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INTRODUCTION

i Conpetulation!

You bave acoured & bludgeoring weapon

But Hhis o fust o weapon copoble of cruching

a waerss sdl, f olso confors.. wloreafion, |
Loow whas ouire fhining: Weliona, qon don read
boole qou spend bours ficlely g o move

itteovable rods end develop as—yet-undiscovered
woccles! Well, qoure not wromg. | get Pecper,
frtlhul compesion o seribe of ths bere fone,
o reed books fo me. Those itbovable rods arent
qoing fo vt se Fhemselues

nfort-ofion con be deadly. fod i can be
wseful, Did you Lnow fhe Ravenous Slugblatter
Beest of Sreal thinks thed if you cont see if
i+ car'tsee qoud That could sove your e, As
e bt bord auordet, Fue Aguist The
Construct, seq: Know Thy Enetef

— Heliana, lnmover of Rods

While the lack of any bladed edges prevents this
book from being used to carve up a critter, it will
teach you how! Within this guide are the secrets of
Tracking, Harvesting, & Crafting, and a horde of
monsters on which to practice these skills.

Heliana’s Guide to Monster Huning is a collection
of ideas. You are encouraged to use whichever piec-
&s of this book you like and change the ones you
don'c. If there is a DC that seems off, a name that
doesn't fit, or a quest hook that seems incongruous,
then make it your owa, Remember if you're all
having fun, you're doing it right.

[STRUCTURE

This book has four parts:

Part One: The Loot Tavern as well as the three
new rulesets you can introduce: Tracking, Har-
vesting, and Crafting (including cooking).

Part Tswo: Player options; Races, Classes (in-
cluding feats), and Familiars.

Part Three: Ten monster hunts comprising a
clue-gathering phase and a multi-wave boss

battle.

Part Four: The Appendices; magic items {Ap-
pendix A), spells (Appendix B), monsters (Ap-
pendix C), and links to other files that accom-
pany this book (Appendix D).

There’s an index at the end of the book, as well
s links to access the hundreds of map variants,
additional monsters, and more magic items through
our pareners’ websites.

M-_

The adventures in this book are referred to as mon-
ster hunts. They'te a type of adventure in which
you find clues, prepare for the fight ahead, and then
have a big bartle. These hunts, as well as the random
encounters, are all runnable at a variety of different
average party levels (APLs), listed in the hunt’s in-
troduction. Each hunt uses the following structure

Introduction. The name and level of the hunt as
well as a brief synopsis.

Background. The information the GM needs to
know about why a monster needs to be hunted!
This includes:

+ A summary of the monster

+ Three quest hooks: curiosity, morality, and
compensation

+ Monetary and XP rewards

« Brief biographies of key NPCs

Location. The location the hunt takes place,
sometimes containing descriptions of tmique flo-
ra and fauna or on how to use the Tracking rules
to find the monster.

Know Thy Enemy. Clues about the monster
that, if discovered by the player characters, help
them prepare for the batile.

‘The Battle Ahead. The creature’s lair actions,
any environmental effects, the composition of
each wave, and the trigger for moving between
waves,

Aftermath. This section wraps up each quest
ook of the hunt and suggests ways this story
can continue and shape your world. The Loot
Tavern's bard, Cacophonics, has the link to the
song he writes for the party here®.

Treasure. Harvesting and crafting specific to the
boss monster, as well as any other treasure that
might be found.

w o the Broodmotker, this song i at e start and s elue,

CHAPTER 1 | INTRODUGTION

Beyond Deadly. Death is inevitable. In this book,
itis a little #rore inevitable than usual, especially if
your party doesn’t pick up on the clues and prepare
accordingly.

If you have fewer than four player characters or
4 lower APL than that for which the hunt is bal-
anced, consider removing some creatures, replacing
them with lower CR versions, and using the ‘Hlelp-
ing Hand’ paragraphs to reduce the difficulty. The
hunts’ boss fights are designed to use a party's
entire resources for a day's adventuring.

AVERAGE DaILY XP BUDGET PER HUNT

Level Daily XP Budget Used per Hunt

14 100%
510 130%
116 160%
17-20 200%

Chues. Each hunt contains at least three clues that
can be conveyed to the players before combat starts.
Understanding the clues is the key to your players
preparing for the fight ahead and feeling empow-
ered when their prep pays off, Every clue has at
least one example of how you can convey the infor-
mation to your players. Note, these are examples!
It's still up to you as the GM to make any necessary.
changes to the story and roleplay interactions to
make sure your players understand these clues

Be obvious when delivering clues. The more
you can repeat and illustrate a clue, the more the
players will understand ic. In addition, prompting
the adventurers to summarise what they ve leamt.
by using an NPC (o ask questions can engender a
much-needed dialoguc between players,

Furthermore, player characters need time to pre-
pare in a way that allows them meaningfully act on
the clues. It is often both enjoyable and less deadly
for plavers totake along rest t recover resourc-
es, prepare spells, and design a plan that exploits

2 monster's weaknesses. Be sure to give them the
opportunity to prepare!

Variable Statistics. T ensure the challenge is
maintained across differing levels of play, you'll see
reference to VDG (variable DC), Vmod (variable
modifier), and Vdam (variable damagc). These var-
iable values change depending on the average levels
of your party:

VARIABLE STATISTICS SUMMARY

AL WDC vimod Vdam
12 n +3 2 (1da)
34 2 +a 3 f1ds)
56 3 5 5(2d4)
78 u +6 7 (2d6)
e 5 + 10 (ade)

1214 1% +8 14 (ade)

157 7 +9 21(6ds)

w20 8 +a 28 (8d6)

FORMATTING & FEATURES

This book introduces new formatting and interac-
tivity to enhance your gaming experience.

Formatting. This book uses bolding, rualics, and
colour to help key information be identified at a
glance. Monster names (“a roper”), dice calcula-
tions (“1dé + 3 fire damage”), eheck modifiers (“+7
tohit”), conditions that are being applied (“fall
prone”), and areas & distances (“a 30-foot cone”)
are bolded. Spell names (*prrs & needles”), magic
items (“faemsiribe”), foreign languages (“speak
melfon and enter”), and boek & boat names (*He-
liana’s Guide to Monster Hunting”) are italicised
Checks and saving throws se a coloured bold
format, Saving throws are always fully bolded (“DC
15 Dexterity saving throw"), while only the DC,
ability, and skill is bolded for checks (*DC 15
Strength (Persuasion) check”).

Language. The content herein is written in
British English. Prepare yourselves for the cofourficd
armour of parabysing, for referring to ‘the party” as
interchangeably 3rd-person singular (“the party
are in trouble™) and plural (“the party has been
killed™), and archaic language like “whilst” &
“amongst”. Where items and creatures have estab-
lished names, like armorof invulnerabitity or a gray
ooze, those remain unchanged.

Non-standard Ability Checks. Heltana's Guide
breaks from the standard assaciation of abilities
and skills, allowing you to be creative in how you
mix and match them. For example, Persuasion is
usually a Charisma check. However, if a character
states that they break a femur with their bare hands
1o scare a bandit, you might ask for a Strength
(Intimidation) check. Al this requires the player
t0do is make a Strength check and, if they have



proficiency in Intimidation, add their proficiency
bonus to the result,

‘Tool proficiencies are referenced just like skill
proficiencies: a Strength (smith’s tools) check
means that you must make a Strength check and,
if you have proficiency in smith’s tools, add your
proficiency bonus to the result.

1f something, perhaps a magic item, says that you
gain “advantage on Stealth checks”, this means
that you gain advantage on all checks that use the
Stealth skill, regardless of which ability is used
‘When checks use the word ‘or’, this indicates either
skill/rool or ability can be used in any combination.
For example, a Strength or Dexterity (Athletics or
woodcarver’s tools) check means you can use any
one of the four check permutations: Strength (Ath-
letics), Dexterity (Athletics), Strength (wood-
carver's tools), or Dexterity (woodcarver's tools).

Combined Checks. Combined checks involve one

or more creatures making two or more checks, and
combining the results. For example, a Harvesting

check is the combined result of a Carving check
and Assessment check (see Chapter 4). A roll of 20
on the d20 is never an automatic success on checks
for Tracking, Harvesting, and Crafting.

Optional Rules. Some people like crunchy rule-
sets, while others like them streamlined. Optional
rules like volatile components add risk to your garne
by allowing a dragon’s breath sac to explode during
harvesting. Others, like harvesting supplics, suit
survival-type games where players must veatch their
encumbrance and content with fimited supplies By
introducing or removing the optional rulesets, you
remain in control of how your game flows.

QR Codes. Everything we made didn’t fit into
this book, and we haven't quite perfected our cast-
ing of magic mouth to the point where music can
play directly from the page. Accordingly, this book
has links to files hosted on the Loot Tavern web-
site. You gain access by scanning the QR codes (or
clicking on them if this is a PDF), or by entering the
shortened URLS into your browser.

HUNT SUMMARY

The following table details the levels for which each
hunt has been balanced, as well as the hunt's com-
plexity, average duration, main foe, and biome.
Level. The suggested average party level, Each
hunt is balanced for three different levels of
play.
Complexity. A measure of the number of things
a GM needs to keep track of on a scale of 1-3.

HUNT SUMMARY

Level

Hunt ol Nl g Complexity
Polyhedronze ut o6th nth SO
Shining Shrine and 7th  tath &
DreadandBreakfast  3rd &th  1ath ®
Reign of lron 3rd sth  16th @44
The Veiled Lacy ath 1oth  1sth e
Shadowof the Broodmother sth 1th 17th 4 4k 4
Dream Weaver sth 12th  1sth »e
ATdeofTwoTalls  6th 13th 1ath 44
MechaKoboldzilla ~ 7th 1sth 2oth 44
Tarchaeology gth 14th  20th ®

Average Duration. How long the hunt takes to
un. Note: the duration is highly variable and
depends on howmuch your players enjoy delv-
ing into roleplay, how experienced they are, and
how familiar the GM is with the hunt

Hunt Target. The boss monster for the hunt.

Suggested Biome. The terrain in which the

ir can be found. To be used with the random
encounters in the Tracking chapter.

Suggested
Biome(s)

Average

Duration HuntTarget

1ohours  Biomantic Polyhedrooze Jungle

5hours Suneater Owlbear Forest.

6hours Tavern Mimic Forest

7hours  Magnetite Dragon Mountain
1hours  Fungal Heart The Low/ Urban
shours  Aboleth Broodmother  Suamp

shours  Dreamholder Any (Dreamseape)
chours  Pygmy Rakshasa Desert

ghours  Koboldzilla Hill

hours  Tarrasque Grassland

CHAPTER 1 | INTRODUCTION

<
, gy \
. g

W
NN
N

OT THVERN

CHAPTER 2

CHARMING FOLK
ANDMWHERE T0 ©




THE LOOT TAVERN

G

Weve got woncter carvin, e cratfin, fenliar
finch, ound dbinl. drinkil A, of course, for Hhe
ore doring adventurers, o borde of wonsfors in
need of slowin! Fancy yaurself o bunfer? Reody
fo do the research, find fhe clues, and prepore for

" botle agoiut fearsone foes? Nof Uiell, hove o
fireubislieq ond fhen et we osl qou ogoin

— Heliene, Direcfor of fhe Morster Hurding
Guld

The Loot Tavern: a bastion of tax-free alcohol,
a hub for monster hunters, and the venue of the
annual danceathon extraordinaire. This section
details the lore, characters, and services offered by
the Loot Tavern, an inn perched on an island that
drifis through the Astral Plane. "This chapter details
how this adventuring hub can be used to offer the
amenities required by the new harvesting, crafting,
and cooking rules presented in this book, as well as
4 neat way of stitching together all the huns. The
chapter concludes with new rules for drunkenness.

NO FIXED ADDRESS

Drifting through the myriad nebulous bodies of the
Astral Plane, the Loot Tavern is a sanctuary for
adventurers, astral -farers, and vagabonds alike. Its
exact arigins are unknown, but when Lutecia saw
the listing in The Cosmic Times, she persuaded

her adventuring pals, Humperdink, L’ Arséne, and
Heliana to invest in the venture, Atop the magical-
Iy-warded rock a grandiose, multi-tiered tavern was
constructed. With spaces for cach of the friends’
endeavours, the edifice also contains a transient
number of guest rooms that appear, clean and fur-
nished, as and when needed.

Arriving. Gerting to the Loot Tavern can be
achieved from any plane of existence with only two
requirements. The first is a tavern; the second, an
indigo-hued beverage known as port ale. A crea-
ture that steps through the door of a tavern within
1 minute of imbibing the beverage is transported
to the exterior of the Loot Tavern. Haw the port

ale ends up in the players® hands is up to the GM:
perhaps Heliana hears of the adventurers and sends
them a bottle. Maybe a black market dealer sells it
to the party as a ‘quick getaway’ potion, Or maybe
the party finds a recipe detailing how to craft it

A B

-
TAVERN TALES

Onone of their adventuring forays, L'Arséne and
Heliana found themselves trapped in The Low. In
adesperate attempt to escape, the pair created
amakeshift pub: Rock Bottoms Up. Brewing a
noxious and not-particularly pleasant beverage
from local mushrooms, the pair waitad until a
group of passing deep gnomes stopped for a
lunchtime whistle-wetter. As soon as money
out
of the bone-and-canvas tent, downed their port
ale, and stepped back through—to the safety of
the Astral Plane. Rumours still abound of  group
of deep gnomes seeking compensation for food

isonil the hands of
and a scruffy racoon.

3 - 1%

Leaving. One does not simply walk through the
garden portal to leave the tavern, not if you want
to end up somewhere specific. The tavern’s portal
is a permanent teleportation spell, with a twist. In
order to end up in a specific location, one must first
imbibe a specific combination of drinks known as
a teleportation flight. This is one of the tavern's
unique selling points that contributes o its con-
tinued commercial success. A creature that walks
through the portal without having consumed a bev-
erage since it last finished a long rest is teleported to
a random location on a random plane.

For example, drinking a cosmopolitan, a muskroe
mule, and a piney colada, a combination that repre-
sents urban, arctic, and forest biomes, respectively,
directs the portal to teleport a ereature to a city in
the tundra. See the services offered at Lut's bar on
page 17 for more info.

Guaprena | oo Taveny

THE TAVERN’S
TENANTS

Although many faces frequent the tavern, there

are some characters that are almost guaranteed to
be presen. Its four proprietors, Heliana, Humper-
dink, L’Arséne, and Lutecia; the bouncer, Granny
Weathertax; Heliana's faithful scribe, Peeper; the
tavern'’s cat, Feviline; the resident bard, Cacoph-
onics; and the oft-teased adventuring group, the
Fearsome Five (a.k.a, Fearful Five). This section
loaks at those characters, providing tips on roleplay-
ing the characters in the form of behavioural traits,
motives, values, secrets, and stories linking the vari-
ous tenants. The NPC summary blocks throughout
this chapter summarise this information, providing a
quick-reference resource.

Heliana is a hard-headed LN half-orc hunter in
her late thirties. She rises early in the morning for
callisthenics workouts, often running around the
tavern with great, thumping footsteps, much to
Humperdink and Lutecia’s chagrin. She has an

i ism, which is ible for
her chiselled physique and propensity to become:
hangry. Luckily, both Peeper, and Heliana's part-
ner, a female golynn named Amber, have a steady
supply of monster jerky to deal with this. For the
purposes of combat, she is a barbarian, with a few
levels in tamer.

Motizes & Values. After one-too-many close
calls, Heliana has learnt to always be prepared, and
now values knowledge as much as brute force. She
can often be heard saying “Know thy enemy!” to
adventurers that take one of her monster hunting

e



contracts. For her, a monster hunt can only be
successful if she knows enough about her quarry to
prepare the relevant magical meals, learn the mon-
ster's weaknesses, and equip herself with efficacious
spells. Beyond all else, Heliana fears bureaucracy;
paperwork, taxes, and contracts are eternal sources
of terror

Secret. Tnstead of releasing her old companions
into the wild, Heliana has an extra-dimensional
room in the tavern, accessed via a secret door. She.
can't and won't let them go, despite Amber’s chas-
tising looks.

Interpersonal Relations. Here are some tidbits
of information you can use to flesh out Heliana's
relationship with the other tenants:

+ Granny Weathertax is revered as a beacon of
honour and a masterful sensei of hand-to-hand
fighting by Heliana.

+ Humperdink is Heliana's enabler when it

comes to her familiar addiction.

L’Arséne and Heliana have been in many close
encounters. She always seems to lose to him at
cards.

Lutecia is the best mixologist she knows, and.
they're currently 42-42 on drinking contests.
Peeper deals with all Heliana's paperwork, and
she relies on them far more than she admits

[ HUMPERDINK S

Vivacious and charming, Humperdink is a NG
dhampir (offspring of a vampire and human) in his
early thirties. A snappy dresser, Hump adorns his
lanky frame with dark purples and maroons to com-
pliment his pale complexion and shock of red hair.
For the purposes of combat, he has levels in warlock
and fighter, with a dip into wizard for basic spells
like shiedd, Humperdink ascribes to a polyamorous
lifestyle, finding attraction in anyene who shares

his lust for life. He is also  member of the Order

A4 - B

Tavern TaLes: HELIANA MEETS L'ARSENE

On adark desert highway, where cool winds
carry the scent of pungent halfleaf, an edifice of
bone and stone hangs with grisly-faced, orange

lanterns. This hotel, the Hallow’s Inn, bears a dark
secret: once you enter the inn, you can’t leave
except for one day a year, the year of its anniver-
sary: Hallow’s Eve.

However, the inn also holds innumerable treas-
ures, the flotsam of travellers that found them-
self stuck in this undead-infested lodge. For
this reason, Hallow's Eve attracts all manner
of adventurers keen to get their hands on this
treasure and escape the hotel’s clutches before
the curse prevents them from leaving. A dungeon
delver that does not manage to escape becomes
a prisoner of the inn andmust survive its hallways
that crawl with the unliving for an entire year.

It was here, on Hallow's Eve, that Heliana first
met L’Arséne, who had become trapped in the
Aecidedbo take a well d
nap). Showing his ingenuity, L'Arséne crafted He-
liana an armoured ballgown, whose pleats rattled
with scythes of sharpened steel. With devastating
irouett her way hords
of zombies, L'Arséne trotting along in her bloody
wake. And thus, when brains met brawn, a lasting
friendship was born!

~ - 4

Motives & Values. Humperdink balks at the
thought of eating humanoid blood and fears suc-
cumbing to his vampiric desires. Lately, he has
pursued research into the school of biomancy in the
hopes of creating a serum that can Totally Replace
Unseesmly Blood, ot Tru-Blood, as a nutsitious
foodstuff for vampires. He admires people with cx-
travagant fashion senses and a flair for the dramatic;
his alter ego, HumperDinker, hosts the tavern's
weekly burlesque performance.

of the Pink Ribbon, a collection of
wvampires, and other flesh-eaters who have sworn off
eating humanoid or humanoid-derived products

Secrer. ink’s mother, ,
is queen of Uberfarbe, City of Shadows, in the
Schartenwald area of the Shadow Plane, and is also
his warlock patron. She still sends care packages
containing "taster phials’ of exotic humanoid blood,
which Humperdink stores in the hopes he can one
day make recompense to its donors.

CHAPTER 2 | LOOT TAVERN.

Interpersonal Relations. Here are some ideas

A -

with which you can develop F s rela-
tionship with the other tenants:

+ Granny Weathertax’s matriarchal presence
reminds Humperdink of his mother and is a
crippling source of fear about which he regular-
ly discusses in therapy.

+ Heliana is fun after a few drinks when she loos-
ens up and begins singing rude battle hymns.

+ L’Arséne definitely cheats at cards; there’s no
way he's that lucky. Humperdink has plans
for a revenge prank involving using clones of
L’ Arséne to make embarrassing admissions like
“Branton Quark is a better inventor than me”,

- Lutecia isa hoot; she's an amazing performer
and Humperdink is keen to get her in his bur-
lesque show.

+ Peeper is one of the first familiars Humperdink
crafted, though he worries if he over-empha-
sised the anxiety genes.

TAVERN TALES: HUMPERDINK THE SECOND

Ina trick gone too far, L'Arséne created a bag.
of devouring that looked just Ifke Humperdink's
backpack. It wasn’t until Humperdink failed to
turn up to that week’s burlesque performance
that L'Arséne realised his prank had probably
succeeded too well. In classic L'Arséne fashion,
the rakin fashioned a clockwork automaton with
which to replace Humperdink. Luckily, Hump-
erdink’s mother keeps a spare clone of him on
hand, and, four months later, an irascible Hump-
erdink stumbled back into the Loot Tavern. Im-
pressed with how handsome L’Arséne had made
the automaton, Humperdink forgave the artificer
and now keeps the construct in his laboratory as
a sounding board.

~ -

B




{UARSENE S

A - B

L'Arséne Upin is a mischievous and cunning CN
rakin whose artifice is widely coveted. He and his
partier, Harried Houdinky, are infamous thieves,
having stolen the priceless ruby, the Red Rakshasa,
in a daring heist years ago. They now have bountics
on their heads in almost every city of the Material
Plane. However, since Bubba Fitt the bounty hunt-
e was found as a pile of dust inside his armouraf
invuinerability, no bounty hunter has been foolish
enough to pursue the pair in the Loot Tavern itself.
The pair are both easily distractable, love puns, and
adore practical jokes. For the purposes of combat,
treat 1.’ Arséne as having levels in a class involved in
artifice or invention, and Houdinky as an assassin.

Motives & Values. " Arséne admires two things:
daring, terrible puns and adventurers that bring him
rare monster parts he can use to craft novel magic
items. He doesn’t mind the bounty hunters—they
make good guinea pigs for his new inventions—but
he: fears being audited by tax officials and always
makes sure his affairs are in order.

Secret. Due to his notoriety, L'Arséne couldn’t
have attracted investors for his line of arcanome-
chanical devices, Tnstead, he set up a pseudonym:
Anton Spark, whose inventions have become hot
commodities on the Material Plane.

Inter personal Relations. The following opinions
can help add depth to L’ Arséne’s interpersonal
relationships:

+ Granny Weathertax shouldn't be messed
with—she has eyes in the back of her head!

+ Heliana is a quality adventuring companion:
she's very brave and is also wide enough to
provide a protective barrier behind which L Ar-
séne can artifice new contraptions.

Humperdink is hilarious to prank. One time,
he enchanted Hump’s blood sausage with the
reduce effect of the entarge/reduce spel, which
100k effect while Humperdink was on the toilet,
causing him to fall into the toilet bowl. Despite
rarely being well received, I.’Arséne seldom
reels regret, though he admits the bag of devour-
ing prank might have been a step too far.

Lutecia mixas a gond cocktail and plays a mean
game of cards. It takes all his skill at cheating to
beat her.

Peeper is fun to ride around on.

TavERN TALES: WEATHERTAX'S COUNTER

In what would have been a classic jape, L'Ar-
s&ne glamoured a rug of smothering to appear
like Humperdink’s sustainably-sourced dalma-

d purple
bank. Using his omni-directional quacnoculars,
(i Granny
was tumed before making the change. The next
moming, much to L’Arséne’s befuddlement,
turned from
entirely unscathed. Upon retuming to his cara-
van, L'Arséne was attacked by his doormat. The
conclusion? Granny Weathertax has eyes in the
back of her head and a strong sense of ustice.

~ -
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Charismatic doesn’t do this NG dark el justice. In
the worst situation, usually brought about by her
avaricious desire for shinies and knowledge, Lut

is atways wont to crack a jape. For her, being the
proprietor of a tavern is ideal; the constant flow of
people and information staves off the melancholy
that can quickly assail her if she spends too long
alone. She has a quick wit, a cool head, and can put
an averly-belligerent patron back in their place with
her sass and sarcasm. For the purposes of combat,
wreat Lutecia as having levels in warlock and bard,
Her bardic instrument is the cocktails she creates
(you can reskin the bardic College of Cuisine to be
a College of Mixology with the same eflects).

Motives & Values. Lut values people willing to
share stories of their adventures; there is a strong
correlation between the generosity of her drink
servings and how interesting she finds a story. She
also has a special place for the silent types that
end bar fights without destroying any fumiture.
She fears being in isolation; she grew up in a great
library with only a few archivists and a thousand
books as company. Now, she values making her
own adventures with her closest companions.

Secret. Before leaving the library many years ago,
Lutecia stole a relic and hid it in her dagefkolding.
Unfortunately, she has forgotien what the relic was
and, per the bag’s magic, has no way to retrieve it!*

“This i an open-ended plot ok for a G to devekop

Interpersonal Relations. You can use the follow-
ing information to develop the interpersonal rela-
tions in the ravern:

+ Granny Weathertax is invaluable. With a
glance, she and Lutecia can communicate
everything that needs to be said.

Heliana has innumerable tales which can keep
Lutecia entranced for hours.
+ Humperdink is a fun dandy. The nights
they've giggled and journcyed together on
t hedel h
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TAVERN TALES: DRINKING CONTEST
After the last call, Heliana and Lutecia had the
drinking contest to end all drinking contests. No
holds were barred: magic, potions, even bless-
ings from gods were allowed. Ina ccmfusmg wm

ly
happened——(]ranny Vel e up i
winner and has remained the unconttested Astral
Drinking Champion ever since.

are some
of Lut's most treasured memories.

L’ Arséne took some getting used to, but seeing
him around Harried Houdinky helped her see
the soft raccoon beneath the trixy rakin.
Peeper asked to look at the books once, to
which Lutecia begrudgingly agreed. Now Lut
couldn’t live without them. They’re the most
helpful of all her friends and Lut won’t hear a
bad word against them!

1
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An unknottable bundle of anxiety, Peeper is a
non-binary LG aberration, a floating eye monster,
and one of Humperdink’s first familiars. With an
eye for detail and an eagerness to please, Peeper has
elected to take on all the bureaucracy and book=
keeping of the tavern, much to everyone’s relief.
Peeper cares for their friends to a profound degree
and would be devastated if any of them should
express disappointment at their actions.



Motives & Values. Peeper takes pride in the
ordinary: running the tavern at a stable profit and
ensuring enough profit is set aside to provide gen-
erous retirement funds to each of the tenants. Of
course, they don’t let the tenants know they have
retirement funds, that would be far too risky. Peep-
er's biggest fear is Heliana ever getting anywhere
near the accounts: last time she tried her hand at
bookkeeping, she used a squid as a makeshift quill
There was ink everywhere

Secret. Peeper is actually a voracious painter
in their spare time. They have portraits of each
creature that has entered the tavern stashed under
the floorboards of their library. Their five eyes give
them a unique advantage with perspective, and
their work is pretty darn good!

Interpersonal Relations. You can use the follow-
ing information to develop the interpersonal rela-
tions in the tavern:

+ Granny Weathertax is really in charge, in
Peeper's opinion. They report any hint of
wrongdoing to her.

+ Heliana is the bestest, strongest,
fastest, and smartest, even if she
sucks at sums, and needs Peeper and
Amber to look after her blood sugar.

+ Humperdink is probably some
sort of god, Peeper has decided.

He can make more Peepers, and

his paperwaork is a scribbled mess.
Gods probably have messy paperwork,
Peeper thinks.

- LArséne is quite annoying and ahways
tries to jump on Pecper’s back. On the flip
side, his accounts are the best of the lot!

+ Lutecia let Peeper look at the books and
for that Peeper is eternally grateful. She's
also so good at talking to people; Pesper
could never do that

A - [
TaverN TALES: SHADOW EDITOR

‘While Heliana slept, Peeper would sift
through the latest pages of her book,
editing, proofing, and re-writing them.
Hellana was always very impressed with
herself when she reviewed her work each
morning, and Peeper didn'thave tha heart
t0 say otherwise!

GRANNY WEATHERTAX

Stoic, taciturn, and with an air of wisdom, few
words ever pass Granny Weathertax's lips. Indeed,
they are often preoccupied with moving the pun-
gent smoke from her long, ebony pipe to her lungs.
Physically, Weatherrax is a strong, LG human fe-
male, with levels in monk for the purposes of com-
bat. When dealing with bar fights, she moves with a
drunken sway that keeps her just our of the reach of
brawlers’ blows. No-one knews when Weathertax
turned up or where she came from; as far as anyone
can remember, she’s always been around. Our of a
sense of propriety, the four proprietors decided to
add Weathertax to the payroll; having her be part
of the team seemed like a wise move—she is often
the deciding factor in how many tables get broken
during a bar fight

Guapren s | oo Taveny
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CACOPHONICS =]

Sometimes-member of the Fearsome Five, the im-
modest Cacophonics (LG male human maestro®)
has recently found employ as resident gleeman of the
Loot Tavern. With an unending litany of adventures
and fantastical tales, the tavern is a veritable feast

of inspiration for the ballads and sagas he pens. He
takes liberal poetic licence with the information he
receives, aiming to write the most exciting song, if
not necessarily the most accurate one! After a group
of adventurers return from a hunt, Cacophonics is
often the first to approach them, drinks in one hand,
quill in the other, and prying questions on his lips.

The Fearsome Five is the butt of most of the jokes
in the Loot Tavern. With a well-deserved repu-
sation for fleeing from deadly monster huns, the
group have earned themselves the nickname ‘The
Fearful Five', much to their chagrin. They have four
permanent members; the bard, Cacophonics, has
decided to go solo but returns to the group when he
secks new stories.

Ser Lonsalittle. This prideful LG male gnome
Knight is wont to get up on his high horse if his
bravery is ever in question. Literally. He rides
a pegasus into combat and uses it 10 raise his
stature during arguments.

Garr Oate. Mistrustful and shifty-eyed, chis N
female halfling spy is not abave picking the
pocket of a drunken patron. Granny Weathertax
‘has learnt 0 keep a close eye on her and often
picks Garr Oate’s pocket in return, putting the
halfling’s purse back on the stupefied drinker as
a form of vigilante justice.

Fumblemore. At over 7 feet tall, this hulking go-
Jiath is a most atypical wizard. With cripplingly
Jow Dexterity, the party has resorted to glueing
this NG mage’s spellcasting focus into his hand
10 get any use out of him. He is a sweet bean and
cares deeply for his pet blinkhound, Courags

Aunty Kris. Lilac-skinned and long-toothed, this
cheerful and cheelky CN tiefling cult fanatic
was saved by the Fearsome Four (as they were
previously known) when they caused a prison
break to mask their escape from the Nine Hells,
Like many clerics who enter the tavern, she.
rarely has any healing spells preparcd.

The bool? ALk qeeh, fofel breeze
wrife. No delas. Evergflin
: 1

e. i only fool. four bundr

— Heliona, Author

*See page 492, Appendix ©
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ROOMS & SERVICES

3 mething to do
with the "Um.erlam(.y Principle of Quantum Ar-
canodynamics”, the Loot Tavern is never quite the
same from one day to another. Though no-one sees
it change, there is always enough space for whatever
isabout to happen. Whether it be Heliana's latest

ry of Gargantuan tatrasque 1dm =

es. Though Hur'\per:lmkdld ook

into the phenomenon once, he quickly leamt to
king those sorts of questions when his labo-
ame a utility closet flled with garlic. The

d o the mapon page 18.
oms of all descript
airs for 1 sp day tc
10 gp per diem.

1- LUT’S BAR

Lutecia’s bar is the beating heart of the tavern. A
cireular structure that rises from the bar floor to the
tavemn’s lofied ceiling, its shelves are stacked with a
plethora of liquer

ages that induce

When not staffed by Lute

simp constructs can be found
pouring al s verly-drunk, and shoo-

erage, aperi-
f, and cocktail among the planes, One of
important services Lutecia offers is a ‘teleportation
flight' to direct the tavern’s portal to send the patron
to the desired location. Correetly design‘mg and

can
i i s
(he!r intended location. If a creature comes to her

with an untried recipe, she’s more than h: et

the messenger be a guinea pig for the concoction on

It's important to knor ere each cock-

tail directs the tavern's portal to telepott a creature!

Service: Termm:um .F!uzhn For 5 gp, Lutecia

“The following table liscs the cockeails and the bi-
omes or planes to which the portal teleports a cr
ture, Each cocktail contains 2 alcohol units, which
cenness ruls on page 21,
COCKTAILS

Drink Location Type
Muskroe mule
Hex on the beach
Tokilla sunrise
Piney colada 3
Plainkiller Grassland
Hilltini Biomes. Hill
Mountini Mountain
Swarmp
The Low
Undei
Cosmopolitan Urbzn
Hard spirits Erhereal Plane
Bloady faery Fey Lands
Black mountini dow Plane
Djinnand tonic Inner Planes Plane
Targarita Plane of Earth
Firewhiskey Plane of Fire
island iced tea Plane of Water
Cosmicpalitan Astral Plane
Sexonthe lich  OuterPlanes tive Plane:
Angel's Delight

2 - HELIANA'S CAVE =

Adorned with plush ru;
shisha pi

ould st
book,

high up the wall. During th

teaching the fundamenta
to new adventurers and providing her

Garrena|toorTavenn 1
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e
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Services: Component Trader. Heliana has many
monster components available and is always look-
ing to buy others. Her inventory can be decided
randornly; when a créature requests to buy or sell a
component, roll a d20. On a result of 1-10, she has
1d4 of the component for sale but wen't buy any.
On a result of 11-20, she has none of that compo-
nent and will buy up to 1d4 of that component. Her
inventory resets periodically (GM's discretion)

Services: Cooking. For ten times the APL in gold
pieces, Heliana will spend an hour whipping up a
meal using the player’s magical components. She
has proficiency in cook’s utensils, a proficiency
bonus of +4, and a Constitution modifier of +5.

Services: Harvesting. If a corpse is brought to
Heliana while still preserved by magic like the
preseroe spell (see page 509), she can assist in
harvesting it, charging ten times the APL in gold
pieces. Heliana has a proficiency bonus of +4, a
Dexterity of +4, an Inrelligence of +2, proficiency
in the Medicine, Nature, and Survival skills, and
the Expert Harvester and Reapmaster feats (see
page 221).

Services: Heliana’s Guide to Monster Hunting.
For the discounted price of 150gp (or 3100gp for
the deluxe edition), a creature ean buy a copy of
this tome. This magic item (see page 493) details
the harvestable parts of different creature types and
the respective component DC. In terms of meta
gameplay, owning a copy of this book can grant
your players knowledge of component DCs to allow
them to be better informed when creating a Harvest
list (see page 87).

3 - HUMPERDINK’S LABORATOR'

A chaotically organised room, Humperdink’s labora-
tory never has less than half a dozen experiments be-
ing simultaneously conducted. Iridescent organs and
biostatically preserved creatures line shelves, floating
in glowing, colourful liquids. Desks are covered in
papers with a mix of arcane runes, scribbled notes,
and the mustard stains of hastily eaten blood-sausage
sandwiches. Novel biomantie construets like Poggle,
Humperdink’s homunculus helper, or Feviline, the
tavem’s cat, explore the dangerous lands under his
desk and high up on the shelves.

Service: Spelt Scrolls. Humperdink sells snet!
swroils, He also carries a variety of scrofs from other
schools of magic. Ta determine his inventory,
whenever a creature asks if a serolf is available, roll
2d10. Humperdink has a number of that speflscrolt
available for purchase equal to the result of the roll
minus the level of the spell. Being a student of the
school of biemancy, he always has at least one of
each biomancy spell in his inventory available for
purchase.

Number of scrolls available* = d10 - level of spell
scroll
Minimum,

1f the result is O or lower, he doesn’t have the
scrod, and will gladly buy up to 1d4 of them it for
one-half of its sale value. This inventory changes
periodically (GM's discretion). The price of saeé
seradls is as follows:

Spell Scroll Level  Rarity Value
ofantip)  Common 10gp
Common sogp
2z Uncommon 1508p
3 Uncommon 3008p
4 Rare 600gp
s Rare 1200 gp
[3 Veryrare noogp
7 Veryrare 6200gp
8 Veryrare g300gp
9 Legendary 19500 8D

Service: Familiar Crafting. For a number of gold
pieces equal to twenty times the player character’s
level, E can combine the of
any of the specified creatures (see Chapter 7} with
the blood of the player character to whom the crea-
ture will be bonded. After 24 hours, the familiar is
birthed and the bonded plaver character can choose
this familiar instead of one of the normal options
when they cast the find familiar spell. A bonded
player with levels in the tamer class (see page 194)
can tame these familiars for use as companions swith
special statistics.
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4 - ARSENE'S CARAVAN

In extravagant, scarlet calligraphy, the word
*SIDRAT is painted on the front of a brightly
covered caravan, positioned in the middle of a small
side room. It appears someone was overconfident
with the ‘S’ and the following letrers are progres-
sively more scrunched together. Looking inside
the caravan can be a vertigo-inducing experience;
it is far bigger on the inside with exatic tools lining
every wall above arcanomechanical gadgets that
whir, rattle, and occasionally explade. ‘The cara-
van's owner, infamous gadgeteer L’Arséne Upin,
can often be found tinkering with a malfunctioning
device or preparing designs for new items based on
the properties of rare monster components.

Service: Grafisperson. L Arséne is a deft and ex-
perienced master craftsperson, He is proficient with
all tools as well as the Arcana, Investigation, and
Religion skills. He has a +3 proficiency bonus, a
Strength modifier of +1, a Dexterity modifier of +4,
and an Intelligence modifier of +5; uses Intelligence
as his spellcasting modifier; and has the Fxpert
Forger and Forgemaster feats (see page 220). See
Time & Money (page 120) for costs.

