will 
throw it to them and let them introduce themself.  
 
Sebastian: Oh, hi everyone, I’m Sebastian. I’m based in Toronto and I am the author of Lake of 
Secrets.  
 
DM Domination: And Vex?  
 
Vex: My name’s Vex, and I work with Grim Press. I’m just here, mostly to record this. 
 
DM Domination: Zuki? 
 
Zuki: Hi, I’m Zuki. I’m the converter for Lake of Secrets and I’m based in California. 
 
DM Domination: And I am DM Domination. I am the manager of Fantasy Grounds over at Grim 
Press, and I’d really like to thank Sebastian for taking the time out of their day to meet with us 
and tell us about their awesome creation. So, I’d like to start off, thank you Sebastian, first-off. 
 
Sebastian: Oh, thank you. I’m really happy to be here. Thanks for the opportunity.  
 
DM Domination: Our pleasure. And the first thing we want to ask is: how were you introduced 
to roleplaying games or Dungeons & Dragons, or any of the above? 
 
Sebastian: Um, well, my first tabletop roleplaying game was Pathfinder in 2014. And I hadn’t 
really got the hang of roleplaying yet and I was a little bit nervous to do it. And then I started 
playing D&D Fifth Edition a couple of years ago when my partner and some friends, we wanted 
to start up a campaign, even though none of us had played Fifth Edition before. But since then, 
I’ve joined two other long-term Fifth Edition campaigns and I’ve had the chance to play with a 
whole bunch of different systems. I’ve particularly enjoyed Star Trek Adventures and there’s a 
few that I really want to try as well. I really want to try Quest, I really want to try Blades in the 
Dark, Spire sounds like a lot of fun. And I also bought the enormous, like, Black Lives Matter 
bundle on Itch and I hope that I’ll be one day—one day be able to play through that entirely. 
 
DM Domination: Awesome. If you started in Pathfinder, that has to be—you started the 
hardest. It’s gonna be an easy transition down to 5e because I remember Pathfinder being 
rough. 
 
Sebastian: Yeah, Pathfinder was very, uh, it was very crunchy [laughs]. 
 



DM Domination: It’s a lot of rules. I started with Second Edition and then 3 and 3.5. And those 
were—it was a—every game involved multiple book openings.  
 
Sebastian: Yeah. Fifth Edition is the first edition of D&D I’ve ever played.  
 
DM Domination: So, what is your favorite class in Fifth Edition? 
 
Sebastian: Oh, by a long shot, it’s bard. I play a lot of bards and recently I was able to play a 
bard from every college in the Player’s Handbook and in Xanathar’s. I just think that they’re 
really, really fun to play: super versatile, super good at pretty much everything, and I like to 
write my own songs for them. Even though I’m not the best or most tuneful singer, I always do 
that.  
 
DM Domination: Of all the bardic colleges, I’ve never played a bard in Fifth Edition. I’m the 
perpetual DM, but what is your favorite college? I gotta ask. 
 
Sebastian: Oh, College of Glamour. It has so much flavor and it gives you a lot of control over 
the battlefield and it means that, like, the whole flavor around it is: you are so attractive that 
you can distract people and manipulate them and I just, I love that as a concept. It’s really fun. 
 
DM Domination: Yeah, it’s especially fun when you get a DM who likes to add that roleplaying 
flavor in and you get to just expand on all of those little idiosyncrasies. 
 
Sebastian: Yeah, absolutely. And I think it’s one of the most flavorful subclasses. Like, College of 
Lore: super powerful, but there isn’t a whole lot of flavor there to it. Whereas College of 
Glamour gives you some very clear inspiration as to how to roleplay that. 
 
DM Domination: I agree. My Monday game is Ghosts of Saltmarsh and we have a bard in there 
and he has a blast.  
 
Sebastian: Oh, excellent; I’m sure. 
 
DM Domination: So, for our audience and just for my personal knowledge: what is your—what 
was your inspiration behind writing Lake of Secrets? What brought this to your mind? 
 
Sebastian: Oh, I have an actual origin story for this. So, Lake of Secrets actually came about 
because I was attending an adult support group for people struggling with eating disorders. And 
I wasn’t really comfortable speaking up or sharing with the group too much, but I still wanted to 
contribute somehow. And I originally wrote Lake of Secrets to be run for that group. And it 
doesn’t refer to eating disorders specifically, ever, at any point, but there are some metaphors 
that you can interpret, like, in relation to that if you’re looking for it. So, like, there’s the themes 
of isolation, false promise, and decay, and those kind of tie back into it.  
 