Service: Magic Item Vendor. L’ Arséne has an
inventory of magic items available for players to buy
and s always happy to buy magic items from the
players for 50% of their value. The exact composi-
tion of these items is entirely up to the GM's dis-
cretion. Due to the number of adventurers that pass
through the Tavern, this inventory regularly changes.

5 - PEEPER'S LIBRARY Sy

Peeper likes books, keeping things arderly, and
being an orange ball of helpfulness. Tn short, they're
the ultimate librarian. Peeper’s library is a repository
of all the books and tomes on monster hunting that
Heliana has acquired (if not read) over the years.

Service: Research. Fot no charge, a creature

can spend & hours working with Peeper tofind
information on the target of a hunt. At the end of
this period, the creature can make a DC 16 Intel-
ligence (Investigation) check (o see what they
discover. On a success, the creature receives the
information for ene of the clues for the coming hunt
(GM’s choice). A result.of 26 or higher reveals two
of these clues, instead. A failed check indicates
that the library has no relevant information on this
subject that the party can discern.




DRINKING & DRUNKENNESS

Drinking is a balancing act: too much and you
become inebriated; just enough and you become a
master at billiards, charming as a devil, and capable
of surmounting any obstacle. Legend says the Pale
Aleomancers, led by famous brewer Jan Smyth,
titrated themselves to reach the perfect level of
drunkenness. In the short time thereafter, conflicts
between long-warring nations were resolved, a
universal healtheare system was established defiv-
ering free care at the point of need, and the eternal
question of why the gobboc crossed the road was
answered. To celebrate their achievement, they
finished their pint. In the slightly-more-inebriated
aftermath, all their hard work was undone and the
world descended into chaos ence more. Since then,
Aleomancers the world over have kept their titrat-
ing techniques a closely guarded secret

Condition: Drunk. Between long rests, a creature
can drink a number of units of alcohel equal to their
Censtitution modifier without any effect. For each
unit of alcohol the ereature drinks beyond this, the
creature must make a Constitution saving throw
where the DC equals 10 plus the number of units
of alcohol the creature has consumed since it last
finished a long rest.

Drinking Constitution saving throw DC= 10 +
number of units of alcohol consumed since last
long rest.

On a failed saving throw, a crearure gains one
level of drunkenness. Drunkenness is measured
in six levels. If an already drunk creature suffers
another effect that canses drunkenness, its current
level of drunkenness increases by the number of
units of alcohol the creature consumed to trigger
the saving throw. A creature's drunkenness level is
reduced by 1 for each 2 hours since it last drank.
Furthermore, finishing a long rest reduces a crea-
ture’s drunkenness level to 0.

A crearure suffers the effect of its current level of

drunkenness as well as all lower levels. For example,

a creature suffering level 3 drunkenness has dis-
advantage on Dexterity, Charisma, and Wisdom
checks and saving throws.

DRUNKENNESS e EFFECTS

Level Effect
Thecreature has advantage on Charisma
checks

The creature has disadvantage on Dexterity
checks and saving throws.

1

The creature loses the effects of level 1 drunk-
3 enness,and hasdisadvantage on Charisma

and Wisdom checks and saving throws.
4 Theereature's speedishalved

The creature is poisoned and retains no mem-
5 ory of events that occur between this point and
when they are nolongerdrunk.
‘The creature fallsunconscious for 1dé + 8
hours, When it wakes, itis no longer drunk,
but daes not gain the benefits of 2 leng rest,
and gains1 level of exhaustion.

Optional Rule: Hangover. When a creature loses
at least 1 level of drunkenness as a result of finishing
along rest, the creature must make a Constitution
saving throw at the end of the long rest. The DC
for this saving throw equals four times the drunk-
enness level before they started the long rest. A
creature that fails this saving throw has a hangover
and is poisoned for a number of hours equal to the
difference between the result of their saving throw
and the DC.

CURIOUS
CREATURES

HHI] HOW-T0
ATCH THEM



TRACKING

Before you can slay a monster, you've got 1o find

it! Even if a party knows its quarry's exact location,
getting there can have its own trials and tribula-
tions. The follawing rules can represent a mulitude
of travel-related obstacles, from a party’s attempt
to follow a creature’s tracks, to their mission to find
a hidden tomb, or simply the inherent danger of
traversing hostile terrain.

One-shots, I you're running the hunts in this
book as a one-shot, then feel free to omit the
tracking stage; there simply might not be enough
time. The quest giver can provide the party with
instructions, a map, or even act as a guide 1o get the
characters where they need to go.

- - [
LAYMAN'S GUIDE T0 TRACKING

Here’s how tracking works. Firstly, you (the GM)
decide the mirimum number of Tracking checks
aparty
be successful in order to find their quarry. More
‘equals harder. Next, your players tell you how they
want to go about tracking, You work with them to
decide on the most appropriate ability and skill to
use for the check. Finally, you choose a DC based
on how likely their suggestion is to succeed.

 of them mu

©On a failed check, the party has a hostile encoun-

ter. On a successful one, they have a narrative en-

counter, or no encounter at all (GM's choice). You

«can use the random encounter tables (starting on

page 27) to help randomly select the encoun-
ters. When the characters have made both the
requisite number of checks and successes, they
reach their destination.

Note: the number of checks and the number of
successes are two different parameters, both of
‘be met to reach Ifthe
party keeps falling their checks, they may make far
‘more Tracking checks than the minimum number.
~ - =2

MECHANICS

This section outlines how you, as the GM, can
maodify parameters to set the difficulty of the track-
ing experience, and how the players decide which
checks they will make. These mechanics are de-
signed to encourage your players to think creatively
in how they use their characters’ skills, to encourage
roleplay, and to flesh out exploration with interest-
ing encounters. Any abiliry check made tofind a
monster, location, or to traverse terrain is referred to
herein as a “I'racking check”

SETTING TRACKING CHECKS ]

Before the players get rolling, you must set two
parameters:
+ The minimum number of Tracking checks the
party must make.
+ The number of Tracking checks on which the
party must succeed.

The party must meet both of these conditions
to find their destination. Increasing either of these
parameters increases the difficulty of the tracking
experience. The minimum number of checks rep-
resents a combination of the distance the party has
1o traverse and the density of possible encounters;
a greater distance or a more populated area requires
more checks. The number of successes represents
how difficult it is for a creature or location to be
found, or for terrain to be safely traversed. The
minimum number of cheeks can never be less than
the number of successes required.

DETERMINING CHECKS AND SUCCESSES

You can determine how many Tracking checks a
journey requires in the following way.

Step 1: Areas. Separate the journey into related
areas. For example, if your party must cross
grasslands to reach a swamp and then search
that swamp for a monster, you can make grass-
lands one area, and the swamp another.

Step 2: Encounter Ghance. Determine how likely
encounters are to oceur in each area. Encoun-
ters include both interesting environmental fea-
tures and the presence of friendly or unfriendly
areatures. Assign a number of Tracking checks

CHAPTER 3 | TRACKING

o each area (minimum 1}, with 1 representing a
very low chance of an encounter and 5 ex-
tremely frequent encounters

Step 3: Successes. Assign a number of Tracking
successes (minimum 0) required to reach the
next destination. A destination can be any-
thing: the next area (for example, the swamp
beyond the grassland), a city, or a monster's
lair. A large, obvious targer, like 2 swamp, might
require O successes, while a well-hidden loca-
tion can require up to 3. You can use the table
below to help determine an appropriate number
of checks.

SuGGESTED NUMBER OF TRACKING SUCCESSES

Destination Numberof Successes
Obvious (e.g, huge waterfal) o

Natural (e.g., wolf den) 1
Obscured fe.g, dragonis lair) 2

Protected (e.g. illusioniststower) 3

Duration. A Tracking check can encapsulate any
period of time from a minute to a month and is up to
the GM to interpret. The more encounters the GM
envisions the party experiencing in a given time,
the shorter the duration each check should take.
Sequential Tracking checks can even take different
amounts of time from ene another.

For example, in a vast and open expanse, such
as crossing a desert bereft of life, a single Tracking
check might represent 30 days’ travel. In a particular-
Iy hostile environment, such as an ancient battlefield
filled with undead, encounters might occur frequent-
ly and each Tracking check might represent 1 hour of
searching_ In a densely packed urban chase scene, a
single Tracking check might take only 1 minute!
“ - 8

GM Tip: ENCOUNTER DENSITY

If a Tracking check takes less than 8 hours, itis.
possible that the party can have more than one
hostile encounter between long rests. As the hos-

to be very deadly,
you should consider running them one or more-
levels lower than your average party level (APL).

~ ~ [

MAKING TRACKING CHECK:

This part of the tracking mechanics throws the
narrative element of the game back to your players
(which can be a fun dynamic shift!). You ask them
how they're approaching the tracking process and
wiork with them to choose an ability and skill (or
tool) for the Tracking check. Then you decide an
appropriate DC for the check based on how likely
the player's proposition is to succeed. Finally, the
player(s) make an abilicy check against the DC
you've determined

- - B

NON-STANDARD ABILITY CHECKS

You can mix and match skillsftools and abilities.
For example, Athletics is usually a Strength check.
However, if a character states that they chase a
wolf pack across 10 miles of snowy terrain, you
might ask for a Constitution (Athletics) check. All
this requires the player to do Is make a Constitu-
tion check and, if they have proficiency In Athlet-
ics, add their proficiency bonus to the result.

When checks in this book use the word ‘o, this
indicates either skillftool or ability can be used in
any combination. For example, Strength or Cha-
risma (Intimidation) means the player can choose
to make either a Strength or Charlsma check and,
if they have proficiency in the Intimidation skill,
add their proficiency bonus. A Strength or Dexter-
ity (Athletics or woodcarver's tools) check means.
you can use any one of the four check permuta-
tions: Strength (Athletics), Dexterity (Athletics),
Strength (woodkarver’s tools), or Dexterity
(woodcarver’s tools).

~ - 4

CONSEQUENCES

Success or failure, it enriches your world if you
narrate the result of the party's actions. On a
success, you can simply narrate the changing
landscape, of you can give the party a narrative
encounter. These are non-combat encounters that
can describe unique locations, non-hostile NPCs,
or simply illustrate a remarkable environmental oc-
currence. Each biome contains a narrative encoun-
ter table; roll a d8 and consult the relevant table for
a plug and play idea!



On a failure, the party has a hostile encounter.
[Each biome has a hostile encounter table; roll a d4,
add the party’s tier’ to the result, and consult the
table 10 see who or what the party encounters!

APL Party’s Tier
=4 v

s-10 2

16 3

1720 3

If the party meets both requirements of tracking
(minimum checks and required successes), the
party subsequently reaches the target they are
tracking.

Optional Rule: Critical Failure. It's possible for
trackers tobe given a false scent by a particular-
ly devious enemy, or simply to royally mess up.
In these cases, the tracking experience gets more
difficult. A natural 1 on the d20, or missing the
Tracking check DC by 10 or more, is a critical
failure. Critically failing a Tracking check increases
both the minimum number of checks and successes
required to reach the destination by one.

Optional Rule: Gritical Success. Sometimes, an
especially observant or lucky tracker might find a
clue allowing the party to find a lair more quickly.
Surpassing the DC by 10 or more is a critical suc-
cess and can count as two successes, while surpass-
ing it by 20 or mote counts as three successes. Per-
haps your tracker, who, with the help of expertise
and guidance, gets a 35 on their DC 15 Wisdom
(Perception) check, finds the imprint of a dropped
stone tablet in the mud that details the exact way
to disable the necromancer's illusory protection,
which counts as two additional successes.

(EXAMPLE DCs = NS

This lis, which isn't exhaustive, acts as guidance for
deciding a Tracking check’s DC, with suggested
abilities and skills to match. The DCs are balanced
for mid-level characters; feel free to modify them

as you see fit, For example, you might increase the
DCs by 2 for characters of 12th level or higher, or
decrease them by 2 for characters of 4th level or
lower. In general, the more likely a character's at-
tempt is to succeed and the easier the circumstances
affecting that check, the lower the

Common Sense Checks (D 6). These checks are
casily achievable by the common person.

Pursuing the footprints of a giant across mud —
Wisdom (Survival).

Following a literal trail of breadcrumbs — W
dom (Perception)

+ Using a compass to walk North — Intelligence
(Nature)

Skilled Ghecks (DG 11). These checks are achiev-
able by someone that has undergone basic training,
such as a woodsman or acolyte.

+ Following the trail of a wolf through a forest —
Wisdom (Survival).

Kstimating the likely location of a creature hased
on its nature — Intelligence (Arcana, Nature,
or Religion, depending on the creature’s type).
Speaking with local animals to gain information
— Wisdom (Animal Handling) and the spoak
with ansmads spell.

[Expert Checks (DG 16). These checks are beyond
the skills of a trained commoner. Individuals able
to regularly succeed on such checks have dedicated
their life to mastery of a skill, such as a big-game
hunter, professor of zoology, or archmage.
+ Tollowing a wolf's trail across bare rock or after
a snowstorm — Wisdom (Survival).

Mimicking a creature’s call to provoke a re-
sponse from it — Charisma (Performance).

Climbing a tree 10 look for clues in the dis-
tance — Dexterity or Wisdom (Acrobatics or
Perception).

Pushing oneseli 10 explore a vast area in a short
time — Constitution (Athletics).

Oudlandish Checks (DG.21+), “There's atecaysa
harnce this could swark, right?” These checks often
involve a degree of luck. The morc outlandish, the
more huck required, and the higher the DC.

- Tollowing a flying creature’s trail based on find-
ingits kills and scat — Wisdom (Survival),
Making & cance to more quickly navigate a wa-
ter body — Dexterity (woodcarver’s tools).

Using brute force to smash through a cave wall
and find a hidden tunnel — Strength (Athletics)

Consulting the stars to ern clues — Wis-
dom or Intelligence (Religion)
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Optionai Rule: Varied Ghecks. To keep things
from getting stale, players can't repeat the same
Tracking check ability and skill/tool combination
until two othess have been attempted

VARIABLE DCS & MODIFIERS

The random encounter descriptions use the abbre~
viations APL (average party level), VDC (variable
difficulty class), Vmed (variable modifier), and
Vdam (variable damage). Using these variable sta-
tistics allows the same encounter to be challenging
for every party by sealing the difficulty of cerrain in-
teractions with APL. In some cases, modifiers may
be placed on these variable statistics, like “the player
character takes cold damage equal to twice the
Vdam” or “the creature has a Dexterity (Stealth)
modifier of Vmod+5”. For a party of 3rd level, this
latter example would yield a total modifier of =9

VARIABLE STATISTICS SUMMARY

APL vbC Vmod Vdam
12 n +3 2(1ds)
34 12 g 3 (1de)
56 3 5 5(2d4)
78 14 +6 7(2d6)
9n 15 47 10 (3ds6)
g 16 +8 14 (4d6)
1517 7 +5 21(6d6)
18-20 18 +o 28 (8d6)

[EXAMPLE

Below is an example of hos

Tracking checks might

play out.

The GM decides that the party must cross a grass-
Jand to find a swamp, and then search the swamp
for the broodmother's lair. They decide to split
the tracking into two areas: grassland and swamp.
‘The grassland is void of life and the swamp is an
obvious target, so it requires one Tracking check
and zero successes, taking five days to complete.
The swamp is hard to traverse and full of life,
although many of the swamp's denizens are walk-
ing mindlessly to the broodmother’s lair. They
decide two Tracking checks and one success are
required, with each check taking § hours.

GM: 50, how will you find the aboleth’s lair?

Mizzard: | use my knowledge of swamp erea-
tures to assess where a huge creature might
reside.

GM: Okay— that sounds like you should make an
Intelligence (Nature) check [notes DC of 11].

Mizzard: ..two plus four... six.

[GM notes one check, one failure, and rolls a dg
to determine the hostile encounter]

GM: As you search the waterways, eliminating
many pessibilities, you hear a rustling [rolls.
creature’s Dexterity (Stealth) check, which
beats both player characters’ passive Percep-
tion scores], but it’s too late. Roll initiative.
You're surprised!

[Cue Hostile Encounter]

Gurf: Okay my turnt | chop the bushes to see
more and move quicker.

Mizzard: Don't be silly - that won’t work!

Gurf: Hold my ale.

GM: Give me a Strength (Athletics) check [notes
DCof 21].

Gurf: Fifteen plus eight... that’s... alot.

[GM notes twa checks, one failure, one success,
androlls 2 d8 to determine the narrative
encounter]

GM: Clearing away the underbrush, you stumble
across a hidden trail leading deeper into the
swamp. Desperately trying to pull itself from
a pit of quicksand is the bearded madman

from the river bank you spotted two days.
ago. What do you do?

[Cue Narrative Encounter]




RANDOM ENCOUNTERS

The remainder of this chapter presents cight narra-
tive encounters and seven hostile encounters for each
of the following eleven biomes: arctic, coast, desert,
forest, grassland, hill, jungle, mountain, swamp, The
Low, and urban. The biomes are presented in alpha-
betical order, and the encounters in numerieal order.

Single-Biome Campaigns. If you have a cam-
paign focussed on 4 single biome, consider replacing
used encounters by reskinning those with the same
encounter number from other biomes. For example,
if your party has faced the arctic biome’s hostile
encounter #4 - Aberrant Outpost, you could replace
it with hestile encounter #4 - Tumultuous Turbu-
lence from the grassland biome. You could even
choose to change the additional necrotic damage
some of the creatures in the grassland encounter
deal to cold damage to betrer fit the arctic serting

Mixed Biomes. A tundra is a cold plain, a taiga is
a subarctic forest, and alpine regions can have steep
forested slopes. Feel free to mix the encounters from
biomes that fit your narrative; the wndra could
draw from arctic and grassland encounters, the taiga
from arctic and forest, and the alpine region could
draw from forest and mount

Composition. The majority of creatures men-
tioned in the encounters can be found in the SRD,
the standard, Sth-edition rules. Those creatures
that are new to this book are indicated in text or

each table. S¢ i
an encounter calls for a monster that doesn’t have
statistics. In this case, the composition paragraph
indicates an existing creature whose statistics you
can modify. "T'hese creatures are indicated by a
superseript ‘o’ (7) after their name.

For example, the stone gnolls in hostile encoun-

ter #3 - Stone Gnoll Killers of the grassland biome
use the gnoll statistics, but change the AC, damage
resistances, and, as a result, the creature’s CR.

Fleeing. Monsters don’t always fight to the
death. Unless otherwise stated, creatures in a hostile
encounter flee when the odds shift against them.
This is typically if more than half of their number
are killed, or, if there are few combatants, if they're
reduced to one-third of their hit points or fewer.
Fleeing is always at the GM’s diseretion!

COMBAT DIFFICULTY

Each hostile encounter is designed to be a challene
for a party of four adventurers at the specified level,
1f a party could have more than one hostile en-
counter between rests, or has fewer than four party
members, consider running the encounters one level
lower, Altcrnatively, i the party has more than

four party members, you can consider running the
encounter one level higher.

Daily XP Budget. As parties get more powerful,
the daily adventuring budget system tends to fall
apart; parties can handle a lot more than they're
given credit for, For this reason, the hostile encoun-
ters at the higher tiers of play use XP budgets far
beyond wha is considered ‘deadly’

+ Levels 1-4. The encounters are between “hard'
and ‘deadly’.
Levels 5-10. The encounters are all ‘deadly’.
Levels 11-16. The encounters use around 1.5
times the ‘deadly” adjusted XP budger.
Levels 17-20. The encounters use around 2
times the ‘deadly’ adjusted XP budger.

MORE ENCOUNTERS o

Addirional narrative and hostile encounters (two of
each encounter type for each biome) are available
in PDF format. When you've used an encounter,
you can replace it with ane of these

:é:_‘.f:iu @

A

GET ThE PDF BY SCANNING OR CLICKING ON
THE QR CODE, OR BY TYPING IN THE URL
BELOW
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RECURRING ENCOU RS

This section summarises the recurring themes and
characters found among several encounters,

GAIA’S TEETH

Years ago, in a bid to boost trade and make travel
between the various kingdoms, city states, and
other demesnes safer, an apolitical organisation

of rangers and beastmasters was formed under

the banner of ‘Gaia’s Hearth'. Their remit was to
protect travellers, hunt monsters, and maintain the
lodgings that provided much-needed shelter in the
depths of the wildlands. For 4 brief perind, a golden
age of Aowing information and bountiful wealth
bloomed. Before long, however, nefarious elements
rose to the highest echelons of the organisation and
subverted its once-noble goals,

Gaia's Hearth had ramed the monsters. Gaia's
Hearth had mapped the terrain. Gaia’s Hearth had
the ability to turn a bedyguarding job into.a full-
blown protection racket. For years thereafter, the
re-named ‘Gaia’s Teeth” plagued the wildlands,
fragmenting the once-thriving and interconnected
communities into mistrusting and fortified towns.

Asis often the case when individuals vie for
power, Gaia's Teeth devolved into bandit gangs run
by brutish and cunning warchiefs. Packets of these
morally-defunct outcasts can still be found roaming
the wilds, flying thei banner of a world with teeth,
and pillaging the innoeent and defenceless. Tt is rare
that such warchiefs ever aid one another or leave
their preferred habitats.

THE FATHOMLESS

In sunken caves and briny depths, followers of the
Fathomless deink salt water and plot to bring about
the drowning of the world. Lured by the prospect
of great power, the cult’s followess perform rituals
beseeching the Great Deep One for power and
atrempting to create portals to the endless oceans of
the Plane of Water.

‘Mutation. Those that receive the Great Deep
One's blessing have their physiology altered; gills,
webbed digits, and fish-like skin are often associ-
ated with the cult’s leadership. In fact, those that
naturally have such morphological features are re~
garded as the *Deep One’s Chosen’ and tend to pro-
gress through the hierarchy more quickly. Followers
of the cult have taken to altering their appearance
through the magic of biomancy in order to gain

more piscine appearances and raise their station in
preparation for The Great Flood.

THE LOST SPHINX

Sunny is a genderfiuid, CN androsphinx who uses
any pronouns, often to the confusion of those that
try to describe them. Magical experiments in his lair
have untethered him from the normal flow of time
and space. Accordingly, she always acts like she’s
met the party before; from their point of view, they
havel Sunny longs to find a way back to her lair
and, when she meets other creatures, always asks
two questions: “Where am 17" and “When am 2"

Riddles. Almost any answer to these two ques-
tions are accepted. For example, “Autumn”, “High
noon”, and “Three days before my birthday™ are
all correct answers for “When am 12", “Where

am 12" could be answered by “To my left”, “The
northern hemisphere”, or “In my personal space”
As is their riddling habit, Sunny always asks a third,
more complex riddle. If al three questions can be
answered correctly within 2d6 minutes (after which
Sunny disappears), he rewards the party with a
small gift.

Quest Solution. To become tethered to the nor-
mal dimensions, Sunny needs an object from their
lair. The lair could be a destination for a quest, or
you can replace any of the narrative encounters
with the following encounter:

Abandoned Sphinx Lair. The party finds an
abandoned, partially submerged alabaster
Duilding. Exploring the dusty interior reveals a
structure somexhere hetween a temple and a
laboratory, the walls covered in depictions of
lion-bodied, human-headed creatures. With a
successful VDC Intelligence (Investigation)
check, the party can find a seroll of sfoee, an ob-
sidian sphinx statue, and the ingredients neces-
sary to brew a potion of s )

This is the lair of Sunny, the lost sphinx who's
«come unstuck in time. Having found it, the
party can now give him detailed directions back
toit, should they ever meet hirn again in the fu-
ture. If they provide Sunny with an object taken
from the lair, she'll be able to get back and fix
herself. After returning to their lair, Sunny re-
‘wards the party with a serodl of time stop.



Cold. Whether it's craggy glaciers or taiga forests,
arcic regions are unforgiving, inhospitable, and,
most of all, cold. Creatures without appropriate
elothing could easily succumb to cold from hypo-
thermia, or be blinded by the snow’s albedo.

NARRATIVE ARGTIC ENCOUNTERS

Encounter
1 Absolute Zero

Blizzard

Perfect Reflection

Curious igloo

Frigid Waterfall of Meditation
Lost Sphinx: Arctic

Elk Spirit's Blessing

Hunter's Hearth
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1- ABSOLUTE ZERO

“The temperature suddenly phimmers, until breath-
ing feels like inhaling icey, frozen shards. Each
cereature that doesn’t find shelter within one round
gains one level of exhaustion and must make a
'VDC Constitution saving throw. On a failed
save, a creature is afflicted with the curse gfiee. A
cursed creature turns blue, its speed is halved, and
it feels increasingly cold to the touch. If the curse
isn't broken within 24 hours, the creature turns into
an ice sculpture and is petrified. The curse can be
removed by the remove curse spell, or suppressed by
warming up the creature. For example, aranting it
resistance or immunity to cold damage suppresses
the curse for the duration of the resistance/immu-
nity, dealing fire damage to it suppresses the curse
for a number of minutes equal to ten times the fire
damage taken, and moving it to more temperate
climes suppresses the curse indefinitely.

2 - BLIZZARD

The wind hawls, flurries of snow build into thick
drifts, and walking becomes increasingly difficult
During the 1d6 + 1 hours for which the blizzard
lasts, Tracking checks are made with disadvantage.
At the end of each hour a creature spends without
proper precautions (shelter and either a fire, heavi-
er-than-usual winter gear, or magical protection from
cold), the creature must suceeed on a VDG Consti-
tution saving throw or gain one level of exhaustion.

3 - PERFECT REFLECTION

“The party comes across a frozen pond, the ice atop
it 0 smooth a3 10 portray a perfect refiection. Clos-
er inspection reveals that the reflections of the party
membersare... odd. The reflections move out of
sync with the party, carry no items, and wear only
basic clothing. The reflections attempt to commu-
nicate with them; they can’t speak, but gesture and
beckon, as if asking to be given something.

“T'he reflections are a form of extra-dimensional
storage. A character can give their reflection one
object that is no larger than a 5-foot cube, which
is stored in this extra-dimensional space. No other
creature can access an object stored this way, and
the character is able to retrieve the stored object
from any mirror large enough to hold it. New ob-
jects can’t be stored through regular mirrors: only
through the pond.

4 - CURIOUS [GLOO

The party finds a 6-foot-tall, 15-foot-diameter
hemispherical igloo, with an unlocked, heavy door.
The cosy interior is richly fumished with beds and
warm furs. Creatures with a passive Insight score
of 12 or higher detect an odd tension. A successful
VDC Intelligence (Investigation) check reveals

a hidden cellar, which contains an empty pile of
clothes and the diary of the igloo’s owner. The
diary details a slow descent into parancia and fear
of the outside world, until the writer's pen strokes
deteriorate to faint scribbles before ending entirely.

A creature that takes a short rest inside the igloo
gains the maximum number of hit points for each
Hit Die it spends to regain hit points at the end of
the rest, and a creature that takes a long rest inside
of the igloo regains all its Hit Dice, instead of half.
‘When a creature finishes a rest in the igloo, it must
succeed on a VDC Wisdom saving throw or be
frightened of everything outside the igloo for as
many hours as the ereature spent resting.

5 - FRIGID WATERFALL OF MEDITATION

In a hillier part of the tundra, the party comes
across a rushing waterfall that pours into an icy
lake. A shirtless silver dragonborn (LN male monk)
sits cross-legged on a large flat stone beneath the
cascade. This is Sterly, a meditative and faintly
condescending hermit. He explains that meditating
under the waterfall can help one attain focus and
spiritual enlightenment... if they can stand the cold

v

A creature that tries to meditate under the water-
fall for at least 1 minute takes 1d6 cold damage and
must make a VDC Constitution saving throw.

On a success, the creature gains temporary enlight-
enment, gaining advantage on all Intelligence,
Wisdom, and Charisma saving throws until they
finish a short or long rest. This meditation can be
attempted multiple times, repeating the damage and
save for each attempt.

Sunny, the time-travelling sphinx (see Recurring
Encounters, page 28), appears before the party,
muttering about how she should've taken a left turn
at the North Pole. His third riddle is:

“wWhat comprises a bank that has no use for
money?”

Answer. Snow. If the party answers all three
riddles correctly, Sunny rewards them with a pot
containing oif of slipperiness,

7-ELK SPIRIT'S BLESSING

Footsteps that are somehow both very heavy and
strangely faint herald the approach of the Elk Spirit
(giant elk), patron of travellers (as identified with a
successful DC 13 Intelligence (Religion) check).
Nearly 30 feet tall and semi-translucent, pricks of
light in the EIK’s eyes and along its back and horns
make the ethereal beast [ook like a constellation come
alive, Tt looks down at the party impassively, waiting,

Asingle party member can beseech the spirit to
bless the group by making a VDG ability check.
The check’s ability and skill depends on how the
party member describes its actions and is up to the
GM?s discretion; Animal Handling, Persuasion, or
Religion could be appropriate. On a failure, the Elk
Spirit leaves to the Frhereal Plane. On a success, the
spirit deems them worthy, and grants each member
of the party a blessing: their speed increases by 10
feet, they ignore the effects of nonmagical difficult
terrain, and they gain advantage on their next
Tracking cheele, This blessing lasts for 24 hours.

8 - HUNTER'S HEARTH

Finch (CN nonbinary human ranger), a grizzled
and paranoid hunter, is cooking a large flank of
caribou over a roaring bonfire. They cautiously
offer the party a seat by the fire and a share of their
food—though they would prefer if the group left
their weapons at least a few yards away. If the party



is polite and nice, Finch eventually opens up, telling
stories about some of their best hunts, and even
offers to sell preserved monster components to the
party. At the end of the meal, Finch offers advice
on whatever the party is tracking, granting advan-
tage on the next Tracking check the party makes.

1fattacked or threatened, Finch gives up their
wates as a bribe before flecing, knowing they re
outnumbered. However, they will flee to their hunt-
ing lodge and eventually come back with numerous
vengeful allies

HOSTILE ARCTIC ENCOUNTERS

da+Tier Encounter

2 Frastnip
3 Wight-Out Conditions
4 Aberrant Outpost

5 Unending Nightmare
6 Unseelie Ritual

7 Court of the Long Night
The Scalding Fissure

2 - FROSTNIP

Frostnip (CE male dwarf cult fanatic) is a cackling,
clean-shaven dwarf dancing around a pale blue fire.
As the party passes, he demands a tribute be made
10 his fire. He insists that anything that can be used
to get warm (winter clothes, lanterns, oil) must be
sacrificed in the fire to appease his gods of ice.

Consequences. If the party makes a sufficient
sacrifice, Frostnip thanks them graciously and lets
them move on. A “sufficient’ sacrifice is up to the
GM's discretion. Ideally it should leave at least one
party member in danger of being adversely affected
by the elements. If the sacrifice is sufficient, Frost-
nip joins the party for a short time as a loyal (if dan-
gerous) ally. If the sacrifice is insufficient, Frosinip
becomes enraged at this blasphemy and attacks the
party, his allies appearing from out of nearby snow-
diifts. In the Ist and 2nd level encounters, Frostnip
has the fatse /ife spell prepared instead of inffict
wounds, and casts the spell before combat begins. He
flees when reduced to one-quarter of his hit points or
fewer, leaving any allies to cover his escape.

APL  Composition
st veultfanatic”

nd 1 cult fanatic® 1 ice mephit

ard  1cult fanatic, 1 saber-toothed tiger

4th 1 cult fanatic,1ice mephit, 1 saber-toothed tiger

3 - WIGHT-OUT CONDITIONS

Snow begins to fall— slowly at first and then build-
ing until it’s hard to see more than a few feet. Amidst
ihe howling wind comes the clomp of trudging,
haobnailed boots: undead soldiers marching out of the
snowstarm. The party has encountered the Frozen
Regiment, an army that froze to death in a blizzard
the night before a battle. Now, they carry that storm
with them as they wander the wastes, erernally
searching for the fight they didn’t live to see, They
fight without any sense of self-preservation.

The Storn. The falling snow makes it difficult to
see, limiting vision to 10 feet, and heavily obscur-
ing anything beyond,

Consequences. 'The Regiment is massive, dis-
persed across a wide area, and not very observant.
Once the party defeats the immediate threat, they
can simply stay still and quiet for an hour until
the rest of the army passes. If they take any other
actions, the party can be noticed by a group of un-
dead (GM'’s discretion). This group has a composi-
tion equal to one APL lower than the party’s APL

APL  Composition
st 2skeletons, 2 20mbies

and  3skeletons, zwarhorse skeletons.

3d  1specter 6zombies

4th  a4skeletons, 1 wight

sth 2 warhorse skeletons, 2 wights, 4 zombies
Bth  2specters, d wights

Tth  Bwights

8th 4 skeletons, 6 wights

oth  3specters, 6 wights

oth  Bwights

4 - ABERRANT OUTPOST

A team of elven biomancers once set up a research
station atop a windswept glacier, following ru-
mours of ancient aberrations buried under the ice.
In their long winters of study, though, the subjects
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of their research awakened. Now all that remains
are bodies, notes, and a magicmauth distress alarm,
g for help. That, and the monsters
that feast on the source of food the distress alarm
has brought! Non-ooze creatures flee when reduced
1o one-third of their hit points; 0oze creatures fight
to the death.

Treasure. Some of the storage lockers contain
body parts harvested from aberrations—old, but
properly preserved. Bringing the biomancers’ re-
search notes back to the elven kingdom could yield
a reward in gold picces equal (o 200 times the APL.

Composition. Reskin all non-aberration and
non-ooze creatures as fleshy, mutated abominations
of vaguely humanoid form. They are aberrations
instead of their usual creature type.

APL  Compo:
st 3 gray oozes”

and  1doppelganger”

3rd  1gibbering mouther 2 gray oozes”

4th  1doppelganger”, 2 gray oczes”
sth 2doppelgangers®, 2 gibbering mouthers
sth  2chuuls, 2 mimies”

7th  2chuuls, Nesh golem®

8th 4 mimics”, 2 otyughs

gth  3doppelgangers’, 2 werebears®

10th 3 chuuls,2 flesh golems*

#ith  2cloakers, 2 atyughs

amth  2decahedrozes®, 2 flesh golems®

a3th  2cloakers, 2 doppelgangers”, 2 werebears®
1ath  2chuuk,2 dodecshedroozes®

asth 3 cloakers, 2 decahedroozes™

16th  3atyughs. 2 dodecahedroozes™™

*See dpp:

5 - UNENDING NIGHTMARE
Pacifica (CE female silver dragonbora, statblock
varies) is a deranged and erratic researcher whose
entire research team wasted away when a dormant
dreamholder (see pages 530 - 534) parasitised
their minds. Though she managed to escape,
Pacifica was driven mad by the experience and
sees the party as another illusory manifestation of
the dreamhelder. Accompanied by her retinue of
elementals, she reacts aggressively to the perceived
threat and fights to the death.

Non-combat Alternative. Casting the grearsr
sastaration spell on Pacifica can restore her mind
and turn her to the party’s side. The elementals
remain aggressive. To cast a touch spell against an
unwilling target, you can have the caster make a
Dexterity (Sleight of Hand) check contested by
the target’s Dexterity (Acrobatics). On a success,
the touch spell is cast suceessfully. On a failure, the
spell is not cast and the spell slot is wasted. If the
APL is &th level or lower, greatsr restorasion can be
replaced by Jesser restoraion.

Composition. Except for Pacifica, all the crea-
tures have the elemental type. In the 1st and Znd
level encounters, the cult fanaric has the false fife
spell prepared instead of ia/7sc/ wounds, and casts
the spell before combat begins. Ice elementals use
the earth elemental statistics but replace vulnera-
ity to thunder damage with fire damage and have
‘Iee Glide' instead of Earth Glide; the elemental
can burrow through nonmagical, unworked snow
and ice. Arachnicraks are spider-like humanoids
that use the ice devil staristics

APL  Composition
st Acult fanatic'®

and  1cult fanaric®®, 1 ice mephit

ad 1cult fanatic’, 2 ice mephits

ath  cultfanarict aice mephits

Sth 4 cult fanatic’ 1 ice elemental®, 3ice mephits.

6th  7iceelemental’, 1 mage*

7th  7ice elemental”,  ice mephits.1 mage*

8th  1ice elemental’, 2 ice mephits,1 mage’, 1winterwalf®
sth  zice elementals”. 1 mage”

1oth 2 ice elementals”, 1 mage’, 2 winter wolves”

mth  1archmage’, 2ice elementals®

a2t 1archmage’, 3ice elementals®

3th  1archmage’, 4 ice elementals”

st 1archmage” sice elementals”

15th  1arachnicak’, 1 archmage”, 1ice elemental®

16th  1arachnicrak’, 1 archmage’, 2 ice elementals”
yth  zanchnicraks”, 1 archmage®, 1ice elemental’

18th  zarachnicraks”,

archmage® 3ice elementals”
gth  zamchnicraks”, 1archmage®

a0th  qarachnicraks?, 1 archmage®

*Indicases Pacs



6 - UNSEELIE RITUAL

In the heart of a boreal grove, sinister fey enact

a strange ritual. Members of the Winter Court,
they are attempting to create a trapped portal. The
unfinished portal is intended to connect to a locked
stone room in an Unseelie dungeon in the Plane of
Fey. Near the ritual site, four dwarf maestros (see
page 592) are locked in a large cage without their
instruments. The lock can be picked with a success-
ful VDC Dexterity (thieves' tools) check, and has
an AC of 18, 7 hit points, and immunity to poison
and psychic damage. The hags flce when reduced
10 one-third of their hit points or fewer; their min-
ions stay to cover their retreat.

Consequences. If the fey creatures are not killed
within 1 minute, the fey and their captives disap-
pear through the portal, and each creature within
100 feet of the portal must suceeed on a VDG
Charisma saving throw or be sucked through after
them. If the captives are freed, they help in the
fight, and reward the party with one porion of cold
esistance, as well as premises 1o sing songs of the
party's heroism wherever they go.

6th  3seahags

7th  3s5ea hags,1 wereboar

8th  3sea hags, 1 wroll

gth  3greenhags

10th  3green hags,wereboar

with - 3nighthags, 1troll

12th  3nighthags, 2trolls

13th  3nighthags, 3 trolls

1gth 3 nighthags, 2treants

asth  vice devil 3 night hags

q6th  3nighthags, 3treants

7th  3nighthags,3treants 3 trolls
18th 2 icedevils, 3 night hags, 1 treant
asth  3icedevils, 3 night hags

20th

devils, 3 night hags, 3 teolls

7 - COURT OF THE LONG NIGHT

A vampire sect known as The Court of the Long
Night abides in a frigid castle of ice, built in the
shadows of mountains. Occasionally, the thralls that
wait on them perish and the court sends hunting

parties into the wastes to gather fresh meat. The
vampire in charge of the hunting party intends to
kill creatures it can't charm and command those it
can into travelling to its home to become thralls.

Consequences. If the hunting party charms one or
more of the party, they command these party mem-
bers to travel to their castle, a 4-hour march away.
1f the party volunteers one Small or larger human-
oid, the vampires accept this tribute and allow the
rest of the party to leave. If all vampires are killed,
their allies (including their spawn) flee.

APL  Composition

th  3berserkers, 1 vampire
w2th s bherserkers, 1vampire
13th  1vampire, 3 vampire spawn
14th  vampire, 4 vampire spann
wsth 2 frost grants, 1 vampire
16th 3 frost glants, 1 vampire
7th 3 frostglants, 2vampires
18th 4 frost giants, 2vampires
agth 3 frost glants, 3 vampires.
20th 3 frost giants, 3 vampires, 3vampire spawn

8 - THE SCALDING FISSURE

Plumes of steam burst from a 50-foot-wide,
300-foot-long fissure, meltwater pouring from its
surface, Vicious roars echo from below, and peering
over the side reveals the glow of lava at the fis-
sure’s bottom. Going around will take days. Going
across will cacch the attention of the dragon roaring
down below... assuming it hasn’t noticed the party
already. The ruler of the fissure is an adult red
dragon named Birrezarn, and he has bullied several
local creatures into assisting him in expanding the
crevasse,

‘Treasure. The dragon’s lair can be looted,
though finding it requires thorough exploration of
the canyon floor. The lair contains 10d10 x 500
p worth of treasure, and 1d4 + 2 red cornndun
elemental gems.

APL Composition
7th
a8th 1adult red dragon, 1 remarhaz, 4 young white dragons

19th 1adultred dragon, 3 remothazes
20th 1adult red dragon, 4 remorhares, 2young wite dragans
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“The mood of the sea is worn on its sleeves. The joy
of a pastel sunset viewed [rom a soft, sand beach is as
entrancing as the fury of crashing waves crumbling
an acons-old cliff into its churning green depths.
NARRATIVE COAST ENGOUNTERS

ds Encounter

Thiefina Bottle
Abyssal Relic
Witchof Brine

Lost Sphinx: Coast
Test Subjects Wanted!

Cridaran Priestess
Treasiure Map
Temple of the Undying Crustacean

1 - THIEF IN A BOTTLE

Walking along the shore, the party finds a small
glass bottle washed up in the sand, a rolled up
parchment inside. Upon removing and unrolling the
seroll, the ink on it begins to shift before the party
can read it, coalescing into a shadowy imp that
immediately turns invisible.

‘The imp stalks the party for a time, attempting to
invisibly rob them. It has a Vmaod benus to its Dex-
terity (Sleight of Hand) checks. Once the imp has
stolen valuables with a value in gold pieces equal
to 50 times the APL, or one uncommen or rarer
magic item, it becomes visible, blows a raspberry,
and teleports back to the master that summoned it,
Fumblemore the wizard.

‘Quest Hook. You can have the imp drop a hand-
kerchief monogrammed with Fumblemore's name
as a clue directing the party o the thieving wizard.

2 - ABYSSAL RELIC

The party finds a small effigy of strange black stone
floating in the surf. In spite of its buoyancy, it feels
incredibly heavy when handled and is unpleasantly
cold to the touch. It depicts an otherworldly, ten-
tacled crearure with too many eyes, its chest split
open to reveal carved stone organs.

“This abyssal relic is a magic item—a creature
with this item in its possession feels a wave of ana-
tomic knowledge ar the periphery of its brain when
it next sees the harvestable corpse of an aberration
or . This re-
mains until the creature no longer has possession of
the item. If the creature accepts the knowledge, it
becomes cursed and the relic crumbles to dust and

e



is destroyed. While cursed in this way, the crea-
ture has advantage on Harvest checks to harvest
aberrations and monstrosities, and suffers one of the
effects of the bestom curse spell (GM''s choice).

3 - WITCH OF BRINE

The party comes across a strange, hunched figure
dripping with seawater and draped in seaweed. The
elderly Jotol woman introduces herself as Axel, and
offers her services as a Brine Witch. In truth, this

is Auntie Lamprey (NE female sea hag), a spiteful
and greedy trickster. The deal she offers is danger-
ously double-edped. For a fee of gold pieces equal
10 100 times the APL, she offers to forge a duplicate
of one party member from sea foam and kelp. This
duplicate functions as if by the simulacrum spell,
helps the party fight, and obeys their orders. Hovw-
ever, each day at dawn, it has a 50% chance to turn
evil and attempt to kill the party, starting with the
creature on whom it was based.

4 - LOST SPHINX: COAST

Sunny, the time travelling sphinx (see Recurring
Encounters, page 28), rides into the adventurer's
path atop the erest of a foaming wave. Her third

riddle is:

“You can nurse us, but only by holding us against
someone else. You can carry us, but not with your
arms. What are we?”

Answer. Grudges. If the party answers all three
riddles correctly, Sunny rewards them with a doste
of cwerfog (as an eversmoting boidle, but thick fog
instead of smoke).

5 - TEST SUBJECTS WANTED!

Cosmere (CG nonbinary tiefling mage) is looking
for people to help them test their newest invention,
a bathonaut: a mechanical vessel that can travel un-
derwater! Cosmere wants to take it for an hour-long
test drive and needs a crew who will help keep the
ship running, steer it, and give feedback on the gen-
eral enjoyment and comfort, while Cosmere takes
notes on the mechanical performance. Cosmere
offers 50 gold pieces per person for the assistance.

‘The bathonaut requires a successful VDG In-
telligence (Sleight of Hand) check to master the
controls, a successful VDC Constitution (Athlet-
ies) check to keep shovelling fuel, and a successtul
VDC Wisdom (Survival) cheek to navigate. A
differsnt character must perform each check; if any

one check is failed, the ship malfunctions and be-
gins sinking. The ship can be restarted by expend-
ing spell slots with a combined level equal to twice
the APL into its core.

Consequences. If the party must make an emer-
gency evacuation, each ereature must succeed on a
VDC Constitution saving throw or get the bends.
While a creature has the bends, it's poisoned, has
disadvantage on Dexterity checks and saving
throws, and takes 1d6 necrotic damage cach time
it finishes a long rest. The bends can be removed
with the fesser restoration spell or similar magic.
Regardless of the end result, Cosmere is delighted,
declaring the test a rousing success.

6 - CNIDARAN PRIESTESS

The party meets Dori (LN female cnidaran priest)
wandering the coastal bluffs. A kind and gener-
ous priestess of a storm god, she is on a diplomatic
mission to seek aid for her reef which is under sicge
by sahuagin. She offers to give the party the storm
god’s blessing, conferring advantage on their next
Tracking check.

Quest Hook. If the party enquire about the con-
flict with the sahuagin, refer to hostile encounter
#6 - Reef Rescue

7- TREASURE MAP

Tn a small cave accessible only at low tide, the party
finds an old skeleton in tattered fineries, with a
scroll of parchment in its hand: an ancient treas-
ure map! The map is hard to follow; it’s writcen in
Thieves' Cant, and the parchment has decayed
enough that even semeone who can read it must
succeed on a VDC Intelligence (Survival) check
over the course of 8 hours to navigare withit, Ona
successful check the party artives at a tide pool that
is blood red in colour; the map indicates the treas-
ure is at the bottom of this pool. On a failure, roll on
the hostile encounters table.

Environmental Hazard. A creature that walks
within 30 feet of the blood-red pool for at least 1
minute must sueceed on a VDC Constitution sav-
ing throw or become paralysed for 24 hours by the
aerosolised neurotoxins. A creature that touches the
water makes this saving throw with disadvantage.

Treasure. The treasure hoard to which the map
leads contains coins and gems with a value in gold
pieces equal to 250 times the APL.
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8 - TEMPLE OF THE UNDYING CRUSTACEAN
T'he party finds 2 barnacle-encrusted stone temple
on a cliff-side outcropping. The exterior facade is
adorned with white marble statues of crabs, shrimp,
and erayfish. A successful DG 19 Tntelligence
(Religion) check reveals that this is a temple 1o the
Fathomless, a cult bent on drowning the world.

Puzzle. In the main hall of the temple are six
giant, stone lobster statues arranged in a circle. Each
one is a different size, and each has a wide stone
plinth in front of ic. A plaque at the room’s centre
reads, in Abyssal, Celestial, Infernal, and Primordial:

“Temple of the Undying Crustacean. Feed them
fairly and receive their blessing.”

If the adventurers spend 10 minutes searching
through the temple, they find six different obsidian
fish sculptures, each with a different weight. By
placing the lightest fish on the plinth before the
smallest lobster, the next heaviest to the next larg-
est, etc,, the party receives a blessing, though they
don't know its exact nature. This blessing of the
Great Deep One grants the effect of the deatk mard
spell, which lasts until it takes effect or is dispelled.

Consequences. Tf the party desecrates the temple or
takes any of the statues or sculptures, they draw the
wrath of Bu'iga, the kraken, at some point in the fu-
ture (see hostile encounter #8 - The Kraken's Storm)

HosTILE COAST ENCOUNTERS

dgsTier  Encounter

2 StanvingCulls

3 Sirerfs Song

4 Flying Fish!

5 The Méttled Crite
& Reef Rescue

7 The Collectors

The Kraken's Storm

2 - STARVING GULLS

The screeching of seabirds gets louder as a harmless
flock of squabbling seagulls swoops overhead, Over
the course of several minutes, the flock grows in
size, atuacting some unnaturally large specimens.
They grow progressively more aggressive, swoop-
ing, cawing, and looking for fond, before losing
their restraint and attacking!

‘The gulls are hungry. They’ll eat the party’s
bodies if need be, but can also be distracted with at
least 15 days’ worth of rations

Composition. All the monsters are seagulls of
varying sizes

APL  Composition

st 1gianteagle, 1 swarmof ravens®

2nd  3blood hawks”, 1 giant eagle”, 2 swarms of ravens”
ard 2 blood hawks®,3 giant eagles®, 1 swarm of ravens®

4th  2blood hawks®,3 giant eagles®, 3 swarms of ravens”

3 - SIREN'S SONG

A strange and hauntingly beautiful melody winds its
way up from a small cove. Upon inspecting the bay,

the party observes fishlike humanoids floaring in the
water, surrounded by shimmering lights. They beck-
on the party closer, inviting them to join.

“This is a greup of sirens and capricious sea-dswell-
ersthat delight in drowning land-folk, A creature can
make a DC 10 Intelligence (Nature) check, reveal
ing that these look like merfolk on a success. On a re-
sult of VDG or higher, the creature recalls that sirens,
creatures that drown and eat landlubbers, also look
like merfolk, If the party enters the water, the sirens
and their allies ateack as soon as the party’s guard is
doven. If the party doesn't approach, the sirens use
their Luring Song to force them to enter the water

Treasure. The bones of previous victims litter the
ocean floor, and some still have valuables caught
on them: necklaces and finery with a value in gold
pieces equal to 20 times the APL.

Composition. Sirens use the harpy statistics, but
can breathe both air and water, and replace their
flying speed with an equal swimming speed.

APL  Composition

st 1merfolk,1siren”

and  1merfolk, 25irens”

d 2merfolk, 3 sirens®

ath 2sirens”, 1willo-wisp

sth 4sirens”, 3will-a-visps

6th  2seahags, 3sirens’, 1 waterelemental
7th  3sirens”, 2 water elementals

sth  2seahags,2 sirens?, 2 water elementals
gth  2seahags,3sirens”, 2 water elementals

wisps

1oth  3sirens®, 2 water elementals, 3 will




4 - FLYING FISH!

Shouts can be heard from a nearby pier that juts
out into the sea. Hordes of aggressive sea creatures,
each adorned with spectral wings, have taken to the
skies and are actacking the fishers.

Consequences. The fisherfolk are grateful for

any help, and provide what rewards they can if the
party defeats the attackers: rations of dried fish that
can feed each player character for a week and mag-
ically preserved edible monstrosity compenents:
meat, fat, and an eye.

Compasition. All sea creatures in the encounter
can breathe both air and water, and have a flying
speed of 60 feet. The Zéspel magic spell removes this
effect from one creature, returning it to the sea. A
carcharodon uses the statistics for a tyrannosaurus
rex, but has a walking speed of 5 feet, a swimming
speed of 50 feet, and can breathe only water.

APL  Composition
ist 1 giantseahorse’, 1 swarm of quippers’
and 1 killerwhale”

ard 1 huntershark’ 1 reef shark”, 1 ¥

equal to 25 times the APL. Reducing the ship to 0
hit points causes it to fade, taking its crew with it.

Treasure. If the pirates are defeated normally,
they leave behind loot with a value in gold picces
equal to 30 times the APL. Once the party phin-
ders the loot or leaves the area, the ship fades away
However, if the pirates are defeated by destroying
the ship, they leave noloot behind.,

Composition. Fathomcallers use the warlock.
adept statistics (see page $93), but can breathe air
and water, have a swim speed equal to their walking
speed, and prepare the sentacte lash® spell instead
of bome cage* and cirels of death, and add lunghurse”
1o the Mystic Arcanum feature (*see Appendix B).
Pirates, seadogs, and pirate captains use the bandit,
thug, and bandit captain statistics, respectively,
but have swimming speeds of 20 feet

APL Composition

st 4 pirates”, 2 skeletons

and 2 pirates”, 2 seadogs”, 2 skeletons
ard 4 seadogs®, specter

ah 1 in”, 3 seadogs”, 1specter

4th 3 giantoctopi”, 3 glant seaharses?

sth 3killerwhales” 2 reefsharks®

6th 3 hunter sharks”, 3 killerwhales”

7th 3 giantoctopodes®, 2 hunter sharks”, 2 killer whales®
sth 2 giant sharks®. 2 killer whales®

oth  3giant sharks®, z reaf sharks”

10th  3giant sharks®. 2 hunter sharks®

th 6 giantsharks®

1zth 2 giant octepuses”, 6 giantsharks®

aath 6 giant sharks®, 3 huncersharks®

14th 1 carcharodon’, 4 giantsharks®, 3killerwhales®
sth 1 carcharodon’, 6 giant sharks”

16th 2 carcharedon®, s giantsharks”

5 - THE MOTTLED CRUE

A pounding thythm and raucous shouts echo from a
suspicious fog bank. Within lies the Matled Criie, a
band of musicians and undead pirates that have joined
forces to plunder travellers and traders on land and
sea. Their ying spectral ship stops 20 feet above the
party and drops ropes down which the pirates, several
of whom sport devilish-looking instruments, slide.

Ghosz Ship. The ship has AC 15 and hit points

sth 4 piratecaptains?, 1wight
&

£

1ghost, 4 pirate captains”, 1 specter
7th 1 ghost, ¢ pirate captains”, 1 wight
Bh 1 ghost, 4 pirate captains®, 2 wights
sth 2 ghosts,1 maestro’, 3 pirate captains”

1oth 1 ghost, 2maesteos’, 2 pirate captains®, 1 s pecter
nith 1 ghost, 4 maestros”,1 vampire spawn

12th 1 fathomealler”, 1 ghost, 4 maestros*

th 1 fathomealler’, 4 maestros®, 1 vampire spawn
1ath 4 maestras® 1 vampire

A5th 4 maestras®, 1 vampire, 1 vam pire spawn.

w6th 1 fathomealler’, 4 magstros® 1vampire

a7th & maestros”, 1vampire,

18th 1 fathomealle vampire, 3vampire spawn

wth 2 fathomeallers” & maestros® 1 vampire, 3vampire spawn

20th 1 fathomealler”, 4 maestrs’, 2vampires, 3 vampire spawn

6 - REEF RESCUE

A small enclave of enidarans has fled their reef into
a cliff-side cave system after being attacked by
sahuagin. A contingent of sahuagin is acempring
to flank the enidarans’ position and attack from

the cliff top, arriving in the area just as the party is
passing. The sahuagin believe the party are allies of
the cnidarans and attack on sight.

Tactics. The priests cast #/ess on the highest CR
creatures on the first round of combat. The zealous
spellcasters (archmages, mages, and priests) tacti-
cally keep their distance using ranged spells, and
fight to the death. The other combatants fight to
the death s long as the spellcasters are alives if all
the spellcasters are killed, the sahuagin flee when
reduced to half of their hit points, or fewer.

Composition. All the creatures in this encounter,
except for the sea spiders, are sahuagin and have the
Blood Frenzy, Limited Amphibiousness, and Shark.
Telepathy traits. Megalodon sahuagin use the frost
giant stat block. Sea spiders use the giant wolf spi-
der stat block (with Limited Amphibiousness). The
priest has b/ess prepared instead of sanciuary. The
mage or archmage has the following spell changes:
waterwhip® instead of fire bole, depth charge” instead
of lightring bolt or firedatl, and lungburse® instead of
globe of invuinerabiliry (*see Appendix B).

APL  Composition

sth 1gladiator”, 1 priest’, zsahuagin, 2 sea spiders®
sth  1mage”. 2sahuagin, 2 sea spiders®, 1veteran®
7th  1gladiawr’,1 mage”, zsahuagin, 2 sea spiders”
sth 1 gladiator’,1 mage®. z priests®. 2 sahuagin

oth 1mage’,1 megalodon sahuagin’, 2 sahuagin

sorh 1 mage’ 1 megalodon sahuzgin’, 2sahuagin, 2
priests’

1ith 2 gladiators’, 1 mage”, 1 megalodon sahuagin®, 2 priests”
12th 1 mage”, smegalodon sahuagin®, 2 priests”
13th  1archmage”, 2 megaladon sahuagin, 1 priest’

14t 1 archmage”. 1 gadiator’, 2 megalodon sahwagi

15th  1archmage’, 2 gladiators’, 2 megalodonsahuagin” 1 priest”
a6t 1archmage®,1 ghadator’, smegalndan sshuagin®, 1 priest”
17th 1 archmage”, 2 gladiasors’, 4 megalodons ahuagin’, 1 priest”
q8th 1archmage’, 4gladiarors’, 4 megalodon sahuagin’, 2 priest”
agth 1 archmage’, 2 gladiators”,§ megalodonsahuagin®, 1 priest”
20th 1archmage®, s megalodon sahuagin’, 2 priests’

7 - THE COLLECTORS

e party hears panicked, bestial screaming that
shifts into a call for help in broken Common. A
group of humanoids dressed in blue, led by a blue
dragon, are dragging a chained bronze drag-

on wyrmling, Bolithor, from his cave. These
strangers are the Collectors—a sect headed by
the blue dragon, Arlagarax, who aim to gather a
menagerie of all the planes’ creatures.

If Arlagarax is reduced to one-third of his hit
points, he commands the group’s mage farchmage
to cast relepare (using a spell srolt for the mages). If
the mage/archmage is already dead, Arlagarax tries
to fiy away instead, at which point his minions flee.
Arlagarax’s minions fight to the death so long as the
dragon fights. If he s slain, they fice.

Consequences. The party can find a drawing of a
teleportation cirole in the robes of the mage/arch-
mage, which leads to the zoo where the Collectors
keep their creatures (a potential quest hook). Bolith-
or invites the party to wait until his parents return
home from hunting, at which point they will reward
the party from their horde: ceremonial relics and
antiques worth 500 times the APL in gold pieces

Composition. The humanoids are all half-bluc
dragons; they have resistance to lightning damage,
blindsight to 10 feet, darkvision to 60 feet, and the
Lightning Breath action option of a blue dragon
wyrmling, They also can speak Draconic.

APL  Composition
mth  1mage’, 2 veterans™®,1 young blue dragon
12th  1assassin®.1 mage®, zveterans®” 1young blue dragon

3th 2assassins’,

mage”, 1 veteran'”, 1 youngbblue dragon
1ath  1mage’, 2 veterans®® 1 adult blue dragan

7sth  1assassin®.1 mage’, zveterans®®, 1 adult blue dragen
16th  2assassins’, 1 mage”, 1 veteran', 1 adult blue dragon

Tth 1archmage” 1 assassin®, 3veterans®®, 1 adult blue
dragon

Lo 1arAMAge", 2 asassing, 2 veterans,  adult e
dragon

15th  1archmage?, zveterans™, 1ancient blue dragon

tarchmage”, 2assassins’, 2 veterans*, 1 ancient

20t e dragon

“Recaloulited a5 €

8 - THE KRAKEN'S STORM

A hurricane of ferocious winds and scouring hail
prevents passage in all directions but further into
the storm’s eye. Bu'iga Ba'aloo, an egotistical
Kraken, has conjured this hurricane, trapping the
inhabirants of Toluka, a small coastal village, in
its centre, and making travel to and from the area
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impossible. The villagers speak of great, suckered
tentacles plucking folk from the streets. Only those
who dress in the raiments of the Fathomless, a cult
dedicated to flooding the world, go untouched. The
storm won't move until all the non-cult member
villagers are eaten, or Bu'iga is defeated.

It is possible to draw Bu'iga to the surface and
launch a surprise attack by dressing as cultists of the
Fath a ing on a VDC T
(Religion) check. This check is made with advan-
tage if the party interrogates one of the cult mem-
bers 0 learn their practices. Visible weapons engen=
der the kraken’s suspicion, imposing disadvantage
on the check, On a success, Bu'iga is surprised. In
its hubris, Bu'iga fights to the death.

Combat Effect: The Storm. The battlefield is un-
der the effects of the storm of pengeance spell (save
DC equals VDC). I takes effect on initiative count
20 of each round, beginning when combat starts.

APL  Compo:

a7th  1airelemental, 1 kraken, zwater elementals

ion

18th  2air elementals, 1 kraken, 2 waterelementals
1sth  zairelementals,1 kiaken, 2 waterelementals

20th  3airelementals,  kraken, 3 water elementals
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From shifting sand dunes to scorching salt flats,
and canyons of red rock to idyllic aases, deserts
are home to extremes of both temperatures, and a
distinet lack of rain.

NARRATIVE DESERT ENCOUNTERS

ds Encounter
' Cactus]uice
immolation Gate

Deal with the Dust Devil
The Spirit Market

Lost Sphime: Desert
Fried Cobboc

Fireside Tales

Gentle Casis

e ———
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1- CAcTus JUIcE

Nettle (GN female dryad) is a passive-aggressive
desert fey who has taken to messing with travel-

lers under the guise of helping them. She's selling
cactusjusce: a potion she promises will cure heat
exhaustion and heal injuries, stating “it’%s an eseential
Jordesert survival”. The price for such a luxury is
understandably high—150 gp for a single dose.

A creature that drinks sacrus jusce becomes
charmed by the potion for 1 hour. While
charmed in this way, a creature believes it has had
all of its hit points restored and no longer has any
levels of exhaustion. This fervent belicf causes the
creature to rationalise any illogical outcomes or
incongruous occurrences.

2 - IMMOLATION GATE

A massive swathe of desert sand has fused into
black glass. The heat is intense; bursts of fire fall
from the sky and flaming tornadoes scour the
horizon. This is the Immolation Gate: a scorched
landscape populated by animated flames, centred
on a portal to the Plane of Fire.

Skirting the edge of the Gate is time consuming; it
increases the wm number of Tracking checks
required to reach the destination by 1. Attempting to.
cross the area {or to use the portal at its heart) is dan-
gerous. Each member of the party must make three
sequential VDC Constitution saving throws. On a
failure, a creature gains one level of exhaustion and
takes Vdam fire damage. Creatures with resistance
or immunity to fire damage don't gain exhaustion as
a result of failing this saving throw.

3 - DEAL WITH THE DUST DEVIL

A howling, hundred-foot-high cyclone of whitling
sand embessed with a contoured face streaks across
the desert towards the party. This environmental
phenomenon is sentient, speaks Common, and is
well meaning, if not very skilled. It desires to help
people cross the desert in the enly way it knows
how: by throwing them.

A creature that accepts the Dust Devil’s offer is
sucked up by it and flung across the desert. Roll
1d4 once for all the creatures that accept the offer.
1f the result is odd, the creatures are flung in the
wrong direction; add the result to the minimum
number of Tracking checks required to reach the
destination. If the result is even, subtract the result
from the minimum number of Tracking checks re-

quired. Thanks to the Dust Devil’s magic, creatures
don't take falling damage when flung in this way.

4 - THE SPIRIT MARKET

A dusty, seemingly abandoned outpost of moth-eat-
en tents and grimy storefronts greets the party in a
wide, shallow ravine. When the sun sets, this Spirit
Market awakens; dozens of ghosts appear, bringing
‘with them an assertment of very real merchandise
with which to stock their shops. A few living shop-
pers arrive, already aware of the market's existence
and keen to partake of its cheap prices: all items pur-
chased at the Spirit Market cost half their usual price.

“The market sells all sorts of useful and unusual
magic items. However, there’s a catch—their magi-
cal properties don’t function in sunlight (GM’s dis-
cretion whether this is divulged). Some ghosts are
also willing to accept favours in lieu of payment—a
shrewd adventurer can get a free item by helping a
spectral shopkeep with some unfinished business.

5- LOST SPHINX: DESERT

Sunny, the time travelling sphinx (see Recurring
Encounters, page 28), is sleeping along the party’s
toute, appearing like a large, partially submerged
sandstone sculpture. As the party nears, he wakes,
stretching and yawning. Their third riddle is:

“Which witch is tastiest?”

Answer. Sand (a sandwich). Tf the party answers
all three riddles correctly, Sunny will reward them
with a seroll of sieei storm.

6 - FRIED GOBBOC
Colleen Flambé (NG female gobboc noble) is a
cheerful, eccentric chef who isn't enjoying the hot
desert sun. She ventured to this dry landscape to

i with fresh desert i i ing.
scorpion tail kabobs and oasis shrub salad—but she's
a city girl at heart. She’s having a hard time accli-
mating. In spite of that, she has a station equipped
to make mundane and magical meals. She’s happy
to sell edible monster components to the party at
inflated prices, and can offer het cooking services for
25 pp using any ingredients adventurers provide. She
knows all recipes of expert or lower level and has a +7
modifier to Constitution (cook’s utensils) checks.




7 - FIRESIDE TALES

'he party encounters a large merchant caravan,
which has set up camp by the side of the road. The
enigmatic Ryana Vadoma (CG female half-elf spy),
leader of the caravan, invites the party to join them
for a meal around their campfire, the only eondition
being that they have to engage in the revelry that
follows. After plentiful food and drink, the carava-
neers gather to sing, dance, and swap stories, and
the party is expected to actively participate.

“To tell the tale of one of their adventures, one
party member acks 4s narrator, while the others as
actors, Between them, the characters must make six
VDC checks. The narrator makes a VDC Cha-
risma (Performance) check and one of the other
party members can attempt a VDG check to act
out or llustrate what's being told. For example, 2
Dexterity (Acrabatics) check to perform a daring
manoeuvre, or a Strenzth (Athletics) check to lift
a great weight.

If the party succeeds on at least three of the six
checks, the story is a roaring success, and Ryana
gives the party a posion of heroism.

8 - GENTLE OASIS

A narural spring has created a verdant oasis in the
heart of the desert, where travellers can gather and
safely rest. A remarkable menagerie of predators and
prey—lions, gazelles, hyenas, and bufalo—exist
side-by-side, unbothered by each other’s presence
and making no attempt to eat one another, The oasis
benefits from a supernatural property: all creatures
within 100 feet of it have the benefits of the sewefu-
ary spell (save DC 19), making combat difficult.

‘There are other travellers resting here when the
party arrives who may be able to provide rumours
or useful directions, Taking a long rest at the oasis
also removes any levels of exhaustion that were
caused by natural exposure to the desert climate.

HOSTILE DESERT ENCOUNTERS

dgsTier  Encounter
2 The Scuttling Sands.
3 Lycanthrope's Den
4 Fool's Watering Hole
5 Flash Fload

s Dread Wraps

& The Salt Dragon

8 Salar Flare

2 - THE SCUTTLING SANDS

‘raversing through the desert, a line of dunes seems
10 shift of their own accord, moving without any in- E
fluence of the wind. The dunes are, in fact, a horde

of sand mites: miniscule bugs that scavenge the

detritus left by the larger insectoid predators with

whem they have a symbiotic relationship. They've

picked up the adventurers' scent and intend on

making them their meal.

Environment. The sand mites help the predators,
causing the area to be difficult terrain for the party
only. In addition, anything more than 10 feet away
heavily obscured for the party.

APL  Composition

st gianccentipede, giantspider

and  1ankheg.1 giant centipede
3rd  1ankheg, 1 giant centipede, 1 giantspider

ath  7giant centipede, 1 giantscorpion, giant spider.

3 - LYCANTHROPE'S DEN

A group of lycanthropes has overcome the mental
effocts of their curse and banded together to remove:
their afffiction. ‘They’ve turned to banditry to pay a
wise woman (actually a night hag—Crackling Ed-
h Sandslinger) to remove their curse. The lycs
thropes, who've prepared an ambush, aim to rob the
party, killing only if necessary.

e

Consequences. If a lycanthrope is captured, they
plead for help, claiming they are trying to remove
the curse that has been plaguing their family for
generations. A DC 14 Intelligence (Arcana) check
reveals that only 4 mish spell ean remove lycan-
thropy from a naturally-born lycanthrope, and that
the wise woman's offer is likely a lie. ADC 17
Intelligence (History) check reveals that the name
Crackling Edith Sandslinger belongs to a hag who
revels in causing suffering

APL  Compo:
st wererat

and 1 werewolf

3rd  zwererats

ath  Twererat,1 werewolf
sth  1wereboar, 3wererats
6t 1weretiger 3werewolves

*»";.*ﬁ -

7th  1werebear, 2 wereboars
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8th  iwerebear, 3 wererats, 2 veretigers
sth  zwerebears, 2weretigers, 1werenolf

10th  2werebears, 2 wereboars, 2 werewolves

4 - FOOL'S WATERING HOLE

The party comes actoss a beautiful, enticing oasis
centred around a vividly blue watering hole. The
restful shade under the towering acacia trees ap-
pears largely unoccupied, with only a few placid
animals lapping at the water's edge.

“The oasis is, in fact, possessed by the elements,
which invigorate the plants and beasts that visit it,
but come alive with a furious rage if humanoids linger
too long, The elementals are slow to react—it’s possi-
ble to safely visit the oasis for a brief time. However,
staying longer than 10 minutes, atrempting to rest
there, or disturbing the warer causes the elementals to
manifest and attack. Some of the flora and fauna are
also possessed by this fury, attacking alongside the
elementals without any sense of self-preservation.

APL  Composition
1St 1dustmephit 2 giant frogs
2nd 3dust mephits,  giantfrog
3rd 4 dustmephits, 1 gianttoad
4th 2gianttoads,mini tar elemental®
sth 2 gianttoads 1 tar elemental*
6th  agiantirogs,1 tarelemental’, 1water clemental
7th  1azer,1earth elemental, 1 tar elemental*
gth 1 giant cocodile, 1 tar elemental’, 1 water elemental
gth  3dust mephits, 1 earth elemental, 2 ar elementals®
10th  3azers, 2 arelementals’, 1 water ele mental
nth  3earthelementals, 2 tar elementals®
7ath 4 shambling mounds. 1 treant
A3th 3 ghantaocodiles, 2treants

14th el s, 2 shambling mounds, 2treants

asth 3 treants, 2 tarelementals’
16th 2 gianttoads  tar elementals®. 3 treants

°See dppendixC
5 - FLASH FLOOD

Figures in the centre of an unfeatured, expansive salt
flat sway thythmically as dark clouds amass over-
head. The figures are members of the Fathomless,

a cult dedicated to flooding the world according

to their briney overlord's will, The cultists are half

amile away (a liwle over 4 minutes at 60 fect per
round) and will complete their ritual in 10 minutes.
A creature that moves quickly towards the cultists
(i.e., uses the Dash action at least half the distance to
the cultists) must succeed on a DC 15 Constitution
(Athletics) check o suffer disadvantage on all
ability checks for the next 10 minutes.

Consequences, If all the humanoids in the
cultists’ group are killed before they complets the
ritual, the clouds dissipate and the flood is abated.
If the cultists finish their ritual (such as if the party
ignores the cultists), a torrential downpour floods
the entire salt flac, washing the party off course and
adding 1 to the number of checks and successes
needed to reach their destination.

APL  Composition
st 3cultists, 2steam mephits

and 4 cultists, 4 steam mephits

3rd  1eultfanatic, 3cultists, 2 steam mephits

ath  3culists, mummy, 2 steam mephits

sth 3cult Binatics, 2 mummies

6th  3cult fanatics, 1 waterelemental

7th  3cult fanatics, 1 mummy, 1water elemental
8th  3cult Einatics, 2 mummies, 1 water elemental
gth 3 cult fanatics,1 mummy, 2 waterelementals
10th  3cult fanatics, 3 water elementals

Aith  2mages,3waterelementals

12th  2mages, 2 mummies, 3 water elementals
13th  3mages, qwaterelementals

4th  3mages, 3mummizs, 4 water elementals
15th 4 mages, 4 water elémentals

16th  1archmage, 6 waterelementals

7th  2archmages, 2 mages, 5 water elementals
8th  2archmages,3 mages, Swater elementals
a9th  2archmages, 3 mages, 6 water elementals

20th  zarchmages, 4 mages, 6 water elementals

6 - DREAD WRAPS

The sound of thythmic drums and low, moaning
chants rings out across the desert flats. The source
is a warband of mummies, animated and controlled
by Xylus Tinn (CE male dragonborn maestro®),

a show-boating and dramatic musician, He con-
trols his minions with the elaborate beat of his war
drums, drawing inspiration for his new songs from
the suffering he causes.



Dread Shield. Spectral wrappings tether Xylus 1o
his minions. Whenever Xylus would take damage,
he can choose to have one allied undead creature
within 30 feet of him take that damage instead.

Silence. If Xylus® undead minions can't hear his
drums, they take only the Dodge action.

APL  Compo:

sth 1 maestro’,) mummy, 4 zombies

6th 1 maestro’, 2 mummies, 3 zombies

7th 1 maestro’, 3 mummies, 2 zombies

Bth 1 maestro’, § mummies
gth 1 maestro,) mummified immortal’, 4 zombies

1 maestro?, 2 mummies, 1 mummified immortal’, 2.

O ombies

ith 1 maestro’, 3 mummies, 2 mummified immortals™

azth 1 maestro’, 4 mummies, 2 mummified immortals®

Aath 1 maestro’, § mummies, 2 mumimified imem ortals®
T4th 1 maestro?, 6 mummies, 2 mummified immortals®
A5th 1 maestro, g mummies, 3 mummified immortals®

16th 1 maestro’, 3 mummies, 4 mummified immortals™

rth 1 maesteot, 2 mummified immortals, 2 murmmy lords
18th  1maestro’, 3 mummified immaortals’, 2 mumemy lords
19th  1maestro’, 4 mummified immeortals®, 2 mummy lords

20th 1 maestro’, s mummified immurtals’, 2 mumeny lords

*See appendi C
7 - THE SALT DRAGON

Crossing a wide, crystalline salt plane, the party
observes the corpses of increasingly large creatures
entirely encased in salt. This area is inhabited by
the Salt Dragon, a blue dragon that encases its
victims in salt, preserving them as part of its hoard.
It has a tunnel network below the salt flat patrolled
by its erystalline minions, and it has already noticed
the new arrivals.

Creatures that the dragon reduces to 0 hit points
are encased in salt until freed and suffer the effects of
the petrified condition. A creature within 5 feet of
another creature petrified in this way can use an ac-
tion to break the salt, releasing the encased creature.

Consequences. The dragon’s tunnels are full of
living, salt-encased victims that can be rescued.
Such individuals might offer rewards to the party
(GM's discretion).

Composition. The earth elementals are composed
of white, crystalline salt

APL  Composition

nth  3earthelementals”, 1 young blue dragon
1zth 4 earth elementals”, 1young blue dragon
a3th 5 earth elementals”, 1 young blue dragon
th  1adultbluedragon, 2 earth elementals®
asth  1adultblue dragon, 3earth elementals”
16th  1adultblue dragon, 4 earth elementals”
a7th 1 ancient blue dragon, 2 carth elementals’
18th  1ancient blue dragon, 3earth elementals”
agth  1ancient blue dragen, 4 eanth elementals®

20th  1ancient blue dragon, 5 earth elementals”

=3

8 - SOLAR FLARE

lgnacia (LK female efreeti) lay trapped inside a
magic lamp for millennia, sequestered in the celestial
treasury of the Seraph Knights. When a tricksy thief,
Ladaddin, released her, she willfully misinterpreted
his wish to be as beautiful as an angel by placing his
mind inside the body of a selar, and binding the ce-
lestial to her control. Now, after arriving on the Ma-
terial Plane, she seeks revenge on those that trapped
her in the lamp: humanoids. On initiative count 20 of
the first round, the fire elementals in the composition
appear in unaccupied spaces around the party.