And aside from that there were a couple of things I wanted to do with it, and one was to tell a 
story where, like, a huge, devastating event had already happened. And because there’s a lot of 
great adventures are all about stopping the end of the world or other kinds of high-stakes 
situations. But I wanted to explore what happens on the other side of that when the war is 
over. Because it’s set in a kingdom called Atarata and the goal is to find out what’s been 
happening in the kingdom since the kingdom lost a war to an invading demon force.  
 
And the second thing I wanted to do was I wanted to make a dungeon crawl, but have it be 
narrative and story-driven. And that’s because I, as a player, am not usually the hugest fan of 
dungeon crawls. So, I challenged myself to make one that I think that—that I hope that other 
players would enjoy playing through. And I wanted the dungeon itself to be part of the story 
and for characters to be able to make discoveries as they move through it.  
 
DM Domination: That’s awesome. I’m personally a big fan of writing that’s multi-layered, that 
you know, Person A can read it and find a message and then Person B can read it and get a lot 
more subtext, so each person can take something away. I’m a big fan of that. And I’m also a fan 
of varied adventures, not just dungeon crawl experts running dungeon crawls. So, I like that 
very much. Thank you for sharing that with us. 
 
Sebastian: Yeah, my pleasure. 
 
DM Domination: What was your favorite part of the adventure, now that you’ve written it and 
it’s published, and others have seen it and it’s done so well? What is your favorite part? 
 
Sebastian: Oh, my favorite part without hesitation is how the adventure concludes. I wrote a 
minimum of seven possible endings. And I say “minimum,” because players are always 
wonderfully creative, and they might think of something that myself or a DM haven’t thought 
of.  
 
And so at the end, the characters can confront, like, the bad guys and they end up in a large 
room that’s made entirely of glass, and there’s water visible all around because the castle itself 
is actually built on top of a lake and the room is underneath the dungeon itself. And I thought 
that was a really cool visual arena and also a way to make combat more challenging. There’s 
mechanics in there for if the glass cracks and water starts pouring in during combat.  
 
But, like, you know, you don’t have even to do combat if you don’t want to. You can talk your 
way out of the confrontation and, you know, there’s an ending where you can essentially send 
the bad guys to therapy [laughs]. And, you know, you can also kill every NPC you meet and take 
over the kingdom yourselves. And, I mean, you’re heavily encouraged not to do that, but I’m 
not gonna stop you if going on a murderous rampage is how you have fun in D&D. I wanted it to 
be open-ended so that the party has that flexibility and choice.  
 
DM Domination: I like it, I like options. Especially the murderhobo option left in: discouraged 
but allowed. 



 
Sebastian: Yeah, definitely. And that’s actually the only ending that I haven’t seen played out 
when I was doing playtesting and when I was running it for various different groups. Nobody 
picked that one. Which was, you know, interesting. But if anyone ends up doing that, I would 
love to know how it goes. 
 
DM Domination: I will definitely put that out. I wanted to give you an opportunity, because, 
when you and I first talked about adding this module to Grim Press’s queue of projects, you had 
let me know it was part of a charity program. And Grim and I spoke, and it was something we 
really wanted to support giving back to the community, especially with the pandemic and all of 
that. So, I wanted to give you an opportunity to kinda explain that because I just kinda learned 
about it, so I wanted you to be able to share it and maybe someone who sees this is able to 
incorporate it and expand giving back to the community.  
 
Sebastian: Oh yeah, thank you. So, I chose to join an initiative called #KeepPlayingItForward 
because the point of it is to make games accessible to people who don’t necessarily have spare 
cash for the DMs Guild content. By joining the program, you commit to offering your product at 
three set discounted prices. So you can get it for 50 per cent off, you can get it for 90 per cent 
off, and you can get it entirely free. And the 90 per cent option is there so that it can still count 
towards bestseller medals.  
 
And it’s something that I really believe in because I don’t think that money should be a barrier 
for anyone for anything and I think that capitalism is a terrible oppressive system and all of that 
fun stuff, so I like to do what I can to mitigate that. And I think that—I just think it’s a really 
good way to encourage people to not feel bad about not being able to afford products.  
 
And you know, on the other side, it’s like, you are encouraged to pay full price if you can. But 
because I feel like everyone in this community’s kinda passing around the same $20 supporting 
each other. And it’s kinda like a more formalized version of the honor system. And so 
ultimately, if I’ve got my product into the hands of anyone I can, I feel like that’s a victory. 
 
And I chose not to do ‘Pay What You Want’ because the data shows that, like, a lot of people 
straight up don’t pay anything, and I don’t really want to devalue the work of my fellow 
creators that way. And, like, I chose this program because it gave me the option to set a price, 
to tell the customer, “This is what I think this product is worth, but, like,  if you don’t— if you 
can’t afford that, there are other options.”  
 