APL  Composition
17th  1efreeti,1 solar

18th 1 efreeti,1 fire elemental, 1 solar
19th 1 efreeti,3 fire clementals,  solar

20th 1 efreeti, 5 fire elementals, 1 solar
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‘Whether it be the muted, mossy undergrowth of
mist-laden pines, a chittering diorama of new spring
life, or the calm breeze of a sun-dappled clearing,
forests can hide all manner of surprises.

NARRATIVE FOREST ENCOUNTERS

ds Encounter

1 Faerie Fraud

First Day on the Job
The White Stag.
Trapped Dragon
Lost Sphin: Forest
Opposite Day

Big Shot

Toil and Trouble

1- FAERIE FRAUD

The party is approached by a merry group of
sprites, who invite them to play a game of high
stakes hide and seek. To participate, the party is
expected to put an amount of gold pieces up to 100
times the APL into a chest provided by the fey. In

return, the fey will puc up five times that amounc of
their own gold. ‘The game is a best out of three, with
the seckers having 10 minutes o find the hiders and
the first team to seek determined by a coin fiip

Have the party make Wisdom (Perception)
checks while seeking and Dexterity (Stealth) checks
while hiding. The result of these checks doesn't
matter, as the sprites are only pretending to play, and
let the party win every time. When it's their turn
toseek, however, the sprites quickly replace all the
gold in the chest with an equal amount of facric gold,
which vanishes 2 hours after the game concludes

The party can notice the foul play with a suc-
cessful VDG Wisdom (Insight or Perception)
check of the sprites or an Intelligence (Arcana)
check of the gold. If they confront the sprites about
the trickery, the tricksters are bound by fey law to
return their gold, and the party gains one magical
Joy iz, which the sprites say can be used to ask
for a single favour. Breaking the twig allows the
breaker to contact the sprites, as per the sending
spell, Tf the sprites believe they won't be in great
danger, they will heed the call and teleport to the.
user’s location.




2 - FIRST DAY ON THE JOB

he timid Lyle Tealeaf (GG male halfling common-
er) jumps from the foliage inte the path of the party,
shakily brandishing a knife at them. He informs
them that they're surrounded by his fellow highway-
men and demands all their coin. A successful DG 13
Wisdom (Insight) check reveals that he’s lying and
there's no one else hiding in the bushes.

Lyle needs gold to care for his ailing mother and
has fallen in with a bad crowd. He doesn’t really want
1o be robbing peaple, but feels he has na choice. The
party can convince him of the error of his ways with
two successful VDG checks of their choice, A Cha-
risma (Intimidation) check might scare him into sub-
mission, for example, while a Charisma (Persuasion)
check can appeal to his good nature. Once a skill or
tool proficiency is used to make a check, it can’t be
used again. Only one successful check is needed if the
party gives him at least 50 gp. If the party fails two
checks, Lyle staunchly refuses to let them go.

1f the parcy manages o convince him to give up
on crime, he is incredibly thankful and poinis them
1o the location of one of his gang’s caches (see hostile
encounter #5 - Gaia’s Teeth: Forest for the enemy
compasition), where two piosions of healing and gold
pieces equal to 50 times the APL can be found.

3 - THE WHITE STAG

A majestic white stag—an aspect of the deity of the
hunt—observes the party from amongst the trees. It
wordlessly and telepathically challenges the party to
pursue it, then vanishes, leaving behind a set of tracks.

To hunt down the stag, the party must succeed, in
this order, on a VDC Wisdom (Survival) check to
track it down, a VDC Dexterity (Athletics) check to
catch up to it once found, and a ranged weapon attack
roll against an AC of 20. Melee and spell attacks auto-
matically miss the stag. Ifan ability check is failed, it
can be attempred again, but if the party accumulates
four failures, they lose the stag in the forest.

Once shot, the stag disappears and is replaced by
a sumptuous feast, as per the Aerves’ feast spell

4 - TRAPPED DRAGON

Caught in a trap of enchanted steel that pierces his
wings and legs is the paranoid Sibillus (LE male
young green dragon). He is restrained; he can't es-
cape on his own, and will cautiously ask for help. The
trap requires three successful VDG checks to disable,
using any combination of Intelligence or Dexteri-
ty, and Sleight of Hand, thieves’ tools, or tinker’s

tools. The trap is magical; it can’t be destroyed by
force, and it travels with Sibillus if he is teleported.
“The magic also inflicts a painful electric shock to him
each time an ability check to disable the trap fails
After three failed checks, Sibillus assumes the party
is hurting him deliberately and rurns hostile.

1f freed, Sibillus will give the party detailed
directions to their destination, reducing the mini-
mum number of Tracking checks needed by 1. He
also promises  favour from his mother, Verdanya,
an ancient green dragon, whom he knows won't
follow through.

5 - LOST SPHINX: FOREST

Sunny, the time travelling sphinx (see Recurring
Encounters, page 28), burrows up from the
prassy soil in a plume of dirt. Their chird riddle is:

“I have a tongue, but never talk. | have no legs,
but sometimes walk. | have a sole, but never live.
I'm a good companion to travel with. What am 1%

Answer. Boots (or shoesffootwear). If the party
answers all three riddles correedy, Sunny rewards
them with a porion of animad friendship.

6 - OPPOSITE DAY

e party is approached by the mischievous Auntie
Tlora (CE green hag), the middle Greenwart

sister, who has a puzzle. She hands one of the party
members a magical candle, which they can choose
to either light or not light, before returning it to her.
1f they make the correct decision, a great boon shall
be imparted upon them, but a woeful curse avairs
them if they’re wrong.

If they accept the candle, she explains that they
must simply do the opposite of what she says:

“By no means must you not avoid not making the
candle unlit.” Allow the players to parse through
the maze of quadruple negatives if they wish
Otherwise, a successful VDC Intelligence (Inves-
figation) check correctly deciphers the clues, or a
successful VDC Wisdom (Insight) check allows
them to read the hag's face for clues. The correct
decision is 1o light the candle.

Randomly determine an ability. If the party
doesn't light the candle, each of them is eursed
and has disadvantage on ability checks and saving
throws using that ability until the curse is removed.
If they light the candle, they gain advantage on
ability checks and saving throws using that ability
for 24 hours.

CHAPTER 3 | TRACKING

Qiﬂ

A.
AL
:%

e

X N

7 - BIG SHOT

e party comes across the famous Robyn the Fox
(OG female half-elf ranger, see page 592) and her
metry band of outlaws with hearts of gold. Robyn
challenges the newcomers 10 a contest of marks-
manship, proposing a stake of 10 times the APL
against their stake of a number of +1 arrows or +1
balts equal to the APL.

The contest consists of five rounds, Targets are
placed at each of the following ranges: 10 feet, 30
feet, 60 feet, 150 feet, and 350 feet. Each round
Robyn and a party member use a ranged weapon of
their choice (Robyn uses a longbow) to make one
attack against a target, with the highest roll hitting
closest to the bullseye and winning the round. Twice
during the contest, Robyn can take aim 1o give
herself advantage on her next artack roll. The party
members not competing can at any point distract her
with a successful VDC Charisma (Performance)
check, giving her disadvantage on her next attack
roll. Once this succeeds twice, she stops paying
awention. At the end, the side with the most wins is
the ultimate victor.

8 - TOIL AND TROUBLE

The party encounters the stubborn Comely Carmil-
1a (NE green hag), the youngest of the Greenwart
sisters. She is standing by a bubbling cauldron and
a table with samples of four plants—belladonna,
blood lily, buckthorn, and wisteria—and is ex-
pecting visitors. She insistently suggests that the
party helps her finish brewing her potion, promising
three doses of whatever they produce, In order to
correctly brew the potion, they need only follow
her instructions in order, but each one requires a
successful VDG ability check to decipher. The
instructions, solutions, and respective checks are:

+ “Add the most toxic of the plants to the caul-
dron,” belladonna, Tntelligence (Nature)

+ “Add the plant that grew on the baodies of the
fallen after the last great battle in the realm,”
blood lily, Intelligence (History)

+ “Stir a number of times equal to the number of
gods in the local pantheon,” GM’s discretion,
Intelligence (Religion)

Success or failure, Carmilla offers them three
bottles of the product nonetheless. If made correct-
ly, the potion is a pation of poisom rasistance. If made
incorrectly, it is a potion of potson.

HosTILE FOREST ENCOUNTERS

dg+Tier
2 Coblinoid Patrol

Encounter

Earth Attacks!
ItsyBitsy Spiders
Gaia's Teeth: Forest
The Cinder Lords
Beware the Behirs

Highuway Robbery

2 - GOBLINOID PATROL

Anarmy of goblineids, led by a bloodthirsty hob-
goblin, has made camp somewhere in the woods,
preparing an assault on nearby sertlements. The
party runs into a patrol of soldiers tasked with
securing the area around their base of operations.
They have been given strict orders and are unwill-
ing to parley or surrender, attacking intruders on
sight, but don’t fight to kill. Any goblins flze once
the bughears and hobgoblins have been defeated.

Conseguences. The goblinoid war machine is al-
ways in need of capable slaves to fuel its ambitions. If
the party falls in combat, they are captured, stripped
of belongings, and brought back to the goblinoids’
camp. There, they are chained up and given hard la-
bour on a daily basis. The guards have grawn lazy and
complacent, however, making escaping an easy task.

APL  Composition

15t a.gubling,1 hohgoblin

2nd  1bugbear.1 geblin, 1 hobgoblin
3rd  2bugbears, 2 hobgoblins.

4th  3bugbears, 3 hobgobling

3 - EARTH ATTACKS!

As the party navigates their way through a particu-
larly overgrown section of the forest, suddenly the
plants and ground around them scart to move. The
voracious plants, elementals, and/or other creatures
attack, and any character with a passive Percep-
tion score lower than the VDG is surprised.

Treasure. If the party defeats the hostils crea-
tures, the skirmish reveals a malachite necklace

worth 10 times the APL in gold pieces partially
buried in the dirt.



APL  Composition

st sawakened shrubs, swarm of beetles
and  2awakened shrubs,3 swarms of beetles
ard 1 awakened shrub.1awakened tree, 1 dryad
4th  2ankhegs, 1 swarm of beetles

sth  1ankheg.1 bulette, 1 swarm of beetles

6th 2 shambling mounds

7th  1awakenedtree, 1treant

8th  1awakened tree, 1 dryad. 2 earth elementals
oth  3ankhegs,2 bulertes

10th  3dryads 1 treant

4 - ITSY BITSY SPIDERS

The party inadvertently stumbles into a rey
the forest controlled by a clan of ettercaps, who
use the area to herd and care for spiders of all kinds.
A few outcast driders have found a home here as
well, far from the judgmental eyes of their former
in. To all these creatures, intruders are nothing but
food, and the party is promptly attacked by raven-
ous arachnids looking to expand their larder.

Environment. Webs all over the ground and trees
create difficult terrain in the area

CGonsequences. The spiders prefer to eat their meals
alive, and luckily for the party, they aren't feeling to
hungry at the moment. If the party falls in combat,
they wake up 1d4 hours later, wrapped in webbing
and strung from tree branches. A creature can escape
from the webs with a successful VDC Strength check.

APL  Composition

15t 2swams of spiders

and 1 giant,2swarms of spiders

ard 1 ettercap, 2 swarms of spiders
4th 1 etwercap, z giantspiders

sth 2ettercaps, 2 phase spiders

6th 1 drider, 2 giant spicders

7th  1drider 2 ettercaps, 1 giant spider
sth  1drider) ettercap, 2 phase spiders
oth  2driders,1 giont spider

1oth 2 driders, 2 phasespiders

Aith 4 driders, 2 phasespiders

12th S driders, 1 phase spider

ath & driders, 2 cttercaps, 2 phase spiders

1ath  sdriders, 2 phase spiders

i5th  5driders, 4 phasespiders
6th 6 driders, 4 phase spiders

5 - GAIA’S TEETH: FOREST

The bandit group Gaia’s Teeth (see Recurring En-

counters, page 28) make use of advanced arboreal

techniques and camouflage to-execute skilled am-

bushes from the boughs of high trees. They will gladly

take a gold tithe, a minimum of 20 times the APL.
Forest Camouflage. The attackers are adapted to

the terrain; each creature can take the Hide a
as a bonus action on its tum,

APL  Composition

15t 3bandits®, 2 pseudodragons”

2nd  3flying snakes’, 3 scouts’

3rd 2 flyingsnakes®, 2 spies, 2 thugs”

ath 2 bandits”, 2 brown bears’, 1 druid®

sth 3druids”, 2 owlbears”

6th 2 banditcaptains?, 2 wereboars”

7th 2 banditeaptains’, 2 owlbears?, 1 shambling mound”
8th 1 shambling maund®, 3spies, 2 wereboars
gth 2 druids’,1 giantape’, 2 owlbears®

Joth 1giantape”, 2 rangers*®

mth 1assassin’, 2 rangers™,1 young green dragan”
12th  2assassing®, 2 giant apes”

13th 2giant apes”, 2 rangers™ 1 treant®

14th 2 assassins’, 2 reamts®

15th  2assassin® 3 giant apes”. 1 young green dragon”
16th  2assassins’, 2 rangers™, 2 treants

T7h - 3assas

7,2 glantapes”, 2 treants”
18th  3rangers™,3 treants®, 2 young green dragons®
19th  3assas:

s°,3 glancapes”, 3 treants”

2assassins’, 4 rangers™, 3 treants”, 2 young green

Al

6 - THE CINDER LORDS

A coalition of fiery creatures calling themselves the
Cinder Lords has come together to find a new base
of operations. The forest is in a spot suitable for
their purposes, but must first be incinerated in order
to make room for a mighty stronghold. They suffer
nointerlopers, and are ready for combat when the
party encounters their forces,

Non-Combar Alternative. The only way to avoid
combat with the Cinder Lords is to agree to aid
them in their pursuits. If the party spends at least 2
hours starting fires to elear the way for a stronghold,
the Cinder Lords allow them to leave and even pay
them for their troubles with a sum of gold pieces
equal to 50 times the APL. Doing this, however,
may incur the wrath of other denizens of the forest.

APL  Composition

sth  2faerie-o-fires”, 2 hell hounds

st 2faerie-o-fires® 1 fire elemental

7th  1faerie-d-fire, 1 fire elemental, 2 hell hounds
sth  1fire giant,1 hell hound

oth 3 faerie-o-fires”, 2 fire elementals

1oth 2 fireelementals, 3 hell hounds

nth 1 faerie-d-fire’ 2 fire giants

qath  1fire elemental 1 fire giant,1 young red dragon
13th  z2fireelementals, fire giant, 1young red dragen
1sth  2fire giants, 1voung red dragon

Isth 2 firegiants, 1 horned devil

16th  1horned devil, 2 young red dragons

a7th 2 firegiants, 3homed devils

1gth 3 horned devils, 2 young red dragons

agth 1 fire giant, 3 horned devils, 2 young red dragons

20th  2fire elementals, 1 fire giant, 4 horned devils

7 - BEWARE THE BEHIRS

Fancying themselves serpentine tyrants, a family

of behirs has made a lair in the forest, and enslaved
several creatures 10 help them amass a hoard to rival
those of legendary dragons. The behirs keep their
servants on a short leash, accompanying them on their
forays for treasure to prevent escape. The party runs
into one or more behirs alongside their slaves, who
attack to rob the adventurers of their valuables. If
all the behirs are defeated, the humanoids surrender
immedately.

Non-Combat Aiternative. The behirs® arrogance
and desire to emulate dragons can be turmed against
them. A successful VDG Charisma (Persuasion)
check convinees the behirs tolet the party go if
they can outsmart the would-be-draconic creatures.
The behirs agree to a game of riddles, consisting of
best-of-three contested Intelligence checks, or, at
the GM’s discretion, 4 sudden-death format battle of

‘wits between the GM and playersin which the two
sides take it in turns to posit riddles. If one of the be-
' slaves stands a better chance than them, they are
fotced to play on the behirs’ behall. If the party suc-
ceeds, they can leave freely. If not, combat ensues

Consequences. If the party is defeated, the behirs
apptopriate all of their treasiire and enslave theim,
An opportunity for escape might present itself when
they're senton an expedition in the company of one
of the serpentine monsters.

APL  Compasition

Hith  1behin2 gladiators

12th 1 behir 3 gladiators

A3th 1 behir,3 mages

14th 1 behir.1 hydra, 2 mages

asth 1 behir 2 hydras, 1mage

16th 2 behirs,1 hydra, 1 mage

7th  3behirs, 2 hydras. 1 mage
16th 2 behirs,3gladiators, 3mages
1gth  3behirs, 3ghadiators, 2mages
20th  3behirs, 2 gladiators, 2 hydras, 2 mages

8 - HIGHWAY ROBBERY

A group of veteran adventurers, disillusioned with
their lives and achievements, have turned to banditry
for quick coin to fund their vices.
turers resort to ambush tactics, and creatures with a
passive Perception score lower than the VDG are
surprised. They fight to the death, and don’t pull
any punches; if their foes are slain during the fight,
then they never deserved to live in the first place.

Non-Combat Alteraative. Despite their ruth-
lessness, these former adventurers are also practical
and would rather not break a sweat if they don't
have to. They will gladly let the party go if their
demands for loot are met, They will take a tithe in
gold pieces equal to 200 times the APL, or a num-
ber of uncommon or rarer magic items equal to the
party's average proficiency bonus.

e former adven-

APL  Composition

7th  2archmages, 4 assassins
18th  3archmages, 2 assassins
a9th  archmage, 6 assassins

20th  2archmages,s assas




GRASSLAND

Wide open fields, the endless sky, open savannah
plains, and more. Sprawling grasslands can feel flat
and endless... but that doesn’t mean they're unoc-
cupied.

NARRATIVE GRASSLAND ENCOUNTERS

ds Encounter

0 Cirde of Life

Catch EmAll

The Last Straw Man
Flood and Bloom

Lest Sphinx: Crassland
They Might Be Giants

Horsing Around.

PRSP REY

Flawer Power

1- CIRCLE OF LIFE

As the party treks through the grasslands, a nature
deity sends them a signal in the form of an orb of
light that beckons them to follow. The orb leads
them to a large rock formation jutting out of the
ground, around which a few animals are gathered.
On the rock, a lioness is giving birth, watched over
by a male lion and a baboon, and seems to be in
need of assistance.

In order 1o help, the party must succeed on three
VDG checks, in this order: a Wisdom (Animal
Handling) check to safely approach the animals, a
Wisdom (Medicine) check to help deliver the cub,
and finally, a Charisma (Performance) check to
present it to the other gathered animals. The party
can repeat a failed check, but after failing a total of
three checks, the lioness refuses any further help
‘with a threatening growl.

If the party succeeds on all three checks, they are
blessed by the nature deity, which casts the enkence
abiliy spell on each member. Each party member
can choose which cffect they gain from the spell,
which lasts 24 hours

2 - CATCH ‘EM ALL

“The party finds the absent-minded Professor Aspen
(CG male human mage) standing by a patch of par-
ticularly tall grass, looking distraught. Upon seeing
adventurers, he explains that he was conducting
magical experiments upon some local animals, but

they escaped into the tall grass and he has so far
failed to recover them, He asks the party to assist
him in capturing his runaway experiments. There
are three runaway animals total, each of which
requires a successful saving thraw to bypass its
defences, followed by a contested Dexterity check
to catch it. They are as follows:

+ Alarge green caterpillar. A creature must
succeed on a VDG Dexterity saving throw

or become restrained until the end of its next
turn. (Vmod -3 Dexterity modifier)
A purple rat, A creature must make VDC Con-
stitution saving throw to endure its gnawing
bite, releasing the rat and taking Vdam piercing
damage on a failure, or keeping hold of the rat
and taking half as much damage on a success.
(Vmod Dexterity modifier)

A seemingly mundane sparrow. A creature must
succeed on a VDG Strength saving throw or
be knocked backwards 15 feet and fall prone by
the gust of wind it produces. (Vmod +3 Dexter-
ity modifier)

“The party can atrempt to catch an animal multiple
times, but after failing the third Dexterity check to
catch it, that animal escapes for good. If they manage
to catch at least two of the three animals, Professor
Aspen rewards them with a strange stone disc that
acts as a spedl scrofl. The party can choose between
lburning hands, create or destroy water, ot entangle.

3 - THE LAST STRAW MAN

While passing a decrepit farm, the party hears a
multitude of tiny pleas. As it turns our, these are
coming from the vegetables planted in the farm,
which have all been awakened, as per the awaten
spell. The vegetables wish nothing but.to live in
peace, but they are constantly termented by a flock
of crows that sees them as an easy meal. They beg
the party to help by building the greatest scarecrow
ever to spook the birds away.

In order to make the scarecrow, the party must
make three VDC ability checks. They can choose
what the checks are, as long as they make sense for
the task. For example, a successful Strength (car-
penter’s tools) check might allow a party member to
build a massive wooden frame, or a successful Cha-
risma (disguise kit) chieck can produce a truly in-
timidating visage for the scarecrow. If at least two of
these checks are successful, the scarecrow is deemed
effective by the awakened vegetables, which reward
the party with a blessing of abundance that lasts 10

e

days. One party member of the party’s choice gains
the ability to cast the ereaie face and water spell with-
out expending a spell slot. Wisdom is the spellcasting
ability, and after casting the spell in this way, the
creature can't do 5o again until they finish a long rest.

4 - FLOOD AND BLOOM

Distant rains have flooded the plains for miles
around, prompting the eclosion of the rare and
dormant Aguavitrum voltaire, the aquaglass but-
terfly. The swarm of palm-sized translucent insects
turns the sky into a crystalline explosion of shimmer-
ing rainbows, granting each adventurer inspiration.

Environmental Hazard. The waters are deep
enough to slow progress, but not to be a danger to
life. Finding a way to quickly navigate the water,
such as by boat or the wazer walking spell is enough
to avoid any ill consequences of the inundation.
‘Walking through the warer imposes disadvantage
on the next Tracking check. Circumyenting the
flood adds 1 to the minimum number of Tracking
checks required to reach the destination.

5 - LOST SPHINX: GRASSLAND
Sunny, the time travelling sphinx (see Recurring
Encounters, page 28), burrows up from the
grassy soil in a plume of dirt. Her third riddle is:

I never was, but always will be. I've never been
seen, but all know | exist. Everybody can reach
me, but when they do, I'm no more. Whatam 12

Answer. The future (or tomorrow). If the party
answers all three riddles correerly, Sunny rewards
the party with a pasion of speed.

6 - THEY MIGHT BE GIANTS

A wandeting group of peaceful and well-spoken
LG hill giants approaches the parry and beseech-
es them for aid. They explain that an elderly,

long reired adventurer, Konan, (N male human
berserker) refuses to believe they are intelligent
and peaceful, unlike their most aggressive kin, and
is hunting them with the aim of exterminating the
“giant scourge”. He is hot on their trail, no more
than 8 hours behind. They don’t want to hurt the
man so they plan on taking advantage of his poor
eyesight and disguising themselves as windmills.

In order to help, the party can make a series of
VDC checks using whichever abilities and tool or
skill proficiencies that might be relevant. For exarm-
ple, a successful Dexterity (weaver’s tools) check




could craft sails that can be strapped to the giants”
arms, and a successful Intelligence (painter’s sup-
plies) check might allow the giants to be painted
with a stone texture. A suitable flfusion spell (GM's
discretion) could count 4% 4 successful check, but
this can be done only once.

After the giants are disguised, the party must
make a suceessful DC 25 Charisma (Deception)
check to convince the old adventurer of the lie. The:
DC for this check is reduced by 5 for each success-
ful check made to disguise the giants (10 a minimum
of 10}, If the adventurer is fooled, the giants give
the party a possion of il giant sirength as thanks.

On a failure, the berserker attacks the giants, and is
promptly squished.

7 - HORSING AROUND

“T'he party is met by a clan of centaurs and horse
riders that freely roam the grasslands, constantly
competing in frenzied races. Unable to pass up on
the opportunity to challenge strangers, the leader of
the clan, the fierce Khan Drago (CN male tiefling
berserker) suggests a best-of-three race, putting up
a prize: a scrallof longstrider, and requesting some-
thing of equal value (180 gp) as the party’s wager.
For each race, one party member must make a
contested ability check against their opponent. The
races and their respective checks are as follows:

+ Along sprint, on foot, which requires a
Strength (Athletics) check contested by Gu-
1a’an, a tribesman (Vmod -3 modifier).

A horse race, which requires 2 Wisdom (Animal
Handling) check contested by the Strength
(Athletics) of Hol, a centaur (Vmod modifier).
A chariot race, which requires a Dexterity
{land vehicles) check contested by Khan Dra-
go himself (Vmod +3 madifier).

8 - FLOWER POWER

The party finds a vast meadow of many kinds of
flowers, and in the middle of it, a very befuddled
looking woman. She's the romantic Rosie Berry-
bush (GG female gnome acolyte), and she’s seek-
ing some assistance. She explains that she’s fallen
in love with a nearby opteran, and had the idea to
put together a beautiful bouguet to give to her, but
‘wants Lo convey some specific concepls and has no
clue how. The three meanings Rosie wants to con-
vey with her bouguet are undying love, clegance,
and devotion. Discerning the meaning of a flower

requires a DG 13 Intelligence (History or Nature)
check. Some flowers require additional checks to
acquire. The flowers in the meadow are:

White daisies (innocence).
Yellow roses (friendship).

Red tulips (undying love).
Pink dahlias (elegance) and black dahlias (be-
trayal). Both require a successful VDG Wis-
dom (Perception) check to find.

White edelweiss (devotion) up on a rocky
outcropping that requires a successful VDC
Strength (Athletics) check to climb.

If the bouquet includes at least two of the desired
flowers and doesn't include black dahlias, the gift
is well received (despite being cws flowers). The
opteran herself tracks down the party the next day
to give them 1d4 feather tokens (eree).

HOSTILE GRASSLAND ENCOUNTERS

d4 + Tier Encounter

Ane Runners

Stone Gnoll Gllers
Tumultuous Tumulus
Gaia's Teeth: Grasslands
Landsharknado

Time Crimes

® u o bW

Pytarnaniac’s Praitie Fire

2 - AXE RUNNERS

The party is accosted by a local group of bandits
with a very particular theme: they all wield axes
and ride on axe beaks, fanatically convinced of
the axe’s superiority above all other weapons. In
an attempt to prove this belief, they rob and beat
passersby with no remorse, They demand a tribute
of 100 times the APL in gold pieces, and promise
swift vielence if their demands aren’t met. Howey-
er, their bravado is easily broken. If at least half of
their numbers fall in combat, the rest flee.

Consequences, The Axe Runners aren't interest-
ed in senseless murder. They fight to incapacitate
rather than kill, and if the party loses, they're simply
robbed of all their valuables— including good qual-
ity armour and clothes—and left on the side of the
road, waking up 1d4 hours later. In addition, the
bandits may leave mocking, often misspelt messages
carved on the surrounding trees of painted on the
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party members, such as “Ték Axe Runers wer heer.”

APL  Composition

1t 2axebeaks3 bandits

and 1ane beak, 1 bandit captain

3 3axebeaks, bandit aptain, 2 bandits
ath  3awe beaks,1 bandit captain, + bandits

3 - STONE GNOLL KILLERS

As the party nears a dried-out riverbed, the scent
of rotting meat pervades the air. Rounding a bend
reveals the apparent source: & once-active band of
gnolls and hyenas. Now, however, all of them look
10 have been turned to pale grey stone. Another
sound, that of shuffling steps is all the wamning the
party gers before they are atracked!

Composition. Stone gnolls are petrified gnolls
animated by magic. They havea CR of 2, an AC
of 20, and resistance to nonmagical bludgeoning,
piercing, and slashing damage.

APL  Composi
15t zcockatrices
and  1basilisk

ard & cockatrices

ath  1basilisk.#stone gnall”
sth  1gorgon, 2 stone gnolls®
sth 2 basilisks, 4stone gnolls®
7th  1medusa, 4 stone gnolls®
8th  2gorgons, z stone gnoll

sth  2.gorgons, 1 medusa

10th 1 medusa, 6 stone gnolls®

4 - TUMULTUOUS TUMULUS

he party encounters a series of smal hills dotted
around a specific region of the grasslands. Some of
these are decorated with intercsting stone forma-
tions and all seem 10 have an entrance at the base.
These are burial mounds, or cumauli, containing the
bodies of warriors who fell dusing a great war many
years ago. ‘Their restless spirits don't take kindly

o the liviag intruding upon their place of eternal
slumber and rise up from the barrows to attack.

Non-Combat Alternatives: The spirits can be pla-
cated before the situation devolves into combat by
4 solemn show of respect in accordance with their

traditions. A successful VDG Intelligence (Histo-
ry) check is necessary to recall the proper rituals,
and 2 VDC Wisdom (Religion) check to perform
them, If this is done, the spirits return to their tombs
and let the party pass.

Composition. Spectral assassins (CR 9) use the
assassin stat block, but have a ghost’s undead type,
Incorporeal Movement trait, and damage resistanc-
o5 and immunities.

APL  Composition

1t 2shadaws

nd  2specters

3rd  23hadows, 1will-dwisp

4th  2specters.1will-o-wisp

sth 2ghosts, 1 shadow

sth 2ghosts,  specter 1will-owisp

7th  1ghost 1 will-owisp,1wraith

sth  2.ghosts,  specter 1wraith

gt 1ghost2wraiths

10t 2 ghosts, 2 wraiths

nth  1ghost1 spectralassassin’, 3wraiths
vath 1 ghost, 2 spectral assassins”, 2 wraiths
3th  1ghost, 2 spectral assassins®, 3 wraiths
14th  3spectral assassins”, 2 wraiths

asth 3spectral assassins”, 3 wraiths

16th  3spectral assassins’, z will-0-wisps, 2 wraiths

5 - GAIA'S TEETH: GRASSLAND

here aren’t many places to hide in the wide open
plains. The members of Gaia’s Teeth (see Recur-
ring Encounters, page 28) that make this rerrain
their hunting ground can’t rely on stealth, and
inscead favour overwhelming force and lightning
quick raids. They move fast, and prefer to use their
tamed creatures as mounts to get in-and out quick-
Iy, outpacing any pursuers. Acquiring new mounts
is of great interest {0 them, sometimes more so than
gold. They gladly let the party pass if offered a gold
tithe equal to 20 times the APL in gold picces, and
fice if half their number are killed,

APL  Compasition
15t 3bandits, 2 panthers
2nd 1 bandit, 1 lion, 1 panther, 1 scout

3rd  1banditcaptain, 3 panthers



4th 1 giantboar 1 lion, 2 scouts
sth  2giant boars,2 knights

6th  3duids; 3phase spiders

7th  1clephant gladiator, 1 weretiger

sth 2 gladiators, 2 phasespiders

gth 2 gladiators,  triceratops

t0th 2 chimeras 2 weretigers

1th 2 tyrannosaurus rex, 2 weretigers

1zth  3knights. 3 tyrannosaurus rex

73th 3 rngers”, 2 vriceratops, 1 tyrannosaurusrex
14th  2chimeras, 2 rangers?, 2 tyrannasaurus rex
asth 3 rangers”, ztyrannosaurus rex, 1 young red dragan
16th 3 chimeras, 3 rangers", 1young red dragon

7th 4 gladiators,

anth 2 bulettes, 1 djinni

12th  1airelemental, 2 bulettes, 1 djinni
13th  1airelemental, 3 buletes, 1 djinni
14th 2 bulettes, 1 djinni, 2 invisible stalkers
sth 2 bulettes, 2djinn

16th 2 bulettes, 2djinn, 1 invisible stal ker
arth & bulettes, z djinn

18th 7 bulettes, 2djinn

9th 5 bulettes, 3djinn

20th 4 bulettes, 4 dfinn

7 - TIME CRIMES
us sphinx appears before the party,
by its guards. The sphinx informs

18th 4 rangers", 4 tyrannosaurus rex,  young red dragon
T5th 4 rangers”, 4 fyrannosaurus ex, 2 young red dragon
20th 4 angers’, 4 tyrannosaurus rex, 3youngred dragons

“See page so

6 - LANDSHARKNADO

Known in the grasslands as ‘landsharks’, bulettes
are usually rare and their attacks devastating, A
group of mischievous and chaotic air elementals
has increased the danger posed by the landsharks
by ereating thunderous percussion that attracts
the monstrosities. The elementals revel in causing
chaos and unleashing the bulettes on unsuspecting
wravellers, The bulettes are quite happy to follow
the elementals, which have repeatedly led them to
fresh meat.

Environmental Hazard. Powerful gusts make the
bartlefield chaotic and unpredictable. At the start
of each creature’s turn, that creature must make
2 VDC Strength saving throw, On a failure, the
creature is pushed 20 feet in a direction of the ele-
mentals” choice. Elementals automatically succeed
on the saving throw.

APL  Compo:
sth 1 bulette, s dustmephits

jon

éth  1airelemental,1 bulette

7th  1airelemental, 1 bulette, s dustmephit
sth 1 bulette, 1 dust mephit, 1 invisible stalker
9th 1 bulette, 4 dustmephits, 1invisible stalker

oth  1airelemental, 2 bulettes

them that it is from the future, here to derain them
for crimes they have yet to commit, and offers them
a chance to surrender peacefully. No explanations
are requested or accepted. Since the party has no
knowledge of their future transgressions, the sphinx
deems any excuses utterly irrelevant. If they refuse
to surrender, the sphinx and its companions attack,
and fight to incapacitate rather than kill

Non-Combat Alternative. Though it's impos-
sible tojustify an event they have no knowledge
of, the party might stand a chanee to reason with
the sphinx by appealing to its rigid, bureaucratic
nature. A successful VDC Intelligence (Persua-
sion) check requesting to file a formal complain o
speak with the sphinx’s superior manages to give it
pause. Disgruntled, it allows the adventurers to do
50, but they must spend the rest of the day signing
the proper paperwork. The complaint reveals the
whole affair to be a clerical mistake, and they aren’t
bothered again afterwards.

Consequences. Ii the party is defeated in combat,
they are taken away by the sphinx to be tried for
their crimes. They are deposited in a demiplane and
over the course of months, regularly transferred be-
tween extraplanar jails, offices, and courthouses in a
seemingly never ending process. The only way out
of this temporal bureaucracy is to mount an escape.

APL  Composition
th 1 gynosphiny, 1 stone golem

12th 1 gynosphinx, slamias

13th 1 clay golem, 1 gynosphin, 2 lamias

14th 1 gynosphinx, 3lamias, 1 stone golem
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1sth 1clay golem, 1 gynosphin 1 stone golem
16th 1 gynosphing. 1 lamia, 2stone golems
a7th  1androsphink,1archmage,  stone golem
18th  1androsphinx,2 archmages

19th  1androsphinx,  iron golem. 1stone golem
20th  1andresphinx, 2 iron golems

8 - PYROMANIAC'S PRAIRIE FIRE

Panicked gobbacs run screaming from billowing
plumes of smoke. Their village is under attack, and
the fire consuming it threatens to spread across

the whole plain. The assailants are a pyromancer,
Em Brighthook (CE female elf archmage), and
Scorvarach (CE male adult red dragon). Both are
egotistical and glesfully enjoy the destrucrion they
wreak. They work as a team and have several mon-
sters under their control.

The Inferno. The grasslands are dry, and the
attack has ignited the area into a raging wildfire, cen-
tred on the village and spreading 10 feet on initiative
count 20 of each round. A creature that starts its
turn in the area must make a VDG Dexterity saving
throw, taking Vdam fire damage on a failed save,
or half as much damage on a successful one. Unless
the party finds a way to put out the fire, it spreads
quickly, consuming the entire area within 5 miles of
the village and leaving the gobboes without hames

Treasure. Em’s spellbook, which is immune to
fire damage, can be found if she is defeated

Composition. Em the pyromancer is an archmage
with immunity to fire damage and has the spells
burning hands, scorching ray, firebali, wall of fire, and
Jfire starm prepared instead of identsfy, detect thoughes,
lightning bott, banishment, and teleport, respectively,

APL  Composition

7th  1adultred dragon, 3 fire elementals, pyromancer”
18t 1adultred dragon, 4 fire elementals, 1 pyromancer”
1gth  1adultred dragon, s fire elementals, pyromancer”

1adultred dragon, 3 fire elementals, 1 pit fiend, 1

B romancer”




3 - BLASTED CRATER

With vistas on top and water below, the peaks and
troughs of a hilly landscape can range from verdant
carpets of rolling green to craggy canyons of crum-
bling granite.

NarraTIVE HiLL ENCOUNTERS

ds Encounter
1 Underdark Sinkhole

Strange Fgg

Blasted Crater

Lost Sphinx: Hills

Abandoned Cave

Colynn Trader

The Fastand The Fury of The Small
Statue Cirdle

1- UNDERDARK SINKHOLE

The ground begins to shift and crumble under the
party’s feet. Loose earth starts to slip away, as a hill
in front of them inverts and collapses into a cav-
ern below. Each character in the front rank of the
marching order must succeed on a VDC Dexterity
saving throw or fall 100 feet inte the newly opened
chasm, Strands of fungal hyphae and strange,
shimmering webs slow the fall, halving any falling
damage they take, The bottom of the chasm opens
into a network of tunnels leading into The Low, as
well as a small patch of three Noradreno mucorates
mushrooms (see page 333).

2 - STRANGE EGG

A shattered cart littered with arrows and smeared
with dried blood sits by the side of the road. Search-
ing the remains reveals a chitinous, cerulean egg. It
weighs 10 pounds, is the size of a watermelon, and
sits in a nest of dark, loamy soil. Ifkept warm and
surrounded by carth, dirt, or sand for 7 days, the cgg
hatches into an infant phase spider (use the giant
wolf spider stat block with the phase spider’s Fthe-
real Jaunt trait). The spider has a voracious appetite,
requiring two days® rations per day, and grows o full
size in 30 days. It regards any adventurer who feeds it
regularly over this time as friendly and, if the adven-
turer is a tamer, the spider chooses to fail its Charis-
ma saving throw and hecome the tamer’s compan-
ion (though the tamer’s ability to tame the creature is
still restricted by the size and CR requirements).

e

“The earth is scorched and melted into stone slag
around a wide crater. At its centre, some 20 feet be-
low the crusty surface, sits a large chunk of iridescent
metal: irradiated meteoric fron. In its raw, unconvert-
ed form, the meteor is enervating; a creature that
spends 1 hour within 30 feet of the metal must suc-
ceed on a DC 15 Constitution saving throw or gain
ane level of exhaustion. One inch of lead is enough
to shield a creature [rom this enervating effect.

A skilled blacksmith can convert frradiared me-
tearic iron into a non-enervating alloy. A mundane
item crafted with this metal becomes a common
magical item; it resists all normal forms of degra-
darion (e.g, acid and rust) and, if it is a weapon, its
attacks and damage are magical. Enchanting checks
(see Chapter 5) made for an item crafted of this
metal have a +5 bonus.

4 - LOST SPHINX: HILL

Sunny, the time travelling sphinx (see Recurring
Encounters, page 28), sits, stock-still, on a large
rock around a sharp bend in the adventurers® path.
His next riddle is:

“I always fall but never break. I'm often gone
when men awake. What am 7"

Answer. Night. If the party answers all three
riddles correctly, Sunny rewards them with a pofion
of hill giant strength.

5 - ABANDONED CAVE

The party stumbles across a small, dry cave,
tucked away in a narrow path between low cliffs.
Everything in the cave is covered in a thin layer

of dust, and the ceiling is covered in soot. There's
some crude wooden furniture, and a pile of furs

in one corner. A successiul DC 14 Intelligence
(Investigation) check reveals a leather sack in
hidden alcove. It contains gold and gems worth 70
times the APL in gold pieces, and several pam-
phlets extwolling the virtues of the many-headed
dragon queen. It's free for the taking, as the cave is
clearly long abandoned—though it’s possible the
original owners may come looking for it some day.

6 - GOLYNN TRADER

“The party comes across Adelaide (NG ferale
golynn noble) riding on the back of a muscular,
tame brown bear. She is a talkative, elderly trader
and she carries an absurdly large, overstuffed pack.

Ciar
==
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Adelaide attempts to sell her wares to the party,
which include explorer’s packs, potioas of heating,
hand-carved wooden trinkets, and any uncommon
magic items the GM sees fit to include.

Memorable. She initially sells everything at a
slightly inflated price; however, if the whole party lis-
tens to her verbose, rambling stories about the adven-
tures of het fifteen great-grandkids, she will cur them
a deal and sell at normal prices. For a true test of the
players’ patience and memory, the GM can create
list of Afteen names, recite them all, and, if the players
can remember them a couple of minutes later, have
Adelaide reward them with a generous discount!

7 - THE FAST AND THE FURY OF THE SMALL
Stationary on a wide, meandering trail through the
hills are two donkey-drawn carts. The right-hand
cart is occupied by a pair of playfully bickering
goblins—the jovial Glambog (CG male goblin) and
pedantic Hambog (NG male goblin}—while the
lefi-hand cart is empty. Glambog silences Hambog
as the party approaches and challenges the party to
a race down a half-mile-long stretch of road. If the
party accepts, they choose two characters to board
the empty cart. To race, one rider makes a Dexter-
ity (land vehicles) cheek to steer the cart while the
other makes a Wisdom (Perception) check to spot
obstacles. The highest result of the party’s checks

is contested by the highest result of the goblins’
checks. The gablins have Vmod modifiers to these
checks. Repear this contest three times

Consaquences. If the party loses all three contests,
their cart crashes and each rider rakes 2d6 bludg-
coning dumage; in addition, the goblins demand
payment.of 15 gp from the party so they can repair
their damaged cart. If the party loses only two
contests, they lose the race—to the jeers of Glambog
and Hambog—but suffer no other consequences.

If the party wins at least two contests, they win the
tace, and the goblins offer to provide the party a
home-cooked meal. If the party accepts, they eat
well that day. Tf the party wins all three contests, the
goblins offer to escort them through secret paths on
the carts, reducing the minimum number of Track-
ing checks required to reach the destination by 1.

8 - STATUE CIRCLE

The party comes across a circle of seven 15-foot-
tall stone statues of hill dwarves. Each holds both
a weapon and a too] for navigation—an astrolabe,
compass, map, sandglass, sextant, spyglass, and sun-

dial. The statues are old and weathered, and look
as if they've been there for a very long time. In the
centre of the circle is a large marble plinth, littered
with carvings of constellations, and the following
message written in Dwarvish:

“Rest, weary traveller, and let the spirits of the
Great Wayfinders guide you.”

If the party takes a short or long rest within
the circle, the next Tracking check is made with
advantage. If the party takes a long rest within the
circle, they are visited by the avatar of the hunt dur-
ing their dreams or meditations. The avatar answers
one question per adventurer, and always answers
truthfully, though it isn't necessarily omniscient
The avatar knows the biome and the creatures that
inhabit it well.

HOSTILE HILL ENCOUNTERS

dasTier  Encounter

Giant Gourmand

The Hills are Alive...

Death from Above

Colemancer's Battlefield

Gaia's Teeth; Hills

Gaudy Horror.

Baron Bodrur's Deadly Demolition

2 - GIANT GOURMAND

Rem Bighorn (CN male giant) is a snooty, recent-
ly-exiled giant. A self-proclaimed freelance food
critic, his current conundrum involves something
his Gramma Gorb used to say: “Littlings make the
best food. ™ But she never specified whether she
meant as el or as ingredients. He's hoping the
party can settle the issue for him.

Non-combat Alternative, Rem wanis the party to
make him a magical meal: bioody gaspacke (see page
139). He already has the recipe, ingredients, and a
makeshift workstation. Party members must make a
combined skill check, Dexterity (cook’s utensils)
and Constitution (Perception). The D for the
combined check equals twice the VDC. However,
if the result of either check is 9 or lower, the chal-
lenge is failad.

Conseguences. If the challenge s failed, Rem
assumes his Gramma meant “as ingredients” and
tries to test out that theory on the party by trying



to eat them. If the challenge is passed, he rewards
the party with perfecily preserved magical compo-
nents: beast flash, aberration brain, and undead bone
He can also be bargained with—if the party has

a connection with a chef or restaurant that might
accept him as a proper critic, he'll be overjoyed and
indebted to them

APL  Composition

st aogre
2nd 1 ogre, 1 woll
ard  tettin

ath 1hill giant

3 - THE HILLS ARE ALIVE...
“The sound of lutes, pipes, and beautiful singing
eches through the hills, getring louder no matter
which way the party turns. Inescapably reeled
in, the party finds a group of fey and other crea-
tures—centaurs, harpies, trolls, and even massive
fey cobra—singing, playing music, and dancing
around a large, purple bonfire. The fey invite the
party to dance... but there is a sinister edge to some
of their smiles that suggests they won't take no for
an answer.

Consequences. Ii the party chooses (o join in
the dance or are defeated in combat, they awaken
2d6 days later in an empey field with two levels of
exhaustion. Otherwise, defeating all the agaressive
fey causes the rest to scatter, leaving nothing but
soot and incense behind.

Composition. Fey cobras use the spirit naga
statistics but have the fey type.

APL  Composition
15t 1 harpy1sprite

and  2satyrs, 3 sprites

ard  2dryads,1 harpy.1 sprite

ath 1 centaur,1 green hag

sth 2cemaurs,2 green hags, 1 harpy
6th  3dryads, 3satyrs, 1 troll

7th  1centau, 2olls

Sth 1Moy cobra®, 2 green hags

sth 2 feycobras’

10th 1 fey cobra®, 2 green hags, 1 troll

4 - DEATH FROM ABOVE
“The party’s travels through the foothills lead them
past Dead Goat Falls: a beauriful waterfall that
flows from a mountain spring high above. Tts name
«comes from the tendency of flying predators 1o
attack the giant goats and other creatures drink-
ing from the upper spring, throwing them over the
edge of the 300-foot-high falls and descending to
feast on the remains. One such unlucky animal (or
several of them at higher levels) meets this fate as
the party passes, its corpse exploding in a bloody
puddle some 20 feet from where they stand, A
screech from above suggests that the hunters are
following their prey!

Roll initiative; the predators move into view
on initiative count 0 of the first round of combat.
Each creature that hasn’t succeeded on a VDG
Dexterity (Stealth) check to hide from the pred-
ators becomes the predators’ new quarry. If each
party member succeeds, they can avoid combat by
silently waiting 1d4 hours for the predatory birds to
finish eating and move on.

APL  Composition

15t 3 blood hawks, 2 swarms of ravens
and 3 giantowls.1 giant vulture
3 3giantowls,1griffon

ath 2 blood hawhs, 4 giant vuliures
sth 3 giffons, 2 manticares

6th  2griffons,1 wyvern

sth  2manticores,1 wyvern

8th  2chimeras, 2 giantvulures
9th 2 manticores, 2 wyverns

10t 3chimeras

Hith 6 giantvultures, 1 roc

1zth & griffons, 1 roc

13th 6 manticores, 1 roc

14th  1chimers, 2 rocs

a5th  2r0es, 2 wyverns

16th  2chimeras, 2 rocs, 2wyverns

5 - GOLEMANCER'S BATTLEFIELD
Strewn across cratered hills are metal limbs and
humanoid silhouettes, broken and dormant con-
structs that once served as the foot soldiers of two
powerful golemancers. A smooth, glass-like crater
atop a hill marks the peint where the conflict’s loser

met their end. The groan of metal is constant, and
some of the constructs seem to shift positions when
the party isn’t looking.

Non-combat Alternative, The battlefiekd is a
300-foot-wide choke point between two ravines.
Circumventing the area adds 1 to the minimum
number of Tracking checks required to reach the
party’s destination. Crossing the bartlefield with-
out alerting the golems is tricky; each creature that
attemps this must make a VDC + 3 Dexterity
(Stealth) check. On a failure, some of the remain-
ing the construets come alive to continue their
battle, seeing the intruders as new enemies.

Treasure. Many of the constructs have valuable
platinum plating. For each minute a creature spends
salvaging, they acquire scrap metal worth the APL
in platinum pieces. At the start of each minute, a
salvaging creature must succeed on a VDC Dexter-
ity (Sleight of Hand) check or wake the dormant
construets. This DC inereases by 1 for each minure
that passes.

Gomposition. All creatures are mechanical au-
tomatons with the construct type.

APL  Composition

st 1animated armor1 Aying sword

and 1 flyingsword, 1 gargoyle®

ard 3 flying swards, 1 gargoyle®

4t 1flesh golem

sth 1flesh galem, 1 flying sword,1 gargoyle”

sth 2animated armors, 2 gargoyles”. 1 gorgon”
7th 2 gargoyles”,1shield guardian

st 1daygolem.1 fleshgolem

9th  1flesh golem, 2 gorgons”

10th 2 gargoyles”, 2shield guardians

nth 2 gorgons” 1shield guardian. 1 stone golem
12th  1dlay golem, 2 flesh golems 1stone golem
13th  1claygolem, 2 shield guardians, 1 stone golem
1ath  1clay golem, 2 gorgons®, 3 shield guardians
Asth 1 flesh golern, 1 iran golern, 1 shield guardian
16t 1clay golem, 1iron golem, 1shield guardian
apth  2iron golems, 1 stone golem

2¢lay golems, 1 flesh golem, 1iron golem, 2stone

1gth
golems

19th 2 ron golers, 3stone golems

20th  4irongolems



6 - GAIA'S TEETH: HILL

In the hills, Gaia's Teeth (see Recurring Encoun-
ters, page 28) like to tame creatures that burrow

or fly, so their prey has no escape. They gladly let
the party pass if offered a tithe equal to 20 times the
APL in gold pieces, and flee if half their number are
killed.

Ambush. The bandits have arranged an ambush
and readied their nets. When the ambush is sprung,
each bandit uses its reaction to throw a net; party
members targeted by the bandits must succeed on a
VDC Dexterity saving throw or suffer the effects
of being hit by a net.

APL  Compasition
sth 3ankhegs,2 knights

6th 1 bulette, 1 sorcerer’, 2 thugs

7th 1 bulette, zdruids, 2 knights

Sth  2ankhegs,2 bulettes, 2 druids

oth 2 bulettes, 2 sorcerers”

10th  2:ankhegs, 2 knights, 1 ranger®, 1wyvern
Tth 7 bulette, 2 rangers”, 2wyvems

i2th 1 assassin, 2 rangers’, 2wyverns

nath 1 assassin, 3 bulettes, 3 sorcerers”

14th  2assassins, 1 bulette, 1 rac

75th 7 assassin, 1 purple worm, 2 sorcerers®
16th 4 mngers®, wyverns.

7th  2assassing, 1 purpleworm, 2 rangers’, 2 wyverns
18th  3assassing, 1 purpleworm, 2 racs

19th 2 purpleworms, 3 rangers*, 3wyverns
20th  3assassins, 2 purplewnrms. 2 rocs

dix G

7- GAUDY HORROR

The party hears the sound of rattling chains and
elanking machinery. Peering over the crest of a

hill, they see something horrifying: a procession of
chained hill dwarves being ushered towards a large
contraption topped with a steaming vat. Any dwarf
that reaches the machine is immediately covered

in a rorrent of molten gold, preserved as a gleam-
ing statue with a permanent expression of agony.
Overseeing the process is Skellakrim (CE female
red dragon), an imperious and somewhat eccentric
dragon who considers herself an “arziste”.

If any of Skellakrim’s minions outlive her, they
surrender and claim they were only obeying her out
of fear for their own lives. The statues and vat of
molten gold has a value in gold pieces equal to 1000
times the APL

APL  Composition

uth 3 kobold mechs’, 1 young red dragon

w2th 2 kobold mechs’, 2 mages, 1 young reddlragon
13th 2 kobold mechs*, 3 mages,1 youngred dragon
14th  §mages,1young red dragon

45th  fadult red dragan, 3 kobaldmechs*

16th  1adult red dragon, 2 kobold mechs®, 2 mages
a7th  1aduk red dragon, 3 kobaldmechs?, 3 mages
18th  1adultred dragan, 4 kobold meehs®, 4 mages
49th  fancient red dragan, 3 kobold mechs*

20th  1ancient red dragan. 2 kobold mechs", 2 mages

*Sec page 538

8 - BARON BODRUM'’S DEADLY DEMOLITION

The ground rumbles, and shouts ¢an be heard on
the wind. A crowd of cyclopian protesters has sur-
rounded the entrance to their home— a large village
of networked tunnels carved through interconnected
hills. Facing them are the smug siblings Sid and Sara
Silverton (LE elf archmages), accompanied by a
small horde of mind-controlled mensters. Treat the
mind control as the doménate monster spell with no
concentration required. According to the siblings, a
leyline running through this area means it's the site
of Baron Bodrum’s newest factory, and they Il be
levelling it whether the cyclopians move or not.
Consequences. The controlled monsters panic
and flee if the mind-control is broken. In the after-
math, the Bodrum legal team disavows the work
of the Silvertons, saying they acted alone, and the
company wouldn’t have chosen that sie if they
knesw people lived there. This is probably a lie

APL  Composition

7th 2 archmages, 3 bulettes, 3 gorgons
18th 2 archmages. 4 bulettes, 4 gorgons
19th 2 archmages, s bulettes, 5 gorgons

20th 2 archmages, 6 bulettes, 6 gorgons
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‘Warm and humid, jungles are a menagerie of undis:
covered flora and fauna, drawing researchers and
adventures alike.

NARRATIVE JUNGLE ENCOUNTERS

ds. Encounter

1 Thelungle Nook
Trapical Triathlan
Dead Beat

Lost Sphinx:Jungle
Hanging in the Balance
Pitof Despair

Jungle Fever Dream
The Price of Creed.

1- THE JUNGLE NOOK

The party finds an old druidic grotto that has long
been abandoned and left to ruin. It is now over-
grown with thick, thorny brambles and populated
by distrustful, verritorial animals. Any magically-in-
clined character deteets that the grotto's primal
connection to nature persists, but that the shrine is
in need of restoration.

In order to restore it, the party must succeed on
three VDG ability checks to respectfully trim the
plants, pacify the animals, and beseech the forces
of nature for aid. The ability and skill used for the
check depends on what the player describes, but
mighe typically be Intelligence (Nature), Wisdom
(Animal Handling), and Charisma (Performance
or Religion). These checks can be done in any
order.

Consequences. I the grotto is successfully re-
stored, creatures are invigorated by resting there.
A creature that spends a short or long rest in the
grotto gains temporary hit points equal to one-half
its maximum number of Hit Die (short rest) or its
maximum number of Hit Die (long rest). A single
failure on any check causes the primal connection.
to be severed for good.

2 - TROPICAL TRIATHLON
“The party is challenged to a race through the jungle
by the competitive Thar Zen (CG male human
monk), a hermit who lives in the wilderness. He
promises one pasion of invulneratility as a reward if
at least one of the party members wins the contest.
The race consists of three portions, each requir-
ing each racer to make an ability check. If a party
member rolls higher than Thar on at least two of




those three ability checks, they finish the race
ahead of him and win the race. The portions are, in
this order: a dash along the crowded jungle floor,
which requires a VDC+3 Dexterity (Athletics)
check; swinging from jungle vines and jumping
from tree branch to tree branch, which requires a
VDC+3 Dexterity (Acrobatics) check; and swir-
ming actoss a river with a strong current, which
requires a VDDC+3 Strength (Athletics) check.
Each portion lasts approximately 1 minute.

In addition, a racer must succeed on a DC 13
Constitution saving throw at the end of each por-
tion or suffer disadvantage on all ability checks for
the next 10 minutes. Thar automatically succeeds
on these saving throws.

3 - DEAD BEAT
A path paved with stone slabs leads the party
several hundred feet through the jungle to a small
clearing, at the centre of which stands a raised dais
supporting three large drums. A successful DC 10
(Nature) or i
tion) check reveals them to have been crafted fmm
humanoid bones and skin. A creature that succeeds
ona DC 15 Wisdom (Perception) check spots a
pattern on the stone slabs along the path, partially
hidden by vegetation—a musical score

A creature that spends 1 minute trying to read
and play the music on the drums can make 2 VDC
Intelligence (Performance) check. A creature
with proficiency in any musical instrument has
advantage on this check, and if a croature has pro-
ficiency in a percussive i it

Answer. A sunfiower. If the party answers all
three riddles correctly, Sunny rewards them with a
scroll of speak with plans

5 - HANGING IN THE BALANCE

“The party hears a calm, polite request for assis-
tance during their trek through the jungle. This call
comes from the distinguished Professor Reginald
Hinklebottom (NG male dwarf scout}, a member
of the League of Exploratory Gentlefolk who has
found himself in a spot.of trouble. Hinklebottom is
currently restrained in vines, hanging some 20 feet
above a river. A successful DC 11 Wisdom (Per-
ception) check allows a creature to notice that the
river is swarming with dozens of crocodiles, while
a result of 15 or higher identifies 1 colony of deadly
fire ants climbing up the tree towards the professor

A creature within reach of Hinklehottom can
use its action to make a VDG Strength (Athle
check, freeing him from the vines on a success. If
the party doesn’t rescue Hinklebottom from the
‘vines within four rounds, Hinklebottom succumbs
to the fire ants’ deadly venom. If the party severs
the vines without otherwise securing Hinklebottom,
he falls into the water and is eaten by crocodiles on
initiative count 0 of the following round. If the party
manages to scare off the crocodiles, such as with
a successful VDC Wisdom (Animal Handling)
check, falling into the water harms only his ego

Consequences. Tf saved, the grateful dwarf provides
the party with gold picces equal to 50 times the APL
and shares his knowledge of the jungle, giving them

succeeds on the check. On a success, the creature
correctly plays the piece and the sombre music
causes an undead creature with a CR equal to half
the drummer’s proficiency bonus (GM'’s choice) to
emerge from the ground. This undead is friendly to
the drummer and obeys their commands, as per the
animate dead spell, with no time limit. On a failure,
each creature within 30 feet of the drums that ean
hear them rakes Vdam necrotic damage.

4 - LOST SPHINX: JUNGLE

Sunny, the time travelling sphinx (see Recurring
Encounters, page 28), bursts from the mouth of
an enormous venus fly trap. Their next riddle is:

“Iam black of eye and bright of hair. My life-
giving lord flies withsumptuous flare; so across
the sky do| dutifully stare. What am 12

ge on their next Tracking check.

6 - PIT OF DESPAIR

In the depths of the wilderness, the party finds a
large pit of heated, bubbling tar. Next to the pool
sits a despondent Dr. June Manji (N female half-
elf noble), a member of the League of Exploratory
Gentlefolk. Dr. Manji was collecting a sample of tar
when a passing animal startled her and she dropped
her satchel full of priceless relics into the pool. She
seeks assistance in retrieving her belongings.

The pool is 30 feet deep and is difficult ter
due 1o the viscosicy of the tar, which also heavily
obscures the contents of the pool. A creature that
chooses not to ‘tread water’ while in the tar sinks
10 feet at the end of each of its turns. Furthermore,
whenever a creature enters the tar for the first time
on its turn or starts its turn there, it takes 1d6 fire
damage. A creature that reaches the bottom can
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use its action to search for the satchel, attempting a
'VDC Wisdom (Perception) check. On a success,
the creature recovers the relics, and if they can get
thern to Dr. Manji, she rewards the party with a
tinytar(see page 490).

1-JUNGLE FEVER DREAM

The party finds strange, colourful flowers—Oyehu-

isca pyrexta—with an intoxicatingly sweet scent. A

successful DC 13 Intelligence (Nature) check re-

veals that consuming the flowers imparts a powerful
v effect, a prophetic d 4 from

which an individual can emerge with new insights.

A creature that eats a flower is poisoned for 1
hour. While poisoned in this way, the creature
experiences vivid hallucinations featuring elements
of its past: its loved ones, its enemies, and physical
manifestations of its personal struggles and flaws. At
the end of every 10 minutes, the creature makes a
randomly determined VDC ability check to over-
come a hallucinatory obstacle (GM’s discretion).
A creature that fails 3 of these checks is no longer
poisoned, and its fever dream ends inconclusively.
If the poisoned condition wears off naturally (after
6 checks), the creature reaches an epiphany at the
end and gains inspiration.

8 - THE PRICE OF GREED

The party finds the ruins of an ancient temple, over-
grown with moss and jungle vines., At the cenre of
this structure, a shining golden idol rests atop a der-
elict altar. The crumbling walls around it are cav-
ered in faded pictograms, Removing the idol from its
altar causes the idol to crumble to dust, cursing each
creature in the temple for the next 24 hours. While
cursed in this way, a creature has a -1 penalty on
all ability checks, attack rolls, and saving throws.

“The pictograms on the walls can be deciphered
with a successful DC 13 Intelligence (Investiga-
tion or History) check. The comprkend languages
spell, or similar effect, reveals the meaning of the

HOSTILE JUNGLE ENCOUNTERS

dgsTier  Encounter

2 No Swarm, No Foul
On the Prowl
Natural Am-Bush
Elementa| Turm-Qil
Gaia's Teeth: Jungle
Rumble in the Jungle
LichSlapped

2 - NO SWARM, NO FouL
The party comes across an unconventional battle-
field, High in the canopy, the remains of enormous
hives cling to the trees, their paper shreds littering
the ground alongside the corpses of giant insects.
The jungle floor is a mess of hastily excavated holes
and mounds of loose earth, making the area difficult
terrain. Two rival colonies of insects clashed here,
and the survivors now emerge to defend their terri-
tory. They fight to the death

Conseguences. If the party is defeated, they wake
up the next day, each with one level of exhaustion,
trapped in an insects’ hive. If they were defeated by
giant wasps, they are bound by a waxy substance
in a hali-destroyed paper hive, dozens of feet above
the ground. If they were defeated by ankhegs, they
are trapped in an underground burrow. Whichever
the case, they must escape before the insects return
for their meal.

APL  Composition

15U 1giant wasp, 1 swarm of wasps
and  2giant wasps, 1 swarm of wasps
3l 2ankhegs

ath  2ankhegs,1 swarm of beetles

3 - ON THE PROWL

few fully intact glyphs, granting on this
check. Onge translated, these pictograms reveal a
brief ritualistic dance that can be performed before
the idol, Each creature that performs the dance
must make a VDG Dexterity (Performance)
check. On a success, a creature becomes blessed, as
per the bless spell, for 24 hours. Suceess of failure,
attempring the dance mote than once within 24
hours has no effect.

Felinies in the area, such as panthers, tigers, or dire
tigers (sabre-toothed tigers), have been venturing.
outside of their usual territories and acting increasingly
aggressive. This is due to the influence of a group of
weretigers, who are manipulating the beasts to relent-
lessly hunt in order to satiate the weretigers’ voracious
appetites. The party is found by one such hunting par-
ty. Each beast runs away when reduced to one-third
of its hit points or fewer. If the enemy composition



includes any weretigers or fiendcats, the beasts instead
fight to the death while these individuals still remain,

Consequences. If the party is defeated, they are
cither eaten on the spot or dragged to the lair of
the felines’ masters as a live meal. If they put up an
impressive enough fight, the weretigers may see fit to
try to curse them with weretiger lycanthropy instead

Composition. Dire tigers use the sabre-toothed
tiger statistics

APL  Composition

15t 1 panther,1 tiger

and 2 panthers,1tiger

ard  1diretiger,3 panthers

ath  1diretiger 2 tigers

sth 2diretigen’, stigers

6th 4 diretigers® 1 weretiger

7th  2diretigers’, 2 tigers, 2weretigers

gth  adiretigers”, sweretigers

oth 2 diretigers’,1 swarm of fiendeats™, 2 weretigers

10th 2 swarms of fendeats*, 2 weretigers
*se page s

4 - NATURAL AM-BUSH

A group of crazed druids have started creating plant
monsters to combat the creep of civilization and pre-
wvent other humanoids from invading their home. This
encounter begins when the party walks into one such
ambush location. Each creature in the party must
succeed on a VDG Wisdom (Perception) check

or be surprised. When the ambush is unleashed,

the jungle suddenly comes to life with angry vines,
swinging branches, and the creaking of wood as trees
uproot themselves from the ground and actack. All
plant creatures fight to the death, while the druids
flee when reduced to one-third of their hit points,

APL  Composition
st 1awakened shrub, 1awakened ree

and  1awakened tree, 1 dryad

3rd  3avakened shrubs, 3 awakened trees

ath  awakened tree, 1 druid, 1 dryad

sth 2dryads, 1 shambling mound

6th 2 druids,  shambling mound

7th  3awakened trees, 2druids, 1 shambling mound
8th 2 druids, 4 dyads, 1 shambling mound

gth 2 druids, 2 dryads, 2 shambling mounds
10th 2 druids. 1 treant

Aith 3 druids,2 shambling mounds, 1 reant
aath 2 druids1 shambling mound., 2 treants
a3th  1druid, 2 shambling mounds, 2 treants
1ath  1druid, 3 shambling mounds, 2 treants
1sth  1druid 1 shambling mound 3treants

16t 3shambling mounds.3 treants

5 - ELEMENTAL TURM-OIL

During an aitempt (o extract ancient fossils from a
deposit of tar, the League of Exploratory Gentlefolk
inadvertently disturbed the primal elemental forces
of the jungle, which did nat take kindly to trespassers
looking to extract the land's natural resources. The

party comes across one of the League's
which is being razed to the ground by vengeful tar
elementals, These creatures attack on sight and fight
1o the death, too enraged to be reasoned with.
Composition. Tar oozes use the gray ooze statis-
tics and have the mini tar elemental’s Flammable,
Ol Form, and Water Form traits (see page 534).

APL  Composition
st 2taroozes”

and  qtarchaealogist®

3ard  1minitarelemental”, 2tar onzes®

ath  1tarchasologist”, 2 tar oozes”

sth 2 mini tar elementals®,2 tarcha eologists*
6th 2 tarelementals”

2 mini tar elementals*, 1 tarchaeoloegist”, 1 tar
elemental®

8th 1 possessed mining suit', 1 tar elemental®
gth  3mini tarelementals’, 2 tar elementals™
0th 2 possessed miningsuits”

7 tarannosaurus rex’, 1 tarchaeelogist’, 2 tar ele-

th e

L 1Possessed mining suit® 1 tarannesaurus ex’, 1
tarchacalogist’,  tar elemental®

1ath 2 possessed miningsuits®, 1 rannosaurus rex

a4th 1 possessed mining suit’, 2 tarannasaurus rex”

wsth 3 rannosaurus rex’

16th 2 possessed miningsuits®, 2 tarannosaurus rex®

S

2 possessed mining suits’, 4 tarannosaurus rex*

1 possessed mining suit*, 3 tarannosaurus rex’, 3tar

8th
4 elementals’

1 possessed minl g SUIF 4 TaraRNOSRUILS e’ 2 tar

Ly

20th 2 possessed miningsuits® s tarannosaurus rex

“See hppedin
See dy

6 - GAIA'S TEETH: JUNGLE

Gaia’s Teeth (see Recurring Encounters, page 28)
make a practice of ambushing adventurers as they
emerge from the treasure-laden temples of the deep
jungle, One such hunting group attacks the party from
hidden locations, riding on the backs of ferocious
reptilian beasts (dinosaurs), surprising creatures with
a passive Perception score lower than the VDC. If
the party tries to parlay, the bandits gladly take a gold
tithe, a minimum of 20 times the APL. in gold pieces

APL Composition
sth 1 druid, 1 tigen, 1 triceratops

6th 1 druid, 4 tigers, 1 triceratops

7th 1 driid, ) manticore 3 tigers, 1 triceratops

Bth 1 ranger’, 4 tigers 1 triceratops

oth  2manticores, 1 ranger’,1 triceratops

10th 3 manticores 1 ranger’.1 triceratops

eh 2 rangersh 1 tricemtops,1 tyrannasaurus rex

12th 7 giant age, 2 rangers, 1 riceralops, | yrEAOSFLS e
1ath 7 giant ape, 2 rangers’, 2 tyrannosaurus rex

1ath 2 giant apes, 2 fangers’1 triceratops, 1 rANNOSUNS reX
15th  2giantapes, 2 rangers’, 2 fyranngsaurus rex

16th 7 assassin, z rangers”, 3 tyrannosaurus rex

17th 71 assas fant. o

18th 1 archmage, 1 assassin, 2 rngers”, 3 yrannosaurus rex
19th 1 archmage, 3 assassins, 1 giant ape, 3 tyrannosaurus rex

zoth 1 archmage, 3 assassins, 3 giant apes, 3 (yrannosaurus rex

e sz

7 - RUMBLE IN THE JUNGLE

After many maonths of searching, a cabal of eutlaw
mages has finally uncovered the ruins of an ancient
city in the jungle, where magical constructs keep
silent watch over the remnants of their long-passed
civilization. Working their devious spells, these
mages have awakened and seized control of those
constructs, which thzvp‘em to form into an un-
stoppable army. The party interrupts some of the

mages in the process of activating golems. Wanting
no witnesses to their schemes, the mages order the
golems to attack. The mages flee if they are reduced
10 6ne-third of their hit points or fewer, leaving the
construets, which never flee, ta fight on

Consequences. The mages aren’t keen on keeping
any survivors, and the most likely outcome is that
the party is killed if they fall in combat, lowever,
the mages may offer to let any arcane spellcasters
live if they join the mages’ ranks

APL  Composition
#th  1dlaygolem, 2 mages

12th  3mages 1 stone golem

13th  1mage, 2stone golems

14th  1dlay golem, 2 mages.1 stone golem
asth  1archmage. 2 elay golems

16th  1archmage, 2 stonegolems

a7th  2archmages.1iron golem

16th  zarchmages, 3 stone golems

1gth  1archmage, 2 iron golems

20th  2archmages, ron golems

8- LICH SLAPPED

A newly-formed lich has chosen the dense, impene-
trable jungle to begin amassing its undead army. To
this end, it has been desecrating the sacred resting
places of ancient warriors, raising them as serv-
ants, and using their body parts to create gruesome
golems. The party comes across the lich, in the
company of its playthings, waiting for the latest
sarcophagus to be unearthed. The lich immediately
attacks, eager to turn a handful of powerful adven-
turers into its undead generals.

Conseguences. The lich has dealt with adven-
turers before. It expects no mercy and offers none
in return. The only possible outcome if the party
falls in battle is death, followed by resurrection as
undead servants for eternity.

Gomposition. Death golems use the flesh golem
statistics but have the undead type.

APL  Composition

amh  1lich, mummifiedimmortal®
18th  1lich, 2mummies

1sth  3death golems’.1 lich

20th 1lich, 3mummified immortals*




The towering heights of the world—snowy peaks
that pierce the sky, sheer cliff faces, and so, so many
opportunities for fall damage.

NARRATIVE MOUNTAIN ENCOUNTERS

ds Encounter
Love is in the Air

Relaxation Taxation
Sterling Conversation
Airship Down

Lost Sphinx: Mountains
Cne with the Peaks
Leap af Faith

The Good Shepherd

2
3
4
5
(3
7
8

1L 1S IN THE AIR

Drawn by a mournful song that echoes threugh

the mountains, the party finds the shy Nymia (CN
female harpy), who tells them of her predicament.
For weeks, she has been using her beautiful voice
to court a local dwarf at a distance, keeping herself
hidden. Recently, they have agreed to meet for the
first ime, but she fears that she may be two off-put-
ting and ruin her chances.

‘The party ean help her prepare for her date with
a variety of VDG abiliry checks of their choice. For
example, a Charisma (disguise kit) check can be
made to touch up her appearance a little, and an

i ist’s tools or ism kit)

check allows a ereature to mix some flowers into
a pleasing fragrance. But beauty is not just skin
deep—Nymia's confidence can be boosted with a
successful Charisma (Deception or Persuasion)
check, and a successful Intelligence (Fistory)
check can teach her of dwarven culture and eti-
quette. The party can attempt as many checks as
they wish, as long as they make sense, but once a
skill or tool proficiency has been used, it can't be
used again, regardless of the result.

After all the checks are made, the harpy flies off
to her date. If the party succeeded on at least three
of those checks, she tracks them down the next day
to thank them for making her date a suceess and
reward them with a serof! of seeming, which she says
she won't need after all

|

2 - RELAXATION TAXATION

“T'he splashing of water and fog of hot steam gives
early indicators of an inviting hot spring, The spring
possesses magical restorative powers and is watched
over by a band of impish sprites who let others use
it only if they first complete a series of nonsensical
tasks for the sprites’ amusement. If they want to use
the spring, each party member is randomly assigned
a task, which requires them to make a VDG ability
check, The tasks and associated checks are:

+ Love Me! A Charisma (Performance) check
0 make a convincing declaration of undying
love to one of the sprites.

Play Time. A Dexterity or Wisdom (Animal

Handling) check to tire out the sprites’ rowdy

pet weasel and lull it to sleep.

TFoot Race. A Dexterity (Acrobatics) check to

race a sprite around the hot spring on all fours,

in the bridge position.

+ Family Tree. An Intelligence (History) check
o listen, remember, and recite some of the
sprites’ forebears.

If the party has more than four members, repeat
the tasks or make up your own! If at least half the
party (rounded down) succeeds on their checks,
everyone is allowed to use the spring. A creature
that soaks in the spring for 1 hour gains the benefits
of the greater restoration spell. A creature can gain
this benefit no more than once every 7 days.

Permission Denied. If the party is aggressive
o tries to use the spring without permission, the
sprites curse the spring and flee. The waters lose all
beneficial properties, and a creature that uses them
is cursed instead. A ereature cursed in this way for-
gers one word (GM's choice) whenever it finishes
a long rest. It forgets the word across all languages
and can’t relearn it until the curse is removed.

3 - STERLING CONVERSATION

During their journey across the mountains, the
party is by the inquisiti

(1.G; male adult sitver dragon) who invites them to
accompany him to his lair for tea. Years of solitude
have left him longing for conversation.

1f the party accepts, they are led to a nearby,
cosy cavern, and served hot tea and buttery bis-
cuits. Over the course of 1 hour, Pratassilivo engag-
es each party member on an intellectual topic with
the aim of being mentally stimulated. Each party

v =

member must make an Intelligence check using

a skill or tool of their choice. A successful DG 15
Wisdom (Insight) check made at any point during
the interaction reveals these preferences: Prata is
particularly fond of discussing the local flora and
fauna and can’t stand the gods; Intelligence (Na-
ture or Animal Handling) checks are made with
advantage and Intelligence (Religion) checks are
made with disadvantage.