DM Domination: I like that. It’s a good middle ground between the putting everything on ‘Pay 
What You Want’ and feel like you’re devaluing your fellow creators but still giving back to the 
community and letting the end user decide what they can give. And that’s a really good solution 
to other options that may not be the best.  
 
Sebastian: Yeah, I think so. And I think that it’s helped by the fact that I do have a full preview 
of the product on its page. And I’ve set Lake of Secrets at $9.95, and I haven’t seen that for a lot 



of single adventures. And I did that because it has a lot of interior art to bump up the 
production value, and also because I wanted the price to show that, like, I believe in it and I 
believe in the work I put into it. And I just—I think it’s worked out really well for me so far. 
 
DM Domination: And it has. And for those of you who aren’t familiar with Fantasy Grounds, we 
are going to go over and have our Fantasy Grounds converter, Zuki, show us the Fantasy 
Grounds module. But before we do, I wanted to give Sebastian just an opportunity before we 
shift over to the showing of the module, if you have anything you want to share or elaborate 
on? Just an open opportunity to say whatever you want about the module or the PDF in any 
way.  
 
Sebastian: Um, I think that it is, it’s a unique story in the sense that it’s a darker kind of magic 
fantasy and I just, I’ve created some really fun NPCs and there’s actually like you know—the 
story can get kind of dark and heavy at times, but, you know, there’s moments of levity and I 
just hope that people really enjoy running it as a DM or playing through it as a player, really.  
 
DM Domination: That’s awesome. I’m actually in the process of looking for a really good dark 
campaign to run for my October game. But Zuki, if you want to show us the Fantasy Grounds 
module, you’re the one who brought it to the Fantasy Grounds audience.  
 
Zuki: Hi there. So mostly the thing is that I find interesting with the module itself, like, I love the 
fact that you have DM maps and player maps. That was my favorite thing about it. About how, 
like, your party’s going somewhere else, but you don’t know where and the numbers help a lot. 
Especially for those who get, like, chronically brain-fogs in a sense [shows both maps]. So that 
helps a lot, in my opinion. 
 
And another thing is like, the artwork. Please praise your artist because I fell in love with it and 
I’m so glad I have the honor to work on this actually, because of the artwork.  
 
Sebastian: That’s great. 
 
Zuki: Yeah. And mostly it’s a fact of like how you had your stat blocks set up. I will admit that 
was a challenge, but it was a fun challenge where you had two NPCs sharing a single stat block. 
So the way Fantasy Grounds works, sometimes it’s not always the best way to do it with the 
same stat block because in two different locations sometimes the DM will go like, “Hey these 
two aren’t separated for some weird reason.” So, making them different, that was an 
interesting challenge for me as a converter and as a DM because I was like “Okay they’re 
sharing some. Okay, what could I do to screw my players with that?” 
 
Sebastian: Yeah, I’m sorry about that. 
 
Zuki: No, that’s fine. It was a fun challenge, like I said. 
 
Sebastian: Okay. 



 
Zuki: And the fact you pointed out, like the multiple endings, I was sitting here going “Huh, an 
adventure I can run with my players and I don’t have to worry too much about the ending yet.” 
This is on the list of one-shots I’m gonna be doing for friends, actually.  
 
Sebastian: Oh, I’m glad. 
 
DM Domination: So if that was your favorite part, Zuki, did you have anything that you wanted 
to show us in particular? I know you’re going to go through the module and show the art for 
sure, but was there any specific part of the module that you want to show us before you start 
going through it? 
 
Zuki: I’m actually gonna show the random tables because I feel like—so, when I first looked at 
this module and I learned of the charity program, my first objective was, “How user-friendly can 
I make this?” because Fantasy Grounds can be really complicated for new people. So—let me 
find that little area real quick—is how can I make this user-friendly. I made sure that I made 
individual items, tables, random tables. And what I was gonna show actually, is the random 
tables. Because I feel that DMs that never play Fantasy Grounds a lot may not know about 
random tables or how to make them. They have one already pre-set in. So that part is very 
handy to know what exactly to do and how to even use it.  
 
Sebastian: I personally have never used Fantasy Grounds, so that’s a first for me too. 
 
Zuki: If you ever want to play on it, let me know and I’ll DM it for you. 
 
Sebastian: Oh wow, that’d be amazing. 
 
Zuki: Yeah, I’m always happy to help out.  
 
Sebastian: Thank you. 
 
Zuki: So, with Fantasy Grounds, what we have here is: all you have to do is roll the dice and you 
get the result table. So that means, I roll 1d4 [rolls 1d4] and that means one snake is joining in 
the crew. Or in this case, I can just click [clicks], and boom.  
 