If at least half of the party members (rounded
down) succeed on their checks, the dragon thanks
them for an excellent time and awards them some
special tea he brewed himself: two potions of cold
vesislance.

4 - AIRSHIP DOWN

The party member with the highest passive Percep-
tion score discovers a piece of wooden debris hidden
among the rocks—part of a trail that can be easily
followed to the wreck of an airship that crashed in
the mountains (note: if your setting doesn’t have
airships, replace this with a lost caravan). The only
sien of the passengers are  few gnawed corpses with
nothing of use. A successful DC 17 Wisdom (Med-
icine) check reveals the corpses, and thus the wreck,
to be around four weeks old.

A successful VDC Wisdom (Perception) check
made to search the crash site allows the party to
find a few things: gold pieces equal to 50 times the
APL, 5 days of dried rations, and the trail of several
humanoids leaving the area. If the party follows the
trail, they can do so with a VDC Wisdom (Sur-
wvival) check. On a failed check, they waste time
going around in circles and add 1 to the minimum
number of Tracking checks required to reach their
destination, On a success, they arrive at a cavern in
the mountains, where the bodies of five individuals
«can be found. One of them, a wizard, seems to have
drained herself of magic completely in an ultimately
fruitless attempt to keep the others alive. Her spell-
book can be retrieved, and contains all the spells in
the mage stat block.

5 - LOST SPHINX: MOUNTAIN
Sunny, the time wravelling sphinx {see Recurring
Encounters, page 28), burrows up from the
grassy soil in a plume of dirt. Her third riddle is:
“1.3m often held, but rarely touched. 1 can be tied,
but never trapped. | can be sharp, but am always
soft. What am 27



Answer. A tongue. If the party answers all three
riddles correctly, Sunny rewards them with a
philter of love.

6 - ONE WITH THE PEAKS

Sitting on a cold rock outside a humbls cave system
is the serene Vanna Nyr (N female hall-elf monk).
She is about to start a meditation session and, with a
smile, invites the party to join her, She advises that
the veil between planes is thinner on this mountain
and, through deep meditation, it’s imes possi-

old coin attached to a piece of string; a gold medal!
Though unimpressive in appearance, it holds a
clever enchantment: the first time the medal is put
around a creature’s neck, that creature can cast the
ump spell at will. Bach time the spell is cast in this
manner, there’s a 209 chance the enchantment
mallunctions and the medal loses its magic.

8 - THE GOOD SHEPHERD

On one of the many narrow paths winding up the

ble to contact entities of great power and knowledge.

A successful meditation session requires a
creature to sit perfectly still in concentration for 3
hours. At the end of each hour, the creature must
make one of the following VDG ability checks:

a Constitution check to endure the harsh winds
while staying focused; 2 Wisdom check to immerse
itself in meditation; or a Charisma check to call
out to other planes. A ereature can't suceeed on the
same check more than once.

If a creature succeeds on at least two of the checks,
then at the conclusion of the 3 hours, it can immedi-
ately ask a single question, as per the wmmune spell,

7 - LEAP OF FAITH

The party finds a strange sight as they make their
way through the mountains: a 10-foot-radius hole
in the ground next to a cowbell hung on a crude
wooden sign, which reads: “Pryse in ole, &t onlee if
ou mayk suzet jurng! Ryage belfurst,” Pesking down
the holc reveals a vertical shaft that drops for at
least 60 feet. A layer of thick mist heavily obscures
anything beyond that.

“The shaft is actually 100 feet deep and ends in

a deep pool of water, making the jump relatively
safe. Standing in a small cavern right beside the pool
are three bored kobolds, each one carrying a set of
wooden planks with numbers erudely painted on
them, which they hold above their heads to grade
the performance of any jumpers. If a creature jumps
in the hole, it can make a Dexterity (Performance)
check to pull off an impressive manoeuvre, but on a
result of 7 or Jess, it takes 2d6 bludgeoning damage
from a bad landing, A creature that tries to dive head
first makes this check with advantage and takes
twice as much damage on a result of 7 or less. If the
bell isn't rung before the dive, they get a score of 0.

‘The creature with the best performance wins the
competition, and the kobolds award it with a single

the party meets a kindly old dwarf
looking after his herd of goats. The dwarf intro-
duces himself as Dungren, and asks the party for
help in retrieving one of his goats, Sweetpea, which
has wandered off. He promises what little aid he
can give in return. A successful VDC Wisdom
(Insight) check reveals there is more to this dwarf
than meets the eye, and he is testing the party in
some way. In truth, he is the humble Cazriel (LG
male deva), an angel in disguise who has genuinely
lost his goat, but also wants to see how far the parcy
goes (o assist a complete stranger with a mundane
task.

A successful DC 13 Wisdom (Survival) check
allows the party to find Sweetpea some distance
away, halfway up 4 practically vertical cliflside, 60
feet above the ground. A successful VDG Steength
(Athletics) check is necessary to climb up the in-
cline and reach the goat. Ar this point, the stubborn
goar can be convinced to climb down on her own
with a successful VDC Wisdom (Animal Han-
dling) check, or simply be carried. Another VDG
Strength (Athletics) check is necessary to elimb
down safely, and is made with disadvantage if the
creature is carrying Sweetpea

Cazriel is immensely grateful to see Sweetpea
retum, and keeps true to his promise, very literally
as a reveard, he casts a7 at 4th level on each party
member, the benefits of which last 7 days.
HosriLe MOUNTAIN ENCOUNTERS

de+Tier  Encounter
The Birds

Giant Canflict: Stone Squadron
Giant Canflict; Fire Force
Draconic Perfection

Divine Punishment

Giant Canflict: Cloud Commandos

Giant Conflict: Storm Strike Team
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2 - THE BIRDS

The party is suddenly assaulted by a flock of
assorted birds that fight to the death. A strange
disease has caused these avian creatures to become
irrationally aggressive and void of seli-preservaion
instinets.

Consequences. A creature that takes damage
from the birds that reduces it to below half of its
hit points must succeed on a VDC Constitution
saving throw or contract a strain of the disease.
When a creature diseased in this way can see a
hostile creature and attempts to take an action other
than the Attack action, it must succeed ona VDC
Wisdom saving throw or be compelled to attack
the nearest target instead. A diseased creature
makes a VDC Constitution saving throw whenev-
erit finishes a long rest. On a success, it's eured of
the disease.

APL  Composition

st 3blood hawks, 2 swarms of ravens

2nd 1 giant eagle, 3 swarms of ravens

ard  1blood hawk. 1 griffon, 3 swarms of ravens
ath  1bivod hawk, 2 giant eagles.1 griffon

3 - GIANT CONFLICT: STONE SQUADRON
A conflict rages across the mountains; several tribes
of giants have taken up arms against each other

in defiance of their established hierarchy. Small
squadrons roam the craggy slopes, searching for
enemies to confront. They assume adventuring
parties ate working for their adversaries and attack

Non-Combat Alternative. The giants can be
convinced the party has no allegiance in the war

if they communicate such in Giant, and make two
successful VDG Persuasion checks using abilities
that make sense for their tactic. If the party fails two
such checks, making further checks has no effect

APL  Composition
s toge

2nd  1egrenstirge
sd aenin

ath  vettin,1stirge
sth  1etin,3ogres
sth  1etin,sogres

7th  Zogres, 1 stone giant

sth 1etmin,1ogre.  stone giant
9th  2etting, i ogre, i stone giant
0th  1ettin, 2stone giants

4 - GIANT CONFLICT: FIRE FORCE

A raiding band loyal to the fire giants finds the par-
ty and eagerly engages them in combat, seeing it as
an oppertunity for an easy victory. Other creatures
are usually conscripted by the fire giants against
their will; if no fire giants remain in the encounter,
the enemics flee when half their number falls.

Non-Combat Alternative. If the players manage
to summon some sort of rainstorm (for example, by
using a decanter of endless waser, the sleet storm spell,
ot the controfweaher spell), the aggressors become
demoralised and disengage.

Consequences. Killing the party would be a waste
of resources. Should the fire giant forces win, the
party is taken into slavery at one of the giants’
strongholds, where they are forced to mine ore for
their forges.

APL  Compasition

15t 2magmins

2nd  3magmins, 1steam mephit

srd 1azer,2 magmins

4th 1azen hell hound

st 4magmins,1 salmander

6th  2azers,1 salamander

7t 2hell hounds, 1 magmin, 1salamander
8th  1hell hound, 2s3lamanders

gth  1azent hell hound, 2salamanders
1oth  2azers,1 fire giant

mith  afire giants,  hell hounel
azth 2 fire giants, 1 hell hound, 1 salamander
13th  afire giants,  hell hound, 2 salamanders
14th 2 fire giants, 3 salamanders
asth  efreeti,2 fire giants

16th  2efreet, 1 fire giant

5 - DRACONIC PERFECTION

An insidious draconic cult performs insane exper-
iments in its remote mountain hideout. Through
biomantic magic and ritualistic practices, these



cultists seck to enhance themselves and other crea-
tures with the povrer of dragons. So far, their work
has yielded results in the form of half-dragons,
chimeras, and mutants (see Composition, below).
A red dragon has taken the burgeoning cult under
its wing, promising power in exchange for their
servitude. A group of these cultists and their crea-
tions are scarching for new test subjects and attack
immediately. All creatures fight to the death except
for the red dragon, who s smart enough to retrea if
reduced 1o one-third of its hit points or fewer.

Consequences. Should the party be defeated,
they are dragged to the cultists’ lair to be used in
their experiments. If they put up an impressive fight
or manage to otherwise impress the red dragon,
however, they may be offered a chance to join the
cult, acting as muscle to gather more subjects. On
accepting the offer, each adventurer is magically
branded with a mark that can’t be removed by any
means short of a wish spell. While branded in this
‘way, it is hard for an adventurer to desert the cult;
the adventurer automarically fails its saving throw
against the serying spell cast on them by members
of the cult.

Composition. Homed mutants use the horned
devil stat. block, tailwhip mutants use the chain
devil stat block {reflavour the chains as tails and
remove the Animate Chains action}, and winged
mutants use the erimyes stat block. All three mutant
creatures have the dragon creature type

APL  Compo:
st 1eultist, skobolds

and  zcultists, 8 kobolds

ard  qeultfanatic 1 cultist, g kobolds

ath 2 cultfanatics, 1 cultist

s5th 2cult fanatics, 3 kobolds, 1 red dragon wyrmling
6th 4 cultFanatics, 1 red dragon wyrmling

1 cult fanatic,1 red dragon wyrmling.1 half red
dragon veteran

7 cult fanatic, 1 red dragon wyrmnling. 2 half-red.
dragon veterans

gth  2chimeras, 1 cult fanatic, 1 red dragon wyrmling
oth 1 taikwhipmutant’, 1 young red dragon

Aith 3 half-red dragon veterans, 1 young red dragon
a2th 3 chimeras1youngred dragon

A3th 2 tailwhip mutants, 1 young reddragon

1th 3 tailwhip mutants”,1 youngred dragon

asth  1aduk red dragan, 1 horned mutant”
16th  1adultred dragon. 1 winged mutant”
apth tadukt red dragan, 2 winged mutants®

g 1addultred dragon. 1 homed mutant”, s sikuhip

mutants®

it adult red dragan, 1 horned mutant”, 2 tailwhip
mutants”, 1 winged mutant

oty 1aduftred dragon, 3 horned murants”, 1 winged

mutant

6 - DIVINE PUNISHMENT

The clouds above the adventurers part and a host
of celestials descend with impassioned anger.
Tasked with hunting down and punishing a group
of evil adventurers, these overzealous avengers have
mistaken the parcy for their marks and attack with
righteous fury, giving the party no time to explain,
‘The celestials fight to incapacitate, not kill

Non-Combat Alternative. A creature can use its
action to behave in a non-threatening manner and
ask for parlay. The creature must make a VDG + 10
Charisma (Persuasion) check. On a suceess, the
celestials cease attacking and a further VDG ability
check of the GM's choice can be made to inform
the celestials of their error. If the creature fails the
initial check, the celestials continue artacking, and
the DC of the check is reduced by 5.

Consequences. After the fight ends, the celestials
realise their mistake, If they emerge victorious, they
stabilise or resurrect the party and carry them to the
nearest shelter, When the party wakes, the celes-
tials offer to fly them to their destination; the party.
automatically succeeds on the next Tracking check
it makes.

Composition. All humanoids in this encounter have
the celestial type instead: they are valiant heroes of
ages past who now work the designs of their deities.

APL  Composition

sth 2 knights”, z pegasi

6th 3 herserkers”, 3 pegasi

7th  3knights’, 3 pegasi

8th 2 gladiators’, 2 hippogriffs

sth  3berserkers”, jcouatls

oth  2.couatls, 2 gladiators”

1ith 3 gladiators®,1 young siver dragon

1zth  1couatl, 2 devas
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13th 2 gladiators”, 2 young silver dragons
1ath  1deva, 2 youngsilverdragons

sth  3devas

16th 3 gladiators®. 1 planetar

7th  2devas, 1 planetar, 1 youngsibier dragon
18th 2 planctars.1 youngsilverdragon

19th 2 planetars, 2 yeung silver dragons

20th  2devas,1solar

7 - GIANT CONFLICT: CLOUD COMMANDOS

To improve their chances during the Great Giant
‘War, the local cloud giants have struck an alliance
with a clan of oni, They favour trickery and guerilla
tactics, striking quickly and retreating back to safe-
&y before their enemies even realise what has hap-
pened. Cautious about the presence of adventurers
in contested territory, the cloud giant forces decide
it's best to attack first and ask questions later.

APL  Composition
neh 3 eloud giant.1 oni,1wyvern
12th  2cloud giants,  oni

ath 2cloud giants.  troll 1 wyvern
14th  2cloud giants, 2 oni

sth  1eloud giants, 1 roc

16th  3cloud giants.2 oni

amh acloud giants, 3 rocs

18th 4 cloud giants. 2 rocs

a9t 2cloud giants, 4rocs

20th 4 cloud giants, 1 oni, 2 rocs

8 - GIANT CONFLICT: STORM STRIKE TEAM
Storm giants don't often congregate in large num-
bers or command vast armies. Rather, their sheer
might allows them to fight just as effectively in
small groups. Having received omens that the party
might aid other giants in this war, wittingly or not,
a small strike team has been dispatched to scour

the mountains for these meddling adventurers and
ensure that they can't interfere in the affairs of
giantkind.

Non-Combat Alternative. If a party member
succeeds on a VDC Charisma (Persuasion) check,
the storm giants make the party an offer if the par-
ty brings them the head of Ciria Stratus, captain of
a nearby cloud giant raiding team, the storm giants
will regard them as allies. Finding the cloud giants
requires 1 Tracking check; if the check s success-
ful, the party gets the drop on the cloud giants,
potentially surprising them. On a failure, the cloud
giants ambush the party, surprising them. Consule
hostile encounter #7 - Giant Conflict: Cloud Com-
mandos in this section for the encounter composi-
tion. If the party doesn’t bring the storm giants the
head of Ciria Stratus within 2 Tracking checks, on
their next Tracking check, the storm giants ambush
the party.

APL  Composition
a7th  3behirs, 1 storm giant
18th 2 r0cs, 2storm glants
1gth 4 storm giants

20th  1behir,1 roc, 3 storm giants.
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Wet, insect-infested, and treacherous, swamps are
called home by both the lowly rat and the cruel
black dragon.

NARRATIVE SWAMP ENCOUNTERS

ds Encounter
Quicksand.
Obelisk

Rotting Cargantuan
Lost $phinx: Swamp
LoneCabin

Frog Rider

The Spealng Stumps

Creatberries

1- QUICKSAND

A skeleton appears to be half-submerged in the
ground. It is actually in a patch of quicksand that
can be identified with a successful VDC Wisdom
(Survival) check. A creature that steps on the
quicksand must succeed on a VDC Dexterity sav-
ing throw or begin sinking, A the end of its third
wurn of sinking, a creature becomes fully submerged
and can ne longer breathe. A creature can use its
action to make a DC 15 Strength check to pull

out a creature within its reach that has fallen in. If
the skeleton is pulled free of the quicksand, it has a
pation of heating on its belt.

2 - OBELISK

An obelisk bound in black iron chains stands in an
area of flat, dry ground to one side of the path; the
only dry ground for miles around. A creature that
touches the obelisk or spends 6 hours within 30
feet of it (such as during & long rest) is cursed with
unsest. While cursed in this way, a creature must
make a VDG Gonstitution saving throw at the
end of each short or long rest. On a failure it re-
gains only half the number of hit points, spell slors,
and class features uses (e.g. Rage, Ki Points, Wild
Shapes) than normal.

3 - ROTTING GARGANTUAN
The party’s path leads right through the putrefied

ribcage of an enormous creature. Tucked between
twao ribs are the bones of a humanoid, still clad in
its adventuring gear. A creature that investigates

the corpse finds a golden chalice—a religious relic
with a value in gold pieces equal to 50 times the
APL. that was stolen recently from a temple (GM’s
choice). Trying to sell the relic to anyone other than
a fence can attract the attention of the local law en-
forcement. In addition, a creature that investigates
the corpse must make a VDC Constitution saving
throw. On a failure, it contracts a disease that caus-
es it to be poisoned until the disease is cured.

Sunny, the time travelling sphinx (see Recurring
Encounters, page 28), emerges from a puddle of
stagnant water. They bold an umbrella, which has
somehow kept them entirely dry. Her third riddle
is:

“Spelled forwards, I'm something everyone
does, Spelled backwards, I'm something heroes
destroy. What are my lettersz"

Answer. L 1V E. If the party answers all three
riddles eorrectly, Sunny rewards them with a pack-
et containing dtest of dryness.

5 - LONE CABIN

Alone, well-kept cabin springs from the swamp’s

grey-green background in a rainbow of colour. lts

small garden is replete wich all manner of herbs and

its window boxes are a dazzling array of colourful

flowers. A creature with truesight sees through this

illusion to the rorting plants and decrepit build-

ing beneath the glamour. Inside is Lonely Helen

Blubberwort (NE green hag). She will enchant a

character’s nonmagical weapon (turning it into a

+1 weapon) in exchange for a lock of that creature’s

hair. The enchantment vanishes if the weapon is

ever used to attack a hag. What happens to the hair

is up the GM; here are some ideas:

+ The hag makes a clone of the character, who

starts getting a bad reputation as the clone un-
dertakes nefarious activities.

‘The hag uses the hair to watch over the char-
acter, looking for the ideal time to teleport in
and offer her services in exchange for a more
‘Dbinding piece of their anatomy.

She sells it te the campaign villain, who uses it
against the player later on.
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6 - FROG RIDER

Sal (LG nonbinary lotol scout) is a nervous new
recruit to the swamp rangers—a band of frog-riding
peacekeepers, Unfortunately, something spooked
their giant frog mount, which is currently hop-
ping around the swamp a top speed, with Sal only
barely clinging on. As their mount lunges past the
party, Sal calls out for help. Three different, suc-
cessful ability checks are required to calm the frog.
Encourage your players to be creative: recalling

the favourite foad of giant frogs might be an Intel-
ligence (Nature) check, while trying to catch its
attention with the food might eall for a Charisma
(Performance) check, and feeding it might require
2 Wisdom (Animal Handling) check. Use the
VDC as the basis for the checks’ difficulty, modify-
ing it based on how likely the tactic is to succeed.

1f the challenge is succeeded, Sal provides infor-
mation about the goings-on in the swamp, reducing
the number of suceessful Tracking checks the parry
needs by 1.

7 - THE SPEAKING STUMPS
A circle of twelve old, partially rotted stumps poke

up from the foor-high waters of a murky bog. Each
of the stumps has a different face carved on it: a

youthful opteran, an elderly wood elf, a stern lotol,
and mare. If the party enters the circle, they hear
the stumps’ creaky bickering, which slowly sub-
sides as the stumps notice the party.

The stumps are bored of one another's company
and don’t hear much news of the outside world. If
the party spends 1 hour telling them of what's been
going on, entertains them with a successful VDG
Charisma (Performance or musical instrument)
check, or requests help with a successful VDG
Charisma (Persuasion) check, the stumps aid the
party. They offer their minor powers of divination:
each member of the party can ask the stumps a
question, and receive a true answer, as if by the
augury spell,

8 - GREATBERRIES

A large, vibrant bush hangs heavy with juicy-look-
ing red berries and beautiful purple flowers. Anyone
with proficiency in the Arcana or Nature skill can
tell that it is magical and beneficial. ‘The bush holds
2d4 greatberries: a creature can eat one as an action
toregain 1dd + 1 hit points, gain the benefirs of the
Jesser restoration spell, and reduce its exhaustion
level by one. The berries lose their magical potency
24 hours after they are picked, becoming normal
(but deliciousf) fruits.

e
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2 - THE SWAMP KING
The Swamp King is an over-inflated, self-imper-
tant swallybog. Exiled by his own people for his
annaying hehaviour—he has a penchant for pranks
worthy of a rakin—he has laid claim to a large area
of the swamp and tamed a few creatures to help him
defend it. The party's route has led them through
said rerritory, and they’ve been sported

Non-Combat Alternative. A tithe of valuables
equal to 10 times the APL in gold pieces is enough
to persuade the Swamp King to let the party pass
through his territory. Refusal to pay esults in the
Swamp King drawing his weapons, If the party
backs off, they can circumvent the territory, add-
ing 110 the minimum number of Tracking checks
required to reach the destination.

Treasure. The Swamp King carries a raity leath-
er sack. It contains 1d4 scrofis af speak with animals
and gold pieces equal to 5 times the APL,

APL  Composition
1t giant frog,1 swallybog®
2nd 1 arocodile, 1 giant frog, 1 swallybog®
3d 1gianttoad.1 swallybog sharpfin®
ath  1crocodile, 1 giant toad, 1 swallybog sharpfin®

s

prendic C

3 - BLOODSUCKERS

As the party progresses through the swamp, a low
buzzing fills the air, which is quickly choked with
clouds of bugs searching for humanoid blood. As if
that weren' enough, larger insects join their smaller
cousins in the hunt.

Consequences. A creature reduced to half its maxi-

mum it points or lower during the combat gains ene
level of exhaustion as a result of blood loss.

Compasicion. Giant leeches, giant mosquitoes,
and swarms of mosquitoes use the giant centipede,
giant wasps, and swarm of wasps statistics, respec-
tively. Bloodsuckers use the vampire spawn stat
Block, but have the beast type, a flying speed of 30
feet, and lack the Harmed by Running Warer and
Sunlight Hypersensitivity traits.

APL  Composition
st 3stirges, 1 swarm of mosquitoes”

and 3 glant leeches, 3 swarms of mosquitoes”

3rd 4 giant mosquitoes?, 5 stirges

ath 7 swarms of mosquitoes”™

sth 1bloodsucker®.d giantleeches®

sth  1bloodsucker” 4 stirges, 4 swarms of mosquitoes”
7th 2 bloodsuckers®, 2 giant mosquitoes®

2 bloodsuckers”, 2 giant mosquitces’. 3 swarmsof

BN nosquitoes”

sth  3bloodsuckers”,

stirges
10th 3 bloodsuckers”, 4 giant leeches®

4- HAG's TOLL

A charming old lady (who i, in truth, a hag) sits ina
rocking chai in the party’s path. She introduces her-
self as Bernice, a collector of oddities and demands a
toll: a drop of blood from cach creature who passes.
She has a special offer, each creature who also gives
her a toenail clipping gets a potion of heating, while a
lock of huir yields knowledge about something the
creature secks (GM’s discretion). Refusal results in a
fight, and she has allies hidden nearby.

Consequences. Any character who gives Bernice
all three things ends up with a doppelginger of
them going around giving them an unsought rep-
utation. They might become known as a drunken
philanderer, an eccentric nudist, or a craven thief.

Composition. Regardless of what type of hag
Bernice is, she and any hag allies are ‘swamp hags',
fetid creatures dripping with foul water and smell-
ing of rot.

3 | Tragxing
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APL  Composition

1w 1seahag’

nd  1sea hag?, 1 swarm of ravens

ard  1seahag?, 4 swarms of ravens

4th 1 green hag®,4 swarms of ravens
sth1ghost 1 green hag”, 2 will-owisps
sth  1ghost 1 green hag”, 4 will-d-wisps
7th 1 ghost,1night hag®, 3 will--wisps
8th  1ghost 1 night hag”. 3wights

oth  1ghost 1 night hag’, 4 wights

10th 3 ghosts, 1 night hag”, 2 wights

nth 3 ghosts,1 nighthag?, s wights
sath 3 ghosts,  night hag®, 7 wights
a3th 3 ghosts, 1 night hag?, 8 wights
1ath  2ghosts, 3night hags”, awights
asth 3 ghosts, 3night hags®, a wights
16th 3 ghosts, 3night hage®, s wights

5 - ANCIENT HISTORY

Wooden signs jutting out of the moss, written in
Common, warn that the party is about to enter sau-
tian territory. An ancient people, similar in appear-
ance to lizardfolk, saurians have a unique ability:

s0 long as they don’t venture too far from the place
of their birch, they don’t age. They are relics of
ancient times and treat any that enter their territory
as athreat.

A fight can be avoided if at least half the parcy
succeeds on a VDG Dexterity (Stealth) check or if
the saurian territory is circumvented. Taking either
course of action adds 1 to the minimum number
of Tracking checks needed to reach the party’s
destination.

Composition. All humanoid creatures are sauri-
ans (dinosaut-like humanoids), and ankylesaurus
use the dragon turtle statistics.

APL  Composition

ast crocodile, 1 lizardfolk?

and  2crocodiles, 2 lizardfolk?

3rd 2lizardfoll®, 1 plesiosaurus

4th 1 plesiosaurus. 2 swallybogs™”

sth 2 plesiosaurus, 2 swallybog sharpfing!

6th 2 plesiosaurus 3 swaliybogs™, 2 swallybog sharpfins'®
7th  3swallyhog sharpfins*®, 1 triceratops

8th 2 giant crocodiles, 2 swellybog sharpfins®
sth  3swallybog sharpfins'”,2 triceratops

2 giant crocodiles, 1 swallybog gillwrangler*”, 1 swal-
1oth e

Iybog sharpfin
nth  3swallybog gillwranglers™®. riceratops

3swallybog gillwranglers*”, 2 swallybog sharpfins®,

12th
1 tyrannosaurus rex

aath  3swallybog gillwranglers™, 2 tyrannosaurus rex

tath 4 swallybog gillwranglers™, 2 tyrannosatirus rex

gt 2 HanLerocodiles 2 sualiybog illwranglers
St swallybog sharpfins?®, z tyranncsaurus rex

16th 4 swallybog sharpfins®, 4 tyrannosaurus rex
1adultblack dragon, 1 ankylosaurus®, 2 swallybog
gilhwranglers™®

sadultblack dragon, 1 ankylosaurus®, 3sallybog
gillwranglers®

nth
28th

19th  2ankylosaunss?, 4 swallybog gilhuranglers®®

2ankylosaurus”, 4 swallybog gilkwranglers™, 2

20th
tyrannosaurs rex

6 - BOG GIANT POTLUCK

The sound of crackling fires and raucous laughter
echoes across the still swamp; dozens of huge fig-
ures appear to be brawling atop a small knoll. If the
party approaches, they are met with good-natured
cheers, The figures form a ring around the party,
and push a few of their own number into its centre,
who are spoiling for a fight. The giants explain,
through broken Commen, that this is a fight for
entertainment, not to the death.

Combat Alternatize. 1f the party avoids the
giants’ camp, they are ambushed by a giant hunting
party some time later, Each creature with a passive
Perception score lower than the VDG is surprised

Consequences. I the party participates in the
fight then, win or lose, the giants give the party a
magical meal (GM'’s choice) which, in addition to
its normal effects, grants advantage on the party's
next Tracking check,

Composition. All combatants are adapted to the
swamp; their skin is a muddy green and they wear
kilts made of swamp grass, They have resistance
to acid and poison damage instead of the giants’
normal damage resistances and immunities.




APL  Composition 8 - THE SUNKEN RUINS

st zogesitrolf Strange, decorated pillars protrude from the murky
water. A suceessful DG 14 Intelligence (History)
check reveals that these pillars belong to an ancient
and incredibly wealthy civilization thac was con-

6th  3ogres” itroll?
7th  2ogresz ol

&t 3wolls® sumed hy the earth in a great cataclysm. Their ru-
sth 1ogre’ tralls® ins are said 1 be filled with treasure! Unfortunately,
T Xurft'kar (CE black dragon) sleeps below the mud,

= and has already claimed the treasure for themself.
ath 2 doud giants®, 1 troll® &5 iy cl i

12th  3cloud giants” Hazard: Mud. The ruins are submerged in mud,
and are difficult terrain for creatures thac lack a

13th  2cloud glants®,3 trolls® :
burrowing or swimming speed.

1ath  3cloud giants”. 2 trolls”

Treasure. A creature can search for treasure in
the mud. At the start of each 10 minute period,
each creature that is searching must succeed on a
a7th  3cloudgiants”, 2 storm giants” DC 26 Dexterity (Stealth) check or awaken the
18th 2 cloud giants®, 3 storm giants” sleeping drapon and the corrupted elementals that
serve it. At the end of each 10 minutes, a creature
collects relics, gems, and ancient coins with a value
in gold pieces equal to 20 times the result of its
Wisdom or Intelligence (Perception or Investiga-
7 - THE TITAN'S BROOD tion) check. There is  total value of 10,000 gp that
can be collected.

asth 2 cloud giants®,  storm giant”

16th & cloud giants®, 1 trol”

15th 1 cloud giant®, 4 storm giants”

20th  sstormpgiants®

The party comes across the skeletal remains of an
impossibly large snake—bigger around than most

trees, and hundreds of feet long. Desiccated flesh APL  Composition
and dried mud still hang from its ancient bones. a7th  1ancient black dragan, 2 water elementals
With a susurration, dozens of snakes of varying 18th  1ancient black dragan, 3 earth elementals ? ; : y i o
et s (i e e ilhes s om e L Low e by p i e ol e e P i B it
the party. Those that can talk explain in Dracenic, SEa et ik plants produce light, and mushrooms grow sentient. Pl;{“ e c]\:,:e c;“ b; .e.:Ic ve'd b; - ,P‘:” ;;'”me
* We must reawaken mather. She nesds mow flesh io be . ; e e

4 vancient blackdragan, 3 earth elementals, 3 NARRATIVE THE LOW ENCOUNTERS spell, similar magic, or if the character spends at
restored. You will provide. o el mentak least 8 hours in direct sunlight

Composition. All creatures in the encounter are dg Encounter

some form of snake and are of evil alignment 1 Accursed Shadows 2 - LORD JIGGILOUS GLBLLBRXL THE I[7TH

he aozekin Splik (CN male oozekin spy) is mas-
querading as the fictional Lord Jiggilous Glbllbrx

the 17th, Earl of Puddingshire. He offers to reward
the party handsomely if they can return him safely

Lord Jiggilous Glbllbr the17th
Frankie Hopworth
Lost Sphinx: Underdark

APL  Composition
with  2spirit nagas, 4 swarms of poisonous snakes
12th 3 spirit nagas, 3swarms of poisonous snakes

A . Fools Platinum to his home afcer he got separated from his retinue
th ’g"k“’d“""ag‘s i e e pokomns The Warrior's Ghost by a giant spider attack.,
snakes
Blond for Baoks ief: W1 i
1qth 3 guardian nagas®, 3 swarms of poisonous snakes . Tif!bfi W he[]h'er or r}\|0[ 1hde pﬂ'lyﬁ?ceps h]ls offer,
Bargain with the Bone Lord e tries to steal from them during their next lony
15th 2 behirs,x hydra,3 swarms of poisonous snakes il e e

rest. He has a Vmod modifier to Dexterity (Stealth
and Sleight of Hand) and Charisma (Deception
and Persuasion) checks. If the party accepts his

16th 3 behirs, 3 swarms of poisonous snakes

a7th  3behirs, 3 spirit nagas 1 - ACCURSED SHADOWS

18th  3behirs,3 guardian nagas” A flood of magical darkness subsumes the party, offer of help, he also offers to take a watch for the
T briefly deafening them with a deluge of indistinct Bieht e Ty G i) e he naks Dexieri
= whispers and causing the back of their eyes toitch. ty checks to steal from the party with advantage
ol s belibiceandiariin st s Hidia Each character must succeed on a VDC Wisdom The party loses gold picees equal to 520 times the
saving throw or become cursed. While cursed in APL, and 1d4 randomly determined magic items.

this way, a creature's eyes are jet black spheres; it




Pedigree. If the party questions Splik’s noble
pedigree, they can make an Intelligence (History)
check contested by Splik’s Charisma (Deception)
check. If a character wins the contest, they know
he's making stuff up. In addition, he produces a
scroll of pedigree, which a successful VDC Intelli-
gence (Investigation) check identifies as a forgery

3 - FRANKIE HOPWORTH
From a shadowed alcove, the hunched and hulk-
ing figure of Frankie Hopworth (LN female flesh
golem) approaches the party. Covered in a thick,

green cloak, the but-lonely
former lab assistant of Dr. Francis N. Stein requests
to buy any preserved monster components the party
has. She has a wealth of treasure equal to 500 times
the APL in gold pieces and will pay double the
normal price for any components.

History. After the latent biomantic magic of
Stein’s laboratory granted her sentience, Frankie has
become a strong proponent of body modification.
She has & variety of monster components grafted to
her, which the party sees when she reaches for her
pusse. If the party treats her kindly and politely,
she confers information on the environs, granting
advantage on the party’s next Tracking check.

4 - LOST SPHINX: THE LOW.

Sunny, the time-travelling sphinx (see Recurring
Encounters, page 28), wanders in front of the
party from & random tunnel. On seeing the party,
she lights up with excitement. Her third riddle is:

“Asilent siren of the dusty dark, without firgers |
weave my harp. My trapis one that's vaid of bait.
To catchmy prey, | simply wait. What am I

Answer. A spider. I the party answers all three
riddles correctly, Sunny rewards them with a bag
containing dust of disappearance.

5- FOOL'S PLATINUM

“The party comes across a beautiful and voluminous
cavern striated with shimmering veins of silvery metal
that pulse with a soul-lifting iridescence. The sight
inspires those who look upon it, granting each char-
acter inspiration. Scattered on the floor are what
appear to be hundreds of platinum pieces, enough to
be worth 10,000 gp. A successful DC 14 Intelligence
(Investigation) check reveals that they are actually
baby mimic eggs (see page 570). If the party takes
any of them, then, occasionally, when they try to pay

for something, their finger is bitten and they take 1
piercing damage.

6 - THE WARRIOR'S GHOST

A powerfully-built spectral figure (LG ghost)
appears directly before the party, where it hovers,
stationary. It uses emotions and images to telepath-
ically convey that it can’t speak or move, and that
it has unfinished business it needs help to complete
(GM’s discretion, for example: killing a monster,
passing on a message, or returning to sunlight). Ic
asks that one of the party hosts it, conveying it will
help them in return.

Host, While a party member hosts the ghost, it
gains a +1 bonus to attack rolls it makes. In ad-
dition, the host counts as a CR 4 undead for the
purposes of abilities that turn undead and spells like
child tonch and protection from exil and good. 1f the
adventurer acts contrary to the ghost's alignment,
or the ghost feels like the host has no intention of
helping it, it abandons the host.

7 - BLOOD FOR BOOKS

Several decrepit books lie scatrered on the ground
in the adventurers’ path. ‘T'he character with the
highest passive Perception score notices a door-
way in the tunnel’s high point, 30 feet above them
ADC 13 Intelligence (History) check reveals that
this is probably a cyclopian’s home, known as a
library (see page 153).

Library. The library is a tall, vertical affair, its
many cubbies and shelves stacked with beoks and
other oddities dedicated to the monsters of the Ma-
terial Plane. A plinth in the centre of the chamber
holds a bowl carved with runes in Undercommon
that readls: “Blood for Books™ . A creature that cuts
itself and bleeds into the bowl takes 1d4 slashing
damage. In response, the chamber awakens, and
a monkey-like construet made of bones animates,
holding up a sign in Undareammon that reads
“Whom do you hunt?” . 1f a character answers this
question, the monkey clambers away and returns
with a book, scroll, or sketch that details something
about the monster. At the GM’s discretion, the
party learns either one clue about the monster they
are hunting (cansult the relevant hunt chapter), or
one of the following:

- "The creature's saving throw proficiencies and
condition immunitics.

+ The creature's damage resistances and immunities

+ The creature’s traits
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After the construct provides this information,
it shudders, shuts down, and can't be reactivated
again for 1410 days.

8 - BARGAIN WITH THE BONE LORD

A huge door of braided bones leads into a erypt
adorned with all manner of coffins and sarcopha-
gi—the stone tombs of dwarves, woven root-caskets
of elves, crystalline vessels of oozekin, even bean-
bag bundles of gabbocs. From a reom at the back
of the crypt emerges an enormous, loping skeleton
‘whaose three heads speak in dusty unison. This is
the Bone Lotd, an extra-planar entity who's deeply
interested in the adventurers’ skeletons.

Boe Lord’s Blessing. The Bone Lord offers to
bless each adventurer's skeleton. The price? When
an adventurer dies, its skeleton immediately awak-
ens, rends itself from its flesh, and enters the Bone
Lord’s service. If an adventurer aceepts, it gains a
+1 to its Constitution score, up to a maximum of
20. Once the party leaves the crypt, the door to it
vanishes behind them.

Combau. If the party attacks the Bone Lord, it
attempts to parlay. If that fails, the party is shunted
from the crypt and the doors close and disappear.

HosTiLE THE Low ENCOUNTERS

d4 + Tier Encounter

Slimepede

The Spider's web

Fungal Dreamscape
Treasures of the Black Lake
The Necropalice

Cultof the Buried

Siege of the Fallen

2 - SLIMEPEDE

The ground doesn’t rumble. The earth doesn’t
quike. The threat isn't even particularly fast. But
denizens of The Low still know the dangers an ooze
stampede can pose; flesh dissolves in seconds under
the onslaught of 0oze acid. Unfortunately for the
pasty, the path they follow leads directly through
one; oozes of all sizes cover the surfaces of the nnel,
a corrosive carpet that drips acid from the ceiling.

Ouze Flood. On initiative count 20 of each round
(losing initiative ties), each non-ooze creature in the
stampede must succeed on a VDG Dexterity saving

throw or take Vdam acid damage from the ooze tide.

Consequences. Following alternate tunnels to
avoid the stampede adds 1 to the minimum number
of Tracking checks required to reach the party's
destination

APL  Composition
st agrayooms
and  3grayoozes
ard  20cheejellies

4th  1black pudding, 1 gray coze

3 - THE SPIDER'S WEB

Turning a corner, the party observes a large cavern
covered, floor-to-ceiling, in webbing. Muffled vells
can be heard from several cocoons hung from the
high ceiling, some 80 feet above. The shouts belong
toa party of deep gnome traders who've been cap-
ture by spiders

Webbed Terrain, When a creature starts its turn
in the cavern, it must succeed on a VDC Dexterity
saving throw or have its speed reduced by 15 feet
by the webs (this reduction can stack). A creature
whose walking speed is reduced to 0 in t v
is restrained by the webs. A creature can use its
action to make a VDG Strength check, freeing
itself or a creature within 5 feet of it from the webs
(and their speed reduction) on a success. The webs
have an AC of 5, 5 hit points, and immunity to all
damage except fire and slashing damage.

Consequences. If the party manages to free the
captives, they share their knowledge of the local
area and the party makes cheir next Tracking check
with advantage.

APL  Composition
st 1giantspider,1 giant wolf spider

and  3giant walf spider, 2 swarms of spiders
ard  Teutercap, 2swarms of spiders

4th  1euercap, 1 phase spider

sth 1drider, 2 swarms of spiders

6th  1drider, 2ettercaps

7th  1drider, 2 phase spiders

sth  1drider 3ettercaps, 3swarms of spiders
9th  1drider, 3giantspiders,3 phasespiders
10th  2driders, 3 phase spiders



4 - FUNGAL DREAMSCAPE

As the party rounds a bend, they are suddenly
overwhelmed by a blinding light. When their vision
clears, they stand in a massive cavern, the entrance
nowhere 1o be found. Strange monsters surround
them, ready to attack, and all colours are garish and
painfully vibrant. In truth, the party is trapped in an
illusion created by a dreameater fungus, a plant that
feeds on psychic suffering, If not stopped, it can
leave the party brain-dead.

Escaping the [llusion. Attacking the creatures
harms the dreameater fungus, which has hit points
equal to 40 times the APL. Each creature has the
plant type instead of the type in its stat block.

Degrading INusions. On initiative count 20 of
each round, each illusory monster the party has slain
reanimates with half its maximum hit points. Conse-
quently, the illusion visibly distorts and the monsters
grow more fungal, hinting at the threat's true nature

APL  Composition
18t 3giant poisonoussnakes”
and 3 giant poisonoussnakes®, 1 specter”
ard  3giant poisonoussnakes®, 1 rhinoceros”
ath 7 bearded devil’, 4 giant poisonous snakes”

2 bearded devils”, 2 giant poisonous snakes?, 2
rhinoeeri®

6th 1 bulette®. 3rhinoceri”

7th 2 bearded devils®,1 bulette®, 2 rhinoceri®

8th 1 bulette”. 1 phantasm*®, 1 rhinoceros”

gth  1bearded devil’, 1 phantasm*, 1 young white dragon”
0th 4 bulettes®

1ith  3bearded devils®,1 glabrezu®.1 phantasm®®

a2th 1 bearded dev
1ath 3 glabrezus®

"1 bulette’, 1 glabrezu®, z phantasms*

14th 3 glabrezus’ 1 phantasm'®
wsth 2 devas”, 2 glabrezu®
16th 2 behirs®,1 glabrezu”, 2 youngwhite dragans®

‘See page s

5 - TREASURES OF THE BLACK LAKE

"The party arrives on the shores of a massive under-
ground lake. Tt is still and dark, broken only by shal-
low ripples caused by dripping stalactites. The bank
into the water is made of steep, slick, black rock. A
creature that peers into the pool perceives a golden

elow 50 feet below, on the lake's bottom, a short
distance from the shore. After a creature enters the
water, the lake’s inhabitants converge on the party
with vicious intent.

Glittering Allure. A creature that sees the golden
glow must succeed on a VDC Wisdom saving
throw or be charmed by it unti it can no longer see
the glow, A creature charmed in this way must use
movement and action to move towards the glow.
A ereature can repeat the saving throw at the end of
each of its turns, ending the charm for it on a suc-
coss. A creature that succeeds on the saving throw
is immune to the glow for the next 24 hours.

Treasure. The golden glow comes from a heavy
golden crown, adorned with a variety of precious
gemstones. It has a value in gold picces equal to 100
times the APL, evenly split between gold and gems.

APL  Composition
st gianccrab, sahuagin, 1shadow

and  15ahuagin, 1 shadow, 1 swarm of quippers
ard 2 giantoctopuses, zsahuagin

ath  1merow, 2 saarmsef quippers

sth 2 huntersharks, 4 sahuagin, 2 swarms of guippers
6th 4 memow, 6 shadows

7th  3chuuls, 3giantoctopuses

8th 2 giantsharks,3 hunter sharks

gth  1hydr, 6swarmsof quippers

“oth 1 hydra, § merrow

aith 4 giant sharks, hydra

a2th  1aboleth, 4 chuuls, zmermow

13th  1aboleth, 3 giant sharks, 3 hunter sharks
aath  1aboleth, 5 chuuls, 6 shadows

a5th  1aboleth, 2 hydras, 3 waterelementals
a6t 1dragonturtle, 1 hydra, 3 merrow

a7th  1dmgonturtle, 1 hydra, 4 water elementals
s8th  1draganturtle 4 giantsharks, 2 hydras
agth 1 hydra, 1 kraken

20th 1 hydm, 1 kraken, 2 waterelementals

6 - THE NECROPOLICE

Spectral whispering and the thump of feet through
the tunnels give the party only a briel warning before
they are st upon by the Necropolice—an undcad
group dedicated to solving crimes. The blustering,
furious leader, Chief Caesem (LE male undead,
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statblock varies, always speaks Common and Un-
dercommon) claims the party has been acoused of
crimes against the undead. He's there to bring their
bodies and spirits 10 trial... ideally, pre-separated.

Consequences. If the party can somehow prove
they have never committed any crimes against the
undead (a difficult task; the Chief isn't inclined to
listen) they are released and the undead march on
If the party wins the fight, the Necropalice may
send more officers after them in the future—inelud-
ing Chief Caesem if he can reanimate.

APL  Composition

sth  1ghost' 4 shadows, 2specters

6th 3 ghasts,1vampire spawn’

Tt 4shadows, 5 specters.1 wraith*

8th  1vampirespawn®, 4 wights

gth  1mummified immortal’, 3ogre zombies.

10th 3 mummies, 1 mummified immortal’ **, 2 skeletans

nth  3ghouls,1vampire*

wath  1vampire’, 3 wights

a3th  1vampire?, 3vampirespawn

1ath  2.ghouls, 1vampire’, 3 vampire spawn

a5th 1 vampire’, 5 vampire spawn

e 2mummies, zmummified immortals™ 1 mummy
lord*

a7t 4ghosts, 1 mummy lord”, 4 wraiths

18th  1lich’, 4 wights

asth 5 ghosts,  lich”

zoth  1lich, 6 vampire spawn

*Indicates Chief Cesem; **See page 546
7 - CULT OF THE BURIED
Chanting echoes through the dark and the earth
shakes. In a candle-lit, rubble-strewn tunnel, hooded
cultists—dwarves and ombrasks—perform a strange
ritual invelving rhythmic stamping and the beating
of drums. Surrounded by scattered gems and spicy
incense, they are calling the purple worm Mara-
grima, which they worship as a god of wealth. The
ritual is directing its focus to the nearby Baron Bod-
rum Ruby Mines. If not stopped, Maragrima tears
through them, destroying the mines and everyone in
them, so that the cult can pick over the remains.

The Worm. Maragrima arrives to help her cultists
on initiative count 20 of the 2nd round of combat.
‘The cult fanatics cast shiefd of fzith on her.

Treasure. The scatrered gems have a value in
gold picces cqual to 200 times the APL.

APL  Composition
wth  scultfanatics, purple worm, 1 sorcerer*

1zth  ecultfanatics,1 mage,1 purple worm

a3th  vassassin, 6 cult fanatics, 1 purple worm

14th  eult fanatics,1 gladiator, 1 purple worm, 1 sorcerer”

asth 1 assassin, & cult fanatics, 1 purple worm, 1 sorcerer”

16th  écultfanatics, 3gladiators, 1 mage, 1 purple worm

4 archmage, 1 assassin, 6 cult fanatics, 3 gladiators,

th
purple worm
g 1archmage,2 assassins,é cult anatics, 2 gladiators,
1
1 purple worm
gy 12rchmage, 2 assassins, 6 cult fanatics 3 gladiators,
1 purple worm
oy 1archmage,2 assassins, écult anatics, 4 gladiators,

1 purple worm

pagesos
8 - SIEGE OF THE FALLEN

A drow spire, a tall, hollow column formed of
ancient stalactites and stalagmites, is entirely
encased within a translucent golden sphere. A
native of The Low, or a creature that succeeds on a
DC 12 Intelligence (History) check, knows that
these spires can house whole cities; this one looks
enough to accommodate several dozen families.
On approach, the party is intercepted by a group
of averzealous angels dedicated to destroying all
children of the Spider Goddess. They plan to leave
the city sealed until everyone within it starves to
death. They kill anyone that tries to enter ot leave.
While they're willing to discuss their motives

with non-drow, any parties with drow or tiefling
members are attacked on sight

Consequences. If the angels are slain, the wall flick-
ersand dissipates. "Those swho watched the battle wel-
come the party as heroes; they've eamed the personal
attention of the town's ruler, who is very concerned
‘with quickly and thoroughly repaying this life debe.

APL  Composition
a7th 4 devas,  planetar

18th  sdevas, 1 planetar

19th  2devas.1solar

20th  3devas 1planetar, 1solar



RBA!

The streets of a bustling city can be just as danger-
ous a place as the untamed wilds, It’sonly the kind
of threat that changes.

NARRATIVE URBAN ENCOUNTERS

ds Encounter

1 Ratsand Damnation

2 AHop, Skip, andJump
Desiecated Monks
Giant Cames
King of the Hill
Monkey Business
Wayvard Wrestler
The Vagabond Princess

1- RATS AND DAMNATION

The distraught Gromn (N male half-orc druid)
urgently beckons to the party from the mouth of an
alley. If the party approaches, he rushes to the side
of a giant rat, his beloved pet, Snoot, who is grave-
Iy ill. He explains that his magical attempts to cure
her have failed and begs the party for aid. A char-
acter can spend 1 minute inspecting the rat; with

a successful DC 12 Wisdom (Animal Handling
or Medicine) check, they can determine that the
rat is choking, Looking into the rat's mouth reveals
a gold piece jammed down its gullet. Removing
the blockage returns the rat to its happy vigour,
after which Gromn tells the party to keep the coin,
and gives the party all the berries from one casting
of goodberry. If the party fails to diagnose the rat
within 2 minutes, Gromn picks her up and rushes
for help elsewhere.

2- A HOP, SKIP, AND Jump

The party notices a crowd of children gathering
around a hyperactive child, Renny (CN female
human sorcerer, see page $93), who loudly
proclaims that she’s the bouncing legend. Renny
notices the party and challenges them to a game,
stating that she is too good to face other children
anymore. The aim of the game is to make a stand-
ing jump from the starting line to any of a series of
small squares chalked onte the ground, There are
squares every foot up to 15 feet away

As usual, a character's maximum standing jump
distance equals half their Srength score (rounded

down). As the squares are so small, this jumping con-
test is not just a measure of Strength; a creature must
succeed on a Strength (Athletics or Acrobatics)
check to land precisely. The DC for the check equals
twice the distance in feet jumped. On a successful
check, the character sticks the jump, on a failure, they
miss the small landing target and are disqualified.

Renny suggests a best of three, has a standing
long jump distance in feet equal ta the VDG, due
10 her magic, and a Vmod modifier to Strength
(Athletics) checks. If the pary wins, Renny sullen-
Iy gives them her marbles, If they give the marbles
back, Renny gives the party five special candies she
made; eating a candy causes the consumer to be
under the effects of the juzz spell for the next hour.

3 - DESICCATED MONKS

A procession of monks (acolytes) in brown and
white robes shuffles along a street, their leathery,
weather-beaten skin pulled tight over their bones.
The monks don't speak, having taken vows of
silence, but have various scrolls to pass out, which
explain that they are members of the Order of the
Blasted Bones; they have given their bodies to the
elements and relinquished all physical comfort to
achieve enlightenment.

Penance and Payout. One monk offers a random
party member a dangerous, holy relic: an amulet
of dessicarion. Whenever a creature attuned to the.
amulet finishes a long rest, it must succeed on a
DC 15 Constitution saving throw or gain 1 level
of exhaustion as moisture is drained from its body
“This exhaustion can't be removed while the crea-
ture remains attuned to the amulet. If an attuned
creature wears the amulet for 10 consecutive days,
the relic transforms into an amule! of health.

4 - GIANT GAMES

Perched in a corner of the town square is Tumpy
(CN male hill giant; can speak and understand
Commeon). He is sitting on the ground in an unim-
posing position, hands drooped at his sides, with

no weapons in sight. In front of him are three tree
stumps set up with a dice set (Vmod - 3 modifier),

a dragonchess set (Vmod modifier), and a playing
card set (Vmeod +3 modifier). He challenges the
adventurers to one match at each game. To play,
one character makes a contested Intelligence check
against Tumpy using proficiency with the gaming set
for the chosen game. The party can choose to have a
different character play each match if they wish
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Consequences. If the party loses all three marches,
Tumpy bellows a hearty laugh and mocks the party
for losing to him, declaring that he will spread word
of how they couldn’t beat a dim=witted hill giant.

[f the party wins only one or two of the matches,
Tumpy will thank them for the fun challenge and
tell thern to move along because it is a busy day and
he has other folks waiting to play him. If the party
wins all three matches, "Tumpy shakes the hand of
whichever character won the final match with his
painfully strong grip, and then rewards the party by
giving it one gaming set of its choice.

5 - KING OF THE HiLL

The boisterous Hank Hagon (CG male gnome.
barbarian) calls from the centre of a town square,
saying he’ll reward any individual that can best him
in a contest of strength. He proposes a game—a
contestant has three rounds of “combat” to enter
the square and physically remove him from its
summit. If he’s still up chere when the game ends,
the contestant loses. The square is 40 feet on a

side. Hank has a Vmod bonus to his Strength
(Athletics) checks. Each party member can play
only once, but there’s no penalty for losing, If they
win, they receive the champion’s belt that Hank
was wearing: a bels of hill giant strongeh. The belt is,
however, cursed: anyone who wears it is compelled
to challenge strangers to contests of strength, giving
the belt away to the victor.

6 - MONKEY BUSINESS

The party spots an alert young baboon observing
them from a rooftop or tree. Hanging around its neck
is a shiny brass-and-jade amulet. The baboon can

be tempted into handing over the necklace s a trade
with a successful Charisma or Wisdom (Animal
Handling) check. The DC depends on what is
offered in return: a banana (DG 12), a different shiny
trinket (DC 14), a ration or other food (DC 16), or &
funny hat (DG 18). Altemauvely, the baboon throws
the amulet at the party after a parcy member makes a
successful VDC Charisma (Performance) check, or
an adventurer can steal the amulet from the baboon’s
grasp with a successful VDC Dexterity (Sleight of
Hand) check (if they can avoid the Baboon’s passive
Perception score of 11).

The amulet is inscribed with magic runes, and
functions as a spel/soroll containing one 1st to 3rd
level spell from the druid or ranger spell list. After
being used, the nonmagical amulet is worth 100 gp.

J - WAYWARD WRESTLER

Aralan Feathertouch, a sinewy, anxious wrestler
(LG male elf tribal warrior) rushes up to the party,
wide-eyed and hair askew. Dressed in a colourful,
skin-tight wrestling garb, he has but one word on his
lips: “Help!” He had made a deal with a local gang,
The Bloodletters, to throw a wrestling match. How-
ever, when he found out his opponent was his nem-
esis, the dwarf Stumpy Shortshat, pride ok over
and he won the fight with great aplomb. He is now
being chased by the gang and needs help to hide.

Checks. The players must decide if and how
they plan to throw The Bloodletters off the scent.
Alfter twao real life minutes, the gang arrives.
Encourage your players to be creative! Possible
solutions could be:
+ Using a disguise to change Aralan’s appearance
(Dexterity (disguise kit) check)
+ Deceiving the gang into looking elsewhere
(Charisma (Deception) check).
Tntimidating the gang into “getring off your
itory” by breaking things (Strength (Intim-
idation) check)
Hiding Aralan under piles of trash (Wisdom
{(Stealth) check).
Hiding Aralan in an exira dimensional space
(automatic success).

You can use the VIDC as a standard DC for the
ability checks, and reward clever (or silly) thinking
by decreasing (or increasing) the DC.
Consequences, The players make ability checks
until they get either three successes or three fail-
ures. After three successes, the gang moves on,
and Aralan offers to train the party with him over
the course of a week (or longer, GM’s discretion),
granting them the grappler feat. After three failures,
the gang attacks the party (use the composition of
hostile encounter #5 - Unwanted Poster).

8 - THE VAGABOND PRINCESS

Princess Isabella Redstone (LG female dwarf spy)
is masquerading as the witty and streetsmart way-
farer, [zray. "I'his isn't the first time she has left her
home, secking adventure and using a Aar of disguise
to have her valet take her place at royal functions.
Tzray is looking for a group to join, the more dan-
gerous the better. While she wants no share of any
treasure, she asks for a nominal fee (gold pieces
equal to the APL per week) to cover her expenses.



Consequences. If the party lets her join, she aids
them through their next dungeon or monster hunt.
At the adventure’s conclusion, she reveals her true
identity and offers each party member a Medal of
Redstonian Allyship inlaid with a ruby worth 250
£p. This medallion becomes magically embossed
with the player character’s name and grants them the
help and loyalty of any member of Isabella’s clan

At Higher Levels. At 5th, 11th, and 17th APL,
Tzray's statistics change o that of a knight, gladia-
tor, ot assassin, respectively.

HOSTILE URBAN ENCOUNTERS

da+Tier Encounter

2 Coblin Gang
3 Abduction in Progress
4 Corpareal lllusion

5 Unwanted Poster

6 Fall From Grace

7 Wormstrike

Audience Participation

2 - GOBLIN GANG

A gang of sewer goblins ambushes the party as they
sludge through sewers or traipse down an alley.
“The goblins occasionally use their actions to make
Dexterity (Sleight of Hand) checks contested by
the characters’ Dexterity (Acrobatics) or Strength
(Athletics) checks. If a goblin succeeds, they steal
the adventurer's purse, containing a random per-
centage of their coins (roll percentile dice to deter-
mine the total gold piece value). The goblins then
abscond into the sewers.

Pursuit. The sewers have small ledges that
Small or smaller creatures can move along without
impediment. Medium creatures must squeeze to use
these ledges, or move through the sewage, which
is difficult terrain, and larger creatures can’t use
the ledges. A suceessful VDC Wisdom (Survival)
check lets the party find the goblin camp, which is
full of young goblins. I is evident the goblins are
stealing to provide for their families.

Composition. Goblin bruisers use the hobgoblin
stat block (but are Small) and goblin matriarchs use
the bughbear stat block (but are Small).

APL  Composition

st agobling

and 2 goblin bruisers®, 3 goblins

3rd 2 goblin bruisers®. 1 goblin matriarch”, 3 goblins

4th 2 goblin bruisers®, 1 goblin matriarch”, 6 goblins

3 - ABDUCTION IN PROGRESS
As the party makes their way through the city, a
frantic-looking woman in goggles slams into them.
This is Emira Bodrum (CN female half-elf mage),
niece and exceptional employee of Baron Bodrum.
An absentminded inventor, she is currently running
from a group of criminals looking to abduct and
ransom her. As she gets to her feer, said criminals
come running after, masks on and weapons drawn.
Consequences. The kidnappers aren’t willing to
die for this—a creature that drops below one-third
of its hit points attempts to flee. Emira helps in the
fight, though she begins the first round surprised.
1f saved, she offers the party the personal gratitude
of herself and Baron Bodrum Businesses Inc., in the
form of coin, arcane tinkering, or information.

APL  Composition

st 3bandits 1 thug

and 3 glantwolfspider 2 swarms of spiders
3 2spies, 2thugs

ath  1bandit capain, 2spies, 1 thug

sth 1knight 1priest.  sorcerer’,1spy

6th 2 berserkers, 2 knights,1 sorcerer®

7th  1berserker1 knight, maesird’,1 sorcerer*
8th 2 knights, 1 mage, 2 priests

oth  1maestro’,1 mage,1 priest, 1 sorcerer®

1oth 2 berserkers, 2 knights, 1 maestro®, 1 mage

ndis C

4 - CORPOREAL ILLUSION

Rram Rosobra, a young, jovial mage (NG male
half-elf) puts on a wonderful show full of illusions,
tricks, and fantastic wonders. He has entertained
Kids of all ages for many years as a way to pay for
his studies and practise his craft, Unfortunately,
becoming impatient with his lot in life, he made

a deal with a hag to enhance his magical prowess.
The cost: his illusions now become real for a time,
sowing suffering where he travels.
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While engaging in mock combat with an illu-
sory enemy, Bram is struck hard across the chest,
blood slowly seeping from a fresh wound, causing
him to fall unconscious. He begins making death
saving throws. The illusions continue to attack the
nearby locals unless stopped.

Consequences. If Bram is saved, he will task the
party with killing the hag who cursed him, which
will break the curse (see Swamp's hostile encoun-
ter #4 - Hag's Toll). He will reward the party with
a number spetfscrotls with a combined spell level
equal to the party’s APL. Each sora must be from
the wizard spelllist and be 6th level or lower.

APL  Composition
st 4flying swords

2nd  3animatedarmors

ard  3animatedarmors, 3flying swords
4th  20wlbears

sth 2 flying swords, 1shield guardian
6th  1day golem, 1 flying sword

7th  1flying swerd, 1 stone golem

sth  1animated armor,1 horned devil
9th  1archmage, 1 flyingsword

soth 1 purpleworm

nth  1animated armor,1irongolem

iron golem, 1 stone golem

a3th  animatedarmor,1 balor
14th  ianimated armor,1 pit fiend
A5th 1 hezrau, 1 pithiend

16th 1 horned devil,1 pitfiend

5 - UNWANTED POSTER
A flurrer of motion—an old wanted poster ruffling
in a nen-existent wind—catches the attention of the
party member with the highest passive Perception
score. The name on the poster has faded with time,
but the “wanted dead or alive’ text is plain to see
and, worse still, the face of one of the player charac-
ters grins maniacally from the centre of the page, A
passing mercenary crew, The Bloodletters, notice
the poster and the player character, declaring that
the easiest bounty of their lives is upon them. 'The
mercenaries attack immediately.

Gonsequences. On initiative 0 of the third round
of combat, the magic of the poster fades, revealing a
stranger's face. If the poster is pointed out, or if the

leader is below half their hit points, the mercenaries
fiee. If the party is defeated, the mercenaries kill the
target, but realise their mistake and flee the scene.

APL  Composition

15t 1bandit, 2 mastiffs, 1 thug”

and  3mastiffs, 1 spy,1 thug”

ard 2mastiffs, 1 veleran®

4th 2 mastiffs, 2 thugs, 1veteran®

sth  1gladiaior’, 2 mastiffs,1 veteran

6th 1 gladiator’, 2 mastiffs, 2 veterans

7th 1 gladiato’, 2 mastiffs, 3 veterans

8th  1assassir’, z saber-toothed tigers, 1 spy

gth  1assassin’, z saber-taothed tigers, 1 spy, 1 veteran
10th  1assassin’, 3 saber-toothed tigers, 2 veterans
nth  1assassin’,3gladiators, 2 saber-toothed tigers
a2th  2assassing®,2 gladiators, 2 saber-toathed tigers
2assassins’,1 chimera, 2 gladiators, 1 saber-toathed
tiger

14th  2assassins’,2 chimeras, 2 gladiators

3th

15th  archmage®, 1 assassin, 2 chimeras.1 gladiator
16th  1archmage?, 2 assassins, 2 chimeras
a7th  archmage!, 2 assassing, 4chimeras
18th  1archmage*, 3 assassins, 3 chimeras
a9th  1archmage® 4 assassins, chimeras
20th  1archmage’, 4assassins, sehimeras

“Indicares s sleadse
6 - FALL FROM GRACE

A temple of the local urban environment in which
the party finds itself is known for hosting a nest

of couatls in its belfry. A pack of vile demons has
corrupted these noble celestials, seeking to use the
couatls’ innate magie, along with the ricual sacri-
fice of a potent humanid, as fuel to open a portal
1o the Lower Planes. Having sensed the party’s
presence nearby, the demons sic the corrupted
couatls on them, intending to capture them for use
in their foul rituals.

Consequences, I the party falls in combat, they
are dragged to a ritual chamber deep in the heart of
the jungle, and must escape before they are killed to
fulfil the demons’ nefarious purposes

Composition. Greater couatls use the guardian.

naga stat block with the celestial type and a flying
speed of 90 feet, All creatures have the CE alignment.



APL  Composition

sth 1couatl”, squasits

6th  2couatls®, 3 quasits

7th  1eouatl® 1quasit 1wrock

8th 1 couatl”, 4quasits, 1 vrock

sth 2 couatls®, 1 vraek

10th  3couatls’ 1 vrock

with s couatls®,1 glabrezu

12th 1 greatercouatl®. 3 wrocks

asth 1 greatercouatl’, 2 hezrous

1ath 2 glabrezus, 1 greatercouatl®

asth 1 greatercouatl®, z hezrous, 2 vracks
16th 2 greater cauatls®, 2 hezrous

amth 1 glabrezu, 2 greater couatls”, marifith
18th 4 greater couatls”, 1 nalfeshnee
a5th 3 greatercouaths”, 2 nalfeshnees

20th 3 greater couatls®, 2 mariliths

7 - WORMSTRIKE

Sensing the wealth of magical items the party
carries, Selyna Kile, a cunning thief (LE female
drow, star block varies), and her purple worm
mount attack the party. Their aim is to swallow one
or more of the party’s members, before absconding
underground, where they can be digested and their
‘magic items extracted, At higher levels, she is ac-
companied by a sidekick on a second worm. Selyna
fiees if all purple worms are killed or she is reduced
to one-third of her hit points or fewer.

Consequences, Depending on how much destruc-
tion the conflict brings to the town (GM's discretion},
the party might be viewed as a source of trouble and
asked to leave. In the purple worm's gut are treasures
equivalent to the horde of an adult red dragon.

Composition. Petripians are humanoids cursed
to have stone skin; their type is always humanoid

APL  Composition

th  1mage” 1 purple worm

s2th  fassassint, 1 purple worm

aath 1 petripiant®, 1 purple worm

14th  1archmage?,1 purpleworm

asth 1 petripian nullmage*® 1 purple worm
16th 1 petripian defiler®, 1 purplewerm
ath 1 mage, 1 petripiant, 2 purpls worms
18th  7assassin 1 petripian®®. 2 purpleworms
19th  1archmage®,1assassin, 2 purpleworms
20th  1archmage. 1 petripian defiler™, 2 purple worms

“Indicates Selyma

8 - AUDIENCE PARTICIPATION

Gentle sobs can be heard woven amongst other
urban noises. The source of this noise is a trembling
man, striking a teapot pose despite aching muscles
and running tears. The smooth voice of a nearby
hooded figure asks if the adventurers would like

to join the art piece, and insinuates that the au-
dience would enjoy it much more if they refused.
Their hand gestures above to skulking fiends and
circling erinyes. Creatures with a passive Percep-
tion score of 17 or higher notice that the hand is
backwards-facing; a successful DG 15 Intelligence
(Arcana or Religion) check recalls that raksh
have backwards-facing hands.

Consequences. 1f the party consents or are de-
feated by the fiends, they undergo hypnosis and
are charmed to spend 1d4 + 1 days standing on the
street as performance art. Each day spent this way
causes one level of exhaustion.

APL  Composition
17t 2 bonedevils 2 erinyes.1 rakshasa
18th 2 eringes,  ice devil 1 akshasa

19th 2 erinye: jils 1 rakshasa

Petripians use the stone golem statistics, without.
the damage immunities and with an Intelligence
score of 11 (+0); Petripian defilers use the mummy
lord statistics; and petripian nullmages use the rak-
shasa statistics without the damage vulnerabilities
and immunities.

20th 2 erinyes, 2 ce devils 1 rlhasa
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— Heliena, Hunt Moster

“This chapter details the process of harvesting, how
optional rules can change the harvesting experi
ence, rules governing buying and selling compo-
nents, and finishes with a series of tables detailing.
the components available from each creature type.
Components gathered from harvesting can be used
for crafting magic items and magical meals (see
Chapter 5).

HARVESTING RULES

After a creature is slain, its components must be
harvested quickly before their magic fades. There
are five steps involved in this process. Here's an
example of how this would progress.

The party has just slain Likslv the aboleth. Gurf
the barbarian and Mizzard the wizard declare
they wish to harvest the aberration!

STEP [ - DESCRIPTION

Once a creature dies, use that creature’s type to
consult the Harvest Tables section (page 97),

and derermine which of the listed components are
available to be harvested.

Example. The party chooses to harvest the
following components in the listed order: 3 eyes, a
pouch of teeth, the hide, and then the essence.

Example. In our example, Likslv is an aber-
ration. Consulting the Aberration Harvest table
(page 98) we decide that the aberration has the
following components on offer: 3 eyes, 5 tentacles,
50 phials of mucus, 50 phials of blood, a pouch of
teeth, its brain, and its hide. Because an aboleth is
CR 10, one can also harvest robust essence from it
(see page 97 for more on aswce). i

£

£ :

§' Gurf: | want the eyeses. And all the teef!

| Miizzard: Very well, Gurf, but let’s ot forget the

i hide we came here for! And we'll need es-

i sence to be able to make the more powerful
‘rare’ versions of items. We'll take the three
&yes, a pouich of teeth, the hide, and then the
essence.

ABERRATION HARVEST

STEP 3 - HARVEST DCS

Ce DC G :: .
ompenact nponents Alter the party has created its harvest list, calculate

STEP 4 - HARVESTING CHECK

“T'he players make a Harvesting check. A Har-
wvesting check is the combined total of two ability
checks: an Assessment check and a Carving check;
these are described in more detail on page 90.

GM: Okay. Mizzard, as the assessing harvester,
you need to make an Intelligence (Arcana)
check and Gur, as the carving harvester, you
need to make a Dexterity (Arcana) check.

Mizzard: Okay... that's a 12 plus 5. 17!

Gurf: What's Dexterity (Arcana)? It's not on my
sheet.

GM: Make a Dexterity check—roll a d20 and add
your Dexterity modifier—then add your pro-
ficency bonus if you're proficient in Arcana,

Gurk: Okay that's a... 16. My Dex gives me plus 4
but I'm not proficient. 20!

GM: Great; 17 plus 20 — that’s a total of 37.

STEP 5 - LOOT

Compare the result of the Harvesting check to the
harvest list you made in step 3. If the Harvesting
check’s result met or exceeded the Harvest DC for a

s i L the Harvest DCs. List out the chosen components
10 Borie, pouch of i, potich of teetis in the order the party wishes to harvest them and
1 Phialof mucus, stinger tentacle sequentially add each Component DC to the total of
o Bhain chitih, Wide all the previous Component DCs, The Componant
DC represents how hard a component is to harvest.
25+ Essence
ExaMpLE HARVEST LIST
“This tableis printed hece for canvenience. See the Harvest Tablesec-
tiomon page 98 for the full derail Companent  ComponentDC  HarvestDC
Epe(i) 5 s
GM: In addition to the many phials’ worth o Be2) s 10(5¢5)
blood and mucus, you could harvest three Beia) s 15 (5455}
eyes, five tentacles, a pouch-worth of testh, Pouch of Teeth 10 25 (545+5+10)
and, of course, its rubbery hide. Because this Hide. 20 5
creature is particularly potent, you can also Robust Essence 30 75 (54545+10+20+30)

try to extract its essence—a difficult process.

~A - B
Boss MONSTERS

Some special monsters—such as the boss mon-
sters from Heliana’s Hunts—have their own,
bespoke harvest tables. Yo'l find these at the
end of each hunt’s sub-chapter.

o | oW

STEP 2 - HARVEST LIST

The harvesters then quickly decide what they want
to harvest and in which order. This order is known
as the harvest list,

CHAPTER 4 | HARV)
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it is harvested.

Example. A result of 37 moans that everything
except the hide and essence are acquired.

GM: The three eyes come out, plop
plop plop, as do the teeth.
Unfortunately, the hide is too
tough and you can’t harvest it
before its magic seeps away and
it becomes a mundane bit of fat.
‘You never even get started on
the essence.

Gurf: Yay! Teef and eyez!

Mizzard: Blast—I wanted that hide...

HumpERDINK'S
Cockrai. DoLLy:




COMPONENTS & DIFFICULTY

rTu is of the utiost inportence when harvesting
eagool conponets: fhe hore diffieulf o conporext
s fo bervesd, the Longer i doles, ond fhe grester
Hhe probolilty thot Fhe conponents will Lose Hheir
wasgcol pofencq before fhec con be hervesfed

Hence, the order in hich you choose o harvest
coponents is on iportort lactor, I qpu west fo
wlie & Tobe of Living Mevories fhen wou beter
woke domn sure qou ‘321‘ fhree oboleth eves of the
Top of yeur (it

= Helione, Clockuwatcher

Some harvesting terms and concepts are explained
belov.

Component DC. Some components, like teeth,
are very simple to extricate, whilst others, like hide,
take a great deal of skill to extract without ruining
them. Each component has a Component DC,
indicating how hard it is to safely extract before
it loses its magical potency. The tables on pages
98 - 101 describe the different components that
varying creature types might yield.

Quantity. You decide how many of each compo-
nent are available for harvest based on the creature.
TFor example, you might decide that a severely dam-
aged aboleth can only yield 1 eye and 1 tentacle,
rather than its usual bounty. Conversely, a mutant
(such as Slkvol the Broodmather, page 362) might
have mutated an extra, fourth eye!

Harovest List. ‘The harvest list details which com-
ponents the harvesters wish to attempt (o extract
and in which order. The harvesters must agree
on the harvest list together or defer to the carving
harvester.

Harvest DG, After the harvesters establish their
harvest list, calculate the Harvest DCs. This is
achieved by adding the Component DC of each
component in the list to the DC of the components
higher up in the list. These cumulative DCs are
known as the Harvest DCs; harvesters successful-
ly extract the components for which they meet or
exceed a Harvest DC.

Starting & Finishing. For the sake of the ‘Failing
With Consequences’ and the ‘Storage and Sup-
plies’ optional rules (page 94), it is important to
know if the harvesters have started harvesting an
item, A creature finishes harvesting a component
il it meets the Harvest DC for that component in
the harvest list. If the harvester exceeds the DC of a
companent in the harvest table, it is deemed to have
started harvesting the next component in the list.

For example, in the aboleth example on page
88, the result of 37 means that the harvester has
finished harvesting the three eyes and teeth (DC
25) and has started on the hide, The fact that the
result didn’t meet the DC for the hide (45) means
the party didn’t finish harvesting it before it de-
graded. The harvesters never began harvesting the
essence; that would require a result of 46 or higher.
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DURATION & DEGRADATION

¢ Horvesting o creature is o roce ageinst fine: the

componens nust be assersed, corved up, rected

end correeilly stored before fhe lofer Lage

leaves fhe bod. The Hhird Law of ercanodupaiics

lates Hhof *te Lorger fhe creatuse, fle slower

fhe rofe of orcaicol leckage’ Trouslotion get fo
1 ork quicldlq or el bove o hord fine of i,

— Heliana, Acsdebic & lotpirational Speaker

Duration. Harvesting a creature takes a set du-
ration based on the size of the creature (see harvest
time in the table below)

CREATURE SIZE AND HARVEST TIME

ASSESSMENT AND CARVING

P ot everyame hos both Fhe Lnowledle and he
sleads boud 1o correet by budeber avdl sfore
wagicol componads. I qou o't foo brigh, er if
o flopping Fsh con bold o Loste better Hhan qou,
fhen prrkap qou should feah up uifh someone who
Lo Hhe slills qou dow't. Or st give up and leove

Uit o us pros.

— Heliona, Brains end Brawn

The Harvesting check is the summed total of two
ability checks: Assessment and Carving, A single
ereature can make choose to make both checks;

if it does so, it makes these checks with disadvan-
tage. With all Harvesting checks, the skill used
for the check depends on the type of creature the
characters are attempting to harvest. For example,
beasts require a Survival check while abemrations
require an Arcana check.

CREATURE TYPES AND ASSOCIATED SKILLS

Creature Type  Harvest Skill

CreatureSize  Harvest Time
Tiny sminutes
Small 10 minutes
Medium 15 minutes
Large 30minutes
Huge 2hours
Gargantuan  12hours
DEGRADATION

To keep the game fowing, Helsana’s Guide offers
the concept of degradaion; the adventurers have
only a short time, post-mortem, to harvest compo-=
nents. Spells like gent/e rgpase do not prevent this.
This rule prevents the aftermath of each fight from
becominga harvest-fest by limiting the number of
creatures that can be harvested,

The Rules. For harvesting to yield magical com-
ponents, a harvester must begin harvesting a corpse
within 1 minute of the creature’s death and, once
it has begun harvesting, not cease harvesting the
corpse for the duration of the check. As the shortest
harvest time of any creature is 5 minutes, a char-
acter only has time to harvest one creature after a
battle before the other creatures have degraded.

Aberration Arcana
Beast Survival
Celestial  Religion
Construct  Investigation
Dragon  Survival
Elemental Arcana
Fey Arcana
Fiend Religion
Giant Medicine
Humanoid  Medicine
Monstrosity  Survival
Qoze Nature
Plant Nature
Undead  Medicine

Assessment. To correctly assess how best to

extract and store creature components, a character
must make an Intelligence check. The skill applica-
ble to the check depends on the type of creature, as
shown in the Creature Types and Associated Skills
table. A creature attempting this Assessment check
is known as the assessing harvester.



NARRATING THE HARVESTING PROCESS

With so many different skills and abilities in use,
narrating the process to your players in an evocative
fashion can help it all make sense. Below are ideas
£0 help you describe how harvesting might look
when performed on different creature types.

Arcana: Elemental, and Fey. These
creatures are so wild and magical that only knowl-
edge fostered by the study of the arcane can help

preserve and store them. Figuring out which bits do
what is part and parcel of dealing with these evolu-
tionarily unique creatures.

Investigation: Constructs. Whether fleshy or made of
stone and metal, these things were made by hand’
and can thus be unmadein the same way. Loosening
screws, picking apart stitching, and deciphering how

0 y di th
neat piles of undamaged goods.

results in

Medicine: Giants, Humanoids, and Undead. Dissect-
Ing a humanoid s just like surgery; sharp tools and

materials similar to humanoids, albeit that these
components have been magically enhanced by nec-
romantic magic and are way smellier.

Nature: Oozes and Plants. Harvesting plants is
second nature to any green-fingered folk—pruning,
combing roots, and skinning bark. Once an coze has

been defeated, gathering the few components it
yields has much in common with collecting naturally
occurring moulds, fungl, and primordial siimes.

Religion: Celestials and Flends. The souls of celestials
and to their planes to find
new forms upon death. For this reason, knowing the
correct religious practices can recall shreds of their
soulinto the ashes they leave behind. However, to
fully harvest such creatures, they must be slain on
their home plane, or killed within a magic circle.

Survival: Beasts, Dragons, and Monstrosities. Don't
ever say this to a dragon, but whenit comes to inter-
nal anatomy, they're not that different from beasts

r muscle from bone. While
most humanoids yield fittle in the way of magical
components, the flesh of glants Is infused with the
primordial elements themselves. Most undead yield

Although beasts tend to yield the
magical ads o
scaled in an almost identical manner to

a crocodile or medusa.

~

Carving. Skill with a kaife is the proven method
of harvesting components. A creature attempting to
harvest a corpse makes a Dexterity check. The skill
applicable to the check depends on the typs of crea-
ture, as shown in the Creature Types and Associat-
ed Skills table. A creature attempring this Carving
cheek is known as the carving harvester.

Rituai Carwing. For some creature types, mag-
ical rituals can be performed instead of getting
elbow-deep in grisly viscera, When making a
Carving check to harvest an aberration, celestial,
elemental, fey, or fiend, a carving harvester with
a spellcasting ability can make the Carving check
using that ability instead of Dexterity.

Spelis and Buffs. For a spell or magical effect to
have any influence on the outeome of harvesting, it
must affect a harvester for the entire duration of the
Harvesting check (see Creature Size and Harvest
Time table on page 90). For this reason, spells

14

with a duration of 1 minute, like Bless and guidunce,
never confer their bonus to the result of the check
A spell like enkance abiliry, which lasts 1 hour,
could confer its advantage to a Harvesting check 5o
long as the spell begins before the check starts and
does not end until after the check is completed.

Assessment check =1d20 + Intelligence modifier +
proficiency bonus (if applicable) + other modifiers
that normally apply to the check

Carving check = 1c20 + Dexterity modifier* +
proficiency bonus (if applicable)

“or Spellcasting abi

Harvesting check = Assessment check result +
Carving check resut

i

-

Helpers. Creatures not imvolved in assessment or
carving can help! The number of creatures that can
help depends on the size of the creature being har-
vested (see table below). I a helper has proficiency
in the skill associated with the monster's type, the
helper adds its proficiency bonus to the Harvesting
check’s result. If the helper doesn’t have this pro-
ficiency, it adds half its proficiency bonus rounded
down, instead. Helpers must help for the enire du-
ration of the harvesting procedure to add this bonus
and are considered assessing harvesters for purposes
of Failing With Consequences section (page 94).
‘This takes the place of the Help action.

HARVESTING AND HELPERS

CreatureSize  Maximum numberof helpers

Tiny o
Small 1
Medium 2
Large 4
Huge 6

Cargantuan 10

A - [N

NARRATING THE OUTCOME

Alow result on the Harvesting check might
indicate eithera lack of knowledge about the.
creature, poor carving skills, or that the corpse is
Intoo poor a condition to yield many salvageable
parts. A high result, on the other hand, might
mean the assessing harvester has an in-depth

ofth

that the g har-
vester has a steady hand, or that the corpse is in
surprisingly good condition.
~ B
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RESULTS & REWAR

A character receives each component for which it
meets or exceeds the DC in the harvest list. This is
cumulative; for example, a Harvesting check of 37
on the aboleth example on page 88 yields three
eyes and a pauch of reeth. The hice and robust essence
are not harvested, as the result of 37 is lower than
the DCs (45 and 75, respectively).

Creaturs Types. Components sourced from
different creature types are distinct. For example,
while a thino, demon, and minotaur might all give
horns, they are knoven as a beast horn, fiend horn,
and monstrosity horn, respectively. This is impor-
tant as each horn is used to craft different things!

OPTIONAL RULE: METATAGS

Metatags increase the complexity available with-
in crafting by expanding the number of possible
components. If you like more detail in your game,
then read on! However, if you like to keep things
simple, feel free to skip this section, or just apply it
on quests for specific magic items. For example, an
adventurer who really wants a flame fongue weap=
on might be sent on a quest for a dreath sec from a
fire-breathing (brass, gold, or red) dragon.

Nomenclature. Metatags specify the size and
name of the creature that bore the component in
parentheses at the end of the component’s name.
For example, without metatags, a horn from a rhino
and a horn from a goat are both known as beast
horns. With metatags, these are two different
horns: a beast horn (Large, rhino), and a beast
horn (Medium, goat).

Crafting. If a player character uses the exact
metatag component called for by a magic item,
you can reward the player by granting them ad-
vantage on the check to craft the item. For exam-
ple, without metatags, any dragon’s eye can be
used to craft a ring of poison resistance. With metat-
ags, an adventurer has advantage on the check(s)
if they use the eye of a preen dragon, rather than
the eye of any other colour of dragon.



OPTIONAL RULES

This sectien contains options for a seasoned GM to
help enhance the gaming experience. The follow-
ing rules can help with scenarios such as ruining
components with corrosive acid, exploding dragon
breath sacs on a failed Harvesting check, and limit-
ing the number of components that can be harvest-
ed with the introduction of harvesting supplies.

RUINING COMPONENTS

After deluging a creature in a torrent of acid, it
wouldn't be a stretch for a harvestes to ask: “Zs.. &
the pelt okay though?™ These optional rules give you
tools to impose penaltics on harvesting after killing
a creature in a particularly gruesome manner. Two
factors influence how components may be ruined;
damage type and damage quantity.

DAMAGE TYPES

Damage types that can ruin components are
referred to as ‘destructive damage types’. When a
component is ruined by a destructive damage type,
you can impose penalties on checks or the availabil-
ity of components (see Consequences, below).

Simphified. Acid, fire, and necrotic damage are all
well-documented means of disposing of corpses and
thus can ruin components. These are all destructive
damage types.

Detailed. Tn addition to acid, fire, and necrotic,
any damage type to which a creature is vulnerable
is added to the list of destructive damage rypes for
it. This includes tsmporary vulnerabilicy imposed
by spells or other magical effects. Damage types to
which a ereature is resistant aren’t considered de-
structive damage types for that creature, Resistance
trumps vulnerability; if a creature has both vulnet-
ability and resistance to a damage type, then it isn't
considered a destructive damage type for that crea-
ture, Damage types to which a creature is immune
are moot as the creature can't take this damage.

DAMAGE QUANTITY

There are two options for deciding how much dam-
age of a destructive type is enough to ruin compo-
nents: the killing blow (simplified method) and the
percentage of hit points (detailed method). Addi-
tionally, massive damage also ruins components.

Simphified: Killing Blow. Tf a creature dies to 2 de-
structive damage type, then its components are ruined.

Detailed: CR. If a creature takes an amount of
destructive damage equal to or more than ten times
its CR, the components are ruined. This method
requites a little more legwork to keep track; consid-
er using the detailed method for boss monsters, and
the simplified method for all other creatures:

+ Note what damage types are destructive for the
ereature in question.

+ Whenever the creature takes damage of a
destructive damage type, keep track of this
cumulative value. Don't count damage dealt to
temporary hit points towards this value.

+ When the creature dies, check if the destruc-
tive damage value exceeds ten times the crea-
ture’s CR. If so, the creature’s components are
ruined. Long rests reset this damage counter;
sometimes, it can be wise to let a kill escape and
hunt it another day!

You can narrate the physical appearance of the
target creature degrading each time it takes destruc-
tive damage, upping the ante in a fight and pro-
viding a new tactical angle for the players. Player
characters proficient in the skill associated with har-
vesting a creature type (see page 90) might even
get special insights into the components’ condition
before the creature is killed.

Massive Damage. If a creatute takes damage
that reduces it to 0 hit points and there is damage
remaining, the creature's components are ruined
if the remaining damage equals or exceeds its hit

point maximum.

OUTCOMES

When components are ruined, you can impose
penalties in two ways: by making harvesting harder
o by removing components.

Salvaging Difficulty. In all cases, if components
are ruined, they are much harder 1o harvest, All
Harvesting checks for that creature are madc av
disadvantage.

Unsalvageable. At the GM’s discretion, they
can choose (randomly or atherwise) any number of
components that a creature would normally have
available to harvest. These are destroyed and are
unharvestable. The more destructive damage a
creature takes, the more components are destroyed.
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FAILING WITH CONSEQUENCES

Harvesting isn’t safe! A misdirected cut can have
permanent consequences, especially when harvest-
ing more volatile corpses. Life is a learning curve;
whether you reveal that a component is volatile or
not before harvest is entirely up to the GM!

VOLATILE COMPONENTS

Creatures with area of effect abilities, such as a
dragon’s breath weapon, ean have volatile compo-
nents {marked with a superscript 'v':*). If the har-
vesters start harvesting a volatile component, like
a dragon's éreath sac, but don't finish harvesting i
the volatile component can explode (GM's discre-
tion), affecting all the harvesters. Use the ereature’s
unique ability to decide the save DC volatile effect.

For example, a Harvesting check result of 12
when attempting to harvest an adult red dragon’s
breathsac (DC 25) means the sac isn’t harvest-

ed and that both harvesters must make a DG 21
Dexterity saving throw against the dragon's Fire
Breath as if it were alive.

GM: Okay Curf and Mizzard, you tried to harvest
the adult red dragon’s breath sac, andgot a
12. In your rush to extract the fiery organ be-
fore its magic expires, you accidentally nick ic
with a scalpel. | need you each to make Dex.
terity saving throws against its Fire Breath.

Gurf: Uh oh.

SPECIAL DAMAGE
1f a creature deals an additional damage type when
it hits with an attack, such as a giant scorpion’s sting
which deals poison damage, a carving harvester can
accidentally hurt itself while working on the corpse.
Natural 1. If either harvester rolls a 1 on their
check (before adding modifiers) that harvester takes
damage equal to the creature”s additional damage. If
the additional damage requires a saving throw, then
the harvester makes the saving throw as if it had been
hit by the dead creature’s weapon attack.

Esample. For example, a Harvesting check result
of 11 when trying to skin an ice devil (DG 20)
results in no components and the carving harvester
taking 3d6 cold damage. If it were a poisonous snake
instead of an ice devil, then the carving harvester
would take 1 piercing damage and make a Constitu-

tion saving throw against the snake’s poison, just as
if it had been hit by the snake’s bite attack.

Mizard: Heellllp I'm dyiiing.

Gurf: | want a snakeskin belt; | try to harvest the
snake?

GM: On your ewn?
Gurf: Yarp.

GM: Okay, give me one Intelligence (Survival)
check, and one Dexterity (Survival) check.

Gurf: .. Intelligence check is a natural 1, plus 3,4.
Dexteritylsa 9, plus 7, 16. That's 20 total.

GM: You accidentally pick up the snake by the
wrong endand catch yourself on its fangs.
Make a Constitution saving throw.

Gurf: 'm good at these... 21 total!

GM: You take half of 2d4 poisen damage, and man-
age to successfully harvest the snake’s skin.

STORAGE AND SUPPLIES

The result of the Harvesting check encapsulates the
entire process, including the storage and preserva-
tion of the extracted components. To achieve this, a
harvester needs to have the correct supplies {con-
rainers, solvents, disposable gloves etc.) with which
1o store these components. Many a novice harvester
has returned home empty-handed, claiming to
have successfully skinned a dragon but not having
anything to show for it as they lacked the necessary
supplies to preserve it for the journey home.

A
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PLACING LIMITS

This optional rule helps limit how many compe-
nents your party can acquire on a single foray
into the wild. This rule is useful if you don’t use
‘encumbrance or weight in your campaign.
-
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HARVESTING SUPPLIES

Scalpels, ether, incense, and glass vials are amongst
the myriad materials a harvester needs to effective-
Iy do thei job. For the sake of simplicity, all these
mundane materials arc termed ‘harvesting supplies’



and can be purchased from an appropriate crafts-
person, arcane stote, or temple. Every 50 gp worth
of harvesting supplies weighs 1 pound.

Harvesting supplies are expended when the Har-
vesting check is rolled, regardless of the components
gained. Each time a character attempts to harvest 2
creature, they consume a value of harvesting sup-
plies, measured in gold pieces, equal to the compo-
nent DC of each component they begin harvesting:

Harvesting supplies cost (gp) = Combined
DC of each for which
harvesting was started

Example. Tn the aboleth example (page 88),

the harvesters try to harvest six components. As the
result of the check (37) doesn’t meet the DC of the
5th component (the hide; DIC 45), this component
isn't harvested. The harvesters never start harvesting
the 6th component (DC 75). Regardless of which
components are acquired, the supplies would cost
45 gp; the combined DC of the first 5 components,

A -
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RuLES REMINDER: STARTING & FINISHING

A to have beg| ng

component If t surpasses the Harvest DC of the

previous component. See Starting & Finishing on
page 89.
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TRADING

Though only the appropriate crafrspeople knove
how to properly use creature components, their
rarity makes them valuable commaodities. If your
playess can find a buyer, well-preserved compo-
nents are sure to fetch some coin!

FINDING TRADERS e

When the party doesn't have access to its regular
clients, such as when entering an unexplored city,
locating a purveyor of magical components can be
quite the task. Finding a trader who's prepared to of -
fer a good price is a matter of inquiry, haggling, and
location. Cities are more likely to have wizards and
‘magic crafispeople than hamlets out in the wilds.

Characters looking for a buyer or seller must
spend one day questioning the locals and paying for

information. At the day’s conclusion, a character
must pay 25 gp and make two checks: one Iniel-
ligence (Investigation) check and one Charisma
(Persuasion) check. Add the results of the two
checks together and consult the table below to deter-
mine what a trader is prepared to offer, if anything,

FINDING A TRADER
Check Total Buyer'sOffer Seller'sOffer
110 Nobuyer is found. No seller is found
T-25 50% 150%
25-50 100% 100%
s+ 120% 80%

Optional Rule: More People, More Chances. The
larger the city, the more often the party can search
for a trader, and the greater the chance a trader

can be found. The following table gives modifiers
you can apply to the result of the search for a trader
based on the size of the sectlement. The reset time
indicates the duration that must pass before search-
ing for a new trader yields a different result.

TRADER REFRACTORY PERIOD

Settlement Population  Modifier ResetTime

110 az 1year
1100 B Smonths
1011,000 4 3manths
1,001-10,000 o 1month
10001100008 +4 Tweek
100,0011,000000 48 3days
1,000,001+ 2 1day

i
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Gold Costs. Economies vary from game to game, and can
even vary wildly in differeat locales of your ovn world. As 3
sule of thumb, a magical component can be sold toa trader for
five times its component DC in gold picces or purchased from a
trader for ten times its component DC in gold pieces, Vendors
generally sell components for twice the price they buy them.

Harvesting Supplies. To account for the cost of harvesting
supplies (if you use that optional rule; page 94), it is recom-
mended to increase the sell value of components to six times the
compenent DC and the buy value to twelve times, instead of
five and ten times.

Trading Components: Quick Reference. The tables below
summarise the value of different components using the different
optional rules. When you've decided on a ruleset, simply use the
columns that apply to you.

TRADING COMPONENTS

ComponentValue
DT sell Buy Sell Buy
s 58P 50gp 308p sogp
10 sogp 100 gp 6OED 1208p
5 SEp 150gp 90gp 180 gp
20 1oogp  200gp  120gp 2408
25 1asgp 50gp  150gp 300gp

ding essence (see Below)

Essemce. Essence has a different price structure to ather com-
ponents. This is due to the common accurrence of its less potent
versions and the extreme rarity of its most powerful versions.
“The values in the Trading Essence table indicate selling to or
buying from a trader.

TRADING ESSENCE

Component Value

With
Essence
sell Buy Sell Buy
Frail essence s0.8p 100 gp 758p 1508p
Robustessence 250 gp soogp 280gp 560 P
Potentessence 1,500 gp 3000gp 15358 30708p
Mythicessence  8oo0gp  16000gp  B.O4OEP 16,0802

Deificessence 80000gp  160,000gp  80,050gp  160,100gp




HARVEST TABLES

This sectien presents the components that may

be available for each creature type. When a play-
er declares their intention to harvest a creature,
consult the relevant table in this section and choose
the components that make sense for the creature.
For cxample, an aboleth has tentacles, eves, mucus,
blood, and a hide, but doesn’t have claws, chiin, or
antennae.

Multiples. An aboleth usually has three eyes
The Harvest DC is for each eye. A crafting recipe
rarely calls for more than one component. Howey-
er, because the players want the legendary rome of
living memories, crafted from three of the aboleth
broodmother’s eyes (page 362), the harvesters
should add three eyes at the start of their harvest
list, at DC 5, 10, and 15, respectively.

Superscripts. Some harvestable components have
small superscript. letters after their name. A *v’ ind|
cates the component is volatile (see page 94) an
°E’ indicates they are edible (but aren’t used to craft
items), while an ‘E+" indicates they are both edible
and used in crafting. Components whose edible cat-
egory is not obvious (such as primordial dust being
a spice) are indicated with an asterisk and explained
below the table. See page 138 for more on edible
components.
- - (S
UNUSUAL ANATOMY

If a creature has some Interesting anatomy not
on the appropriate harvest table, you can grab
+

Creatire SComponentife it itemiRarky

36 25 Faaif essence Uncommeon
n 30 Robustessence  Rare
27 3 Phtentessence  Very rare
1824 40 Mythicessence  Legendary
25+ 50 Deificessarce  Artifact

You can’t harvest a lower-level essence from a
higher CR creature—they have only one essence,
the one dictated by its CR!

Mythic Creatures. Some of the boss creatures

in this book have mythic traits. Sometimes, these
traits are only active in the higher-level version of
the hunt. For example, in the 7izls of Tewo Tarils hunt,
the CR 10 pygmy rakshasa has a mythic trait that
israted CR 14.

If a creature has a mythic trait that, when acti-
vated, causes the creature to be a higher CR, treat
the creature as being the higher CR to determine
its level of essence. In the pygmy rakshasa example,
the 13th-level CR 10 version would yield a rogrest
essence while the mythic GR 14 version would vield
1 porent essence.

Appearanee. Essence can look like whatever

you want it to: a nebulous ball of energy, a random
creature component, or something you extract into
a crystal to make it glow . “This is intentionally unde-
fined to let you build your avn world!

P

1

and DC from a di
type’s harvest table.
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ESSENCE = =

ESSENCE & BALANCE

Because essence can only be gained by har-
vesting high CR creatures, it acts as a gating

Essence is required to craft more powerful magic
items. It comes in five forms;: frail, robust, potent,
mythic, and deific. These essences are required to
craft items of uncommen, rare, very rare, legendary,
and artifact raricy, respectively. Whilst essence can
be extracted from all creature types, the essence
available depends on the creature’s Challenge Rat-
ing. The following harvest table can be appended to
all the monster harvest tables in this section.

to limit the power of items the party
can craft. If you want an especially high magic
<ampaign, consider decreasing the CR at which
essence can be harvested. This will allow more
powerful items to be crafted at lower levels. if

you want alow-magic campaign, do the opposite.

GM Tip: Boss Essence. When it comes to crafting,
only an essence’s rarity matters, not the crea-
‘ture it comes from. The most valuable parts of
boss monsters are their unique components, not
their essence!

~ -~
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Hailing from the Anomalies, distant planes of exis
ence far from the logical wheel,

uable. Despite only a few mortals being able to claim
they've seen them, unicorns arc the most common
celestial. Their horns and blood are prized for their

the physiology of these creatures tends to be wholly
dissimilar to those of the Material Plane's denizens.
However, sporadic similarities between the anato-
my of an aberration and that of beasts or humanoids.
have given rise to the hypothesis that perhaps aber-
rations have been more... ‘involved' in evolutionary
history than scholars might currently understand.

ComponentDC  Components

5 Antanna, eyet, flashf, phial of bload®™

10 Boe™, egy fat®. pouch ofclaws, pouch of teeth
15 Hears®, phial of mucus, liver', stinger tentacle
20 Brain®, chitin, hide. main eye

m—_

Natural fauna of the Material Plane, beasts have
one of the most diverse arrays of harvestable prod-
ucts, second only to the magically-augmented mon-
strosities. Unfortunately, being natural products,
they have a low magical potency; the items crafted
from them tend not to be particularly powerful

Opiionai Rule: Supply & Demand, Because of
the prevalence of bestial components, you can halve
their buy and sell values. If properly preserved, they
stil retain some magical value, which is the key
difference between an eye from an alchemist and an
eye from a buicher.

ComponentDC  Components

5 Antenna®, eye=, flesh’, phial of blood™
Beak, bone®,egg®,fat®, fn, homn, pairof
10 antiers, pair oftalons, pair of tusts, pincer;

povich of claws, peuch of teeth

Heart", hver, paison gland, pauch of
feathers, pouch of seales,stinger.tentacie

20 Chitir scaly hde, pelt

o ectble eompanets: antenze cas be

edaseyes.

Innately good beings, celestials call the heavens home.
Because of their inherent magic, good nature, and
tendency to disintegrate upon death, celestial compo-
nents are both extremely rare and astoundingly val-

and revivifying eflects.

Extraplanar Recall. As the bodies of celestials
disintegrate upon death, shunting their souls back
to theit home plane, only pouches of dust can be
harvested if the creature s killed anywhere other
than its home planc or in a magic circle.

Optional Rule: Supply & Demand. Because of the
rarity of celestial components, you can double their
buy and sell values.

ComponentDC  Components

5 e, flest, phialofblcod, pouch of duste"
10 Bone®, fatt® horm, pouch f teeth

15 Heart, liver posch of eathers,pouch of sales
20 Braint, shin

25 Souk

Whether made of flesh, scone, or metal, these
machines all carry a spark of life within them. How
they behave depends on the instructions with which
they were programmed. In clay golems, for example,
these instructions are inscribed upon a piece of mag-
ical parchment implanted within their craniums.

ComponentDC  Components
Phial of blood®, phial of oil*" phial of

o sap", pouch ofdist
10 Fiesh®, metal plating, store
15 Bane™, heart®, liver”, gears.
20
25 Lifesparke
“Regarding edite compenents: phials of ol are fat and sap s blood

‘_

Underneath the gold, scales, and arrogance is an
Ay b Bla B Ak Faase e Hima oL OF
particular note are dragon hecrss and breath sacs. Fi-
bres from the former can provide the core of magi-
cal wands or enchanted bowstrings, whilst the latter
are extremely volatile and should be approached
with great caution, if atall...



Optional Rule: Supply & Demand. Because of the
rarity and power of draconic components, you can
double their buy and sell values

Component DC  Components

5 Ee, flesh, phial of bload™
Bone®, egg®, [ai", pouch of claws, pauch
10
ofteeth
15 Hom, lver* pouch of scales
20 Heant'
25 Breathsact

(ELEMENTAL S

Elementals are conglomerations of elemental energy
given thought. For this reason, little is left behind
when they die. An astute and fast-acting harvester
«can capture the core of un elemental, though to do
s0is fraught with danger.

Volatile Gomponents: Elementals. If a character
fails to harvest a volatile component, you can trigger
one of the following events, the effects of which
duplicate a spell but aren’t themselves spells. Use
a save DC of 13 and 16 for the wolatsle mote and
demenialcare, respectively. In all cases, only the
harvesters are counted as being in the effect’s area,
and all effects are instantaneous, ending immediate-
Ly afier riggering,

‘The harvesters must save against:
he Jightring bolt spell.

Earth clemental: the deprh charge spell (sec
Appendix B).
Tire elemental: the firedal/spell.

Air element:

Water elemental: a wave of water with the

effects of the wind weall spell.

Component D Components
5 Primordial dust™*
15 Volatile mote of ai/earthfire/watar’
Elemental core of airfearthifirehwater”

g edible components: primordial duse s spice.

The fey are an emotive class of creature whose mor-
pholagy encompasses the breadth of beasts, human-
oids, and beyond. A magical component unique to
fey is their psyche. This volatile, impulsive mass of
emotion becomes detached from the minds of these
especially charismatic crearures shortly after death
Any nearby creature can find itself the unwitting host
of this cranial stowasway if it isn't propesly handled

Volatile Component: Possession. If harvesters start
but do not finish harvesting a psyake, the carving
harvester must succeed on a DC 15 Charisma say-
ing throw or become possessed by the fey’s psyche.
The possessed creature is incapacitated and loses
control of its body. The psyche now controls the
body but doesn’t deprive the target of awareness.
The psyche can’t be targeted by any attack, spell,
or other effects, except ones that turn fey, and it re-
tains its alignment and immunity to being charmed
Tt otherwise uses the possessed targer’s statistics but
doesn't gain access to the target’s knowledge, class
features, or proficiencies

“The possession lasts un

il the body drops to ( hic

points, the psyche ends it as a bonus action, or the
psyche is turned or forced out by an effect like the
dispel evil and good spell. When the possession ends,
the psyche disappears into the ether.

ComponentDC  Components

5

Antennas”, eye®, flesh®, phial of blood*
Beak, bone=", eggf, horn, paie ofantlers,
pairof talors, pairof tuste, pouch of clws,
pouch ofteeth

Heart™, fat™, liver®, pofson gland, pouch
offeathers, pouth of scales, tentacle,

tongue
Brain, scaly hide, skin, pelt
Psyche”

e compane s ntei e ca b usad Seepes

.
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The antithesis of celestials, fiends creep out of the
Lower Planes to cause chaos and suffering, tricking
humanoids into forfeiting their souls. The compo-
nents of fiends are separated into three subtypes:
demon, devil, and yugoloth, corresponding with
their crearure subtype tags. The chaos that per-
vades the body of a demon provides remarkably
different properties to the deceit that runs through a
devil's veins,

Extraplanar Recall. As fiends’ bodies disinte-
grate upon death, shunting their souls back 1o their
home plane, only pouches of dust can be harvested
if the creature is killed anywhere other than on its
home plane or in a nagic circle.

ComponentDC  Components
s Eve", flesh, il ofblooct", pouch of dust™
10 Bone hom, pauch of tezth
Heart™, fat™ liver", polson ghand, pouch of

5 feathers, pouci of scales,
20 Brain®, skin
25 Sour

“Regarding edible component

M

Giants carry within them the remnants of the
primordial chaos that once mixed with the Material
Plane. Their blood, heart, and marrow all earry the
elemental power imbued in their ancestors and can
be decocted into a variety of protective potions and
materials. But beware; being found in possession of
a giant’s component by any member of the ordning
carries a death sentence.

porich oFdustis spi

ComponentDC  Components

5 Eye, flesh, mail, phial of blood*
1 Bone", fai", tooth
15 Heart™, liver™
20 Marrow, shin
s ml——
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Second only to beasts, humanoids are the most nu-
merous of all creatures found on the Material Plane.
Though some species—such as elves, gnomes,

and dragonborn—are innately more magical than
others, their components are almost impotent in
comparisan to the truly magical monsters out there
Because of this, and due to the grisly, cannibalistic
nature of harvesting another humanoid, their com-
ponents are little sought after.

Optional Rule: Supply 8 Demand. Because of the
low demand for humanoid compenents, you can
halve their buy and sell values. In fact, it's unlikely
any respectable establishment will carry them.

ComponentDC Components

s Eye.phialofblooa®

10 Bone,egg”. pouch ofteeth

" Hear ¥, Iver™, pouch of eathers,pouch of
scales

20 Brain®, skin

[MONSTROSITY -

“Though monstrosities may appear to resemble
beasts or humanoids, they share one key difference:
the origin of all monstrosities is magical. While hu-
mans may have evolved from dumb apes to slight-
Iy-less-dumb apes (with a little prodding from the
gods), monstrosities were magicked into life.

An apt example is the owlbear; though seemingly
a simple bestial chimera, the magic that brought
it about renders it immune to the lesser spells that
might affect true beasts. For this reason, monstros-
ities yield some of the most useful magical compo-
nents found without leaving the Material Plane.

ComponentDC  Components

5 Antennat, epe®, flesht, phial of blood™
Beal, bone®, eggf. far®. fin. horn, pair of
© antlers, pair of talons, pair oftusks, pincer,

pouch of claws, pauch of teeth
Heart®, liver®, poisor gland, pouch of
feathers, pouich ofscales, stinger tentacle
20 Chitin, scaly hide, pelt



M—

‘There is little to oozes other than their internal flu-
id and the membranous sacs that encapsulate them.
Many oo#es rely on astringent acids to dissolve their

prey, which can preserve the more resilient material
of their kills, For this reason, professional harvest-
ers often refer to oozes as ‘treasure sacs's

know when you might find a dragon’s bone!

Component DC  Components

5 Phial of acid®”
{r) Phial of wucus'™
15 Vesidle"

20 Membrane

1 st

Optional Rule: Hard Bits. When an ooze dies, roll
a d100 and consult the Ooze's Random Compo-
nents table below to determine what's on offer. Use
other creature types’ harvest tables to allocate a DC.

0Oo0ze’s RANDOM COMPONENTS

100 Components
120 Nothing
2 Pouch of claws (aberration)
2 Pouch of teeth (aberration)
3 Bone (aberration)
24-27 Horn tbeast)
2830 Pouch of teeth (beast)
335 Bone (beast)
3% Horn feclestial fey/fiend)
a7 Bone (celestial ffey/fiend)
3839 Bone (canstruct)
40-41 Pouch af claws (dragon)
42-43 Pouch of teeth (dragon)
aa-as Bone (dragon)
46-47 Tooth (glant)
48-49 Bane (giant)
50-56 Pouich of teezh (humaneid)
57-68 Bane (humanaid)
6973 Pauch ofclaws (monstrosity)
74°78 Pourch of teeth (monstrosity)

7988 Bone (monstrosity)

89-92 Pouch ofteeth (undead)
9396 Bone (undead)

©7-99 Roll twice more on thistable
100 Roll thrice more on this table

Wizards are well-known for their blinkered ap-
proach to classification, relying almost solely on
magical properties rather than evolutionary history.
Containing both photosynthetic and fungal organ-
isms, the category of ‘plant’ is a taxenomical mis-
nomer, However, the magical properties of compo-
nents derived from fungal species have a surprising
similarity to those of treants and awakened shrubs,
which is the likely cause of this etymological error.

ComponentDC  Companents
5 Phialofsap", tuber™
Bundle ofroots®", phial of wnx™, pouch of

20, hyphaet™", pouch of lenves

o Polsonglawa” pouch ofpllen=", pouch
of spores™

20 Bark®™, fungal maernbranc™

geih < sapfiblood i

hyphac are b
azcspios, bark

waxis fat, poison g]

Though the undead might appear like less robust
beasts or humanoids, they are thrumming with nec-
romantic energy. The bone of an animated skeleton
has more magic in it than the brain of a gnome, and
the marrow, if properly extracted and preserved

has astounding healing properties.

ComponentDC  Components

5 Eye", bone'~ phial of congealed blood™
10 Marrow, pouch of teeth, rancid fat%

15 Ethereal ichor™, undying flesh™

20 Undying heart'®

dible compenents: edhereal ickar i 5
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MUNDANE INGREDIENTS

Mining ore, gathering cotton, and felling trees

to gain these raw ingredients, and then smelting,
weaving, or milling them into usable materials is a
complex process. The following brief ruleset is a
simplification of that process to allow your players
to gather ingredients in the wilderness. For a more
streamlined game, vou can encourage your players
to buy these ingredients by having them readily
available in any village, town, or city.

Types of Ingredients. There are three classes of
mundane ingredients: minerals, fibres, and wood,
each of which requires particular tools and machin-
ery to gather and refine them, There is a fourth
category, food, that requires no machinery.

Finding & Refining Ingredients. Gathering
usable ingredients requires a creature to both find
them and refine them. For the sake of simplicity,
this process is reduced to a single check, typically a
Nature or Survival check using Strength, Dexteri-
ty, Intelligence, or Wisdom, which takes place aver
the course of 8 hours. Much like with tracking (see
Chapter 3), 2 GM ean encourage players to be cre-
ative in how they deseribe their process; smashing
lots of rocks in hope of finding ore might require a
Strength (Survival) check, while identifying rock
formations that typically contain the desired ore
might call for an Intelligence (Nature) check.

Depending on the type of ingredient, a creature
typically needs access to tools or machinery to
refine them into usable and saleable products. Ifa
tool is missing, the ingredient can't be harvested. If
the machinery is unavailable, then the ingredient
can't be converted into its product, and thus can't
be used for crafting, A crearure can carry an unte-
fined ingredient with them until such machinery is
accessible.

A B

-
MIXED ERVIRONMENTS

‘You can have forests in the arctic, coasts on the
desert, and be underwater in The Low. When
deciding on the DC for a particular check, choose
2 value that makes sense for you. An arctic forest
might be Just as likely to contain usable wood as

Caleulations. A creature must state what type of
ingredien it is searching for, make the appropriate
check, and then consult the DCs in the “Finding
Mundane Ingredients” table below, On a success,
a creature finds a number of units of that ingredicnt
equal to five plus five times the value by which the
DC is beaten:

Units found = 5 x (1+ check result - DC)

Mizzard: | desire to acquire some spidersik for a
new robe. | will use my knowledge of likely
giant spider locations within this forest,

Gurf: And I want wood. 'm gona chop it wiv my.
axe.

GM: Okay, Mizzard, make an Intelligence (Nature)
check, Gurf, a Strength (Survival) check.

Mizzard: Should be easy, | have a +17with my
expertise. That's 3 3. 20 total

Gurf: 15, plus 8, 23

GM: Gurt, you beat your DC by (23-5) 18 and find
(48 x 5+ 5) 95 urits of basic wood. Taking
it back to the sawmil, you produce planks
with a value of 95 cp. Mizzard, your check of
20 didn't meet the DC of 30. You search high
and low for giant spider nests in which to
harvest spider silk. Unfortunately, the forest
fire you caused burnt all the webs and the
spiders are pissed. Rollinitiative.

Optional Rule: Critical Success. Usually, you
can’t eritically succeed or fail on ability checks.
However, sometimes harvesters get lucky. If a
creature rolls a ‘natural 20" on one of its checks to
gather a mundane ingredient, consider awarding
it something more valuable: a gemstone, a nugget
of amber, or a rare truffle with a value equal to ten
times the player's level.

Material Value & Rarity. Silver, gold, platinum,
ine, mithral, silk, spidessilk, exotic woods,

one in temp: limes, so it more
sense to use the DCs fora forest when a player
expresses an interest in harvesting wood.

~ e -

and xyxlwood are rarer, more valuable ingredients
that can be found in the wilds. These ingredients
have a higher cost per unit acquired.




MUNDANE INGREDIENTS METADATA

e Tool  Madhnary Poduc gt GUEEL LEAGT Rt
Cotton, Fax 005 lbs 004lbs 1
Fibres  