DM Domination: So it makes it so that if the DM wants to add 1d6 snakes or 1d4 snakes, we 
don’t have anything where the DM has to add snakes manually. It’s a one-click, and then roll a 
dice and they get the exact number of creatures that randomly generated instead of having the 
extra work of adding 1d4 tokens and they roll a 2. It just adds it directly to it. That would 
happen to be a 3 right there. So it’s a good automation feature that Fantasy Grounds excels at.  
 
Sebastian: I didn’t know that. Cool.  
 



Zuki: Mhm. Another thing—this is a minor thing—like I said, I made a bunch of items to make 
sure it’s DM/user-friendly for new users. So like, for example, I added, like, a bottle full of clear 
liquid. Let’s say a player wants that. You see these random NPCs I made for my own 
experimentation [shows character window]? And then in the inventory all I have to do is put it 
here, and then type in a username, like, “Sarah.” “Sarah Watson.” Okay. Sarah wants this clear 
bottle, wants to drink it maybe, or play with it. And then all I have to do is click this button 
[clicks] and it’s in their party sheet. And I feel that the items and all that, like I said, let’s make 
this as user-friendly as possible because this is a really good story and I feel it’s going to have 
popularity, one way or another.  
 
DM Domination: Awesome. Thank you. Thank you for showing us that. Can you, Zuki, pull up 
the actual module and kind of show us the map or some of the pieces of art that the artist 
really contributed to this? 
 
Zuki: Oh yeah. Been waiting for permission, honestly. So, here’s how you get your artwork is 
clicking on the library of adventures. Fantasy Grounds are all categorized so you don’t have to 
be like “Oh, what’s the name of that module? Oh, I remembered it’s an adventure,” so you just 
go look in Adventures and find the cover. Or in my case, for some reason random encounters 
popped up. And right here, images.  
 
And we have like, the Arcane Symbol, that’s really nice [shows an image of the Arcane Symbol].  
 
The Ring of Safe Passage, I really love that ring [shows an image of the Ring of Safe Passage].  
 
Let’s see, we’ve got our villains here [shows an image of the antagonists]. Now, Sebastian, if 
you don’t mind me asking a question, how do you pronounce the second part of the villains? 
 
Sebastian: Oh, “Nexir, Bluuna, and Ilandus”? 
 
Zuki: Well I mean, it’s good to know their names. What I mean is like the “Twisted Novi— 
 
Sebastian: Oh, the Twisted Novissimites (no-VIH-sim-ites). 
 
Zuki: Novissimites, thank you. 
 
Sebastian: Yeah, Novissimites, sorry. One of the things that I’ve learned is that I should 
probably include a pronunciation guide and I’ll do that for everything that I write hereafter.  
 
Zuki: If you want to update, just shoot me a DM and be like “Hey I’m updating, here’s the 
pronunciation,” I’ll put it in.  
 
Sebastian: Thank you.  
 



DM Domination: That is a good point. We probably don’t mention that enough. If you ever do 
update any of your modules or anything like that, just send us a message and we will 
automatically update the Fantasy Grounds version to make sure your product and our product 
are just perfectly mirrored.  
 
Sebastian: Yeah, thank you. That’s really good to know, honestly. I should do that. I will do that. 
 
DM Domination: So, before we let Sebastian get back to creating their next awesome 
adventure, is there anything that you want to show in particular, Zuki, from the conversion? 
 
Zuki: The whole conversion. My favorite part is more spoiler-friendly, and I don’t want to spoil 
this because I feel that people should pick up and play this and I’m, like, fighting the urge to 
show all the artwork and everything. 
 
DM Domination: That’s good. Don’t spoil too much. Well, that is an awesome overview of the 
Fantasy Grounds module. If you think of anything that you would like to show off, we can add it 
to the actual listing so everyone who is taking a look will be able to see some of our favorite 
parts. But thank you very much for showing that. And I think that’s all we have for the Fantasy 
Grounds module. And I wanted to give everybody a personal thank you for showing up for the 
interview with Sebastian and before we go, I wanted to just thank Sebastian personally for 
taking the time and see if there’s anything you wanted to add before we let you go.  
 
Sebastian: Oh yeah, of course. Thank you so much for doing this, it’s been super, super fun to 
chat to you all about it. I guess I should tell people that you can find me on Twitter. So, it’s 
http://twitter.com/sebastianyue, all as one word.  
 
DM Domination: Awesome. And we will head over there, and for those of us who haven’t, and 
follow you. And thank you for taking the time out of your day, and letting us bring your product 
for the Fantasy Grounds audience. It’s been our pleasure and it’s been a lot of fun.  
 
Sebastian: Yeah, of course. You’ve all been great to work with, thank you.  
 
DM Domination: Thank you for taking the time. You have a good day.  
 
Sebastian: Thank you; you too.  
 

http://twitter.com/sebastianyue

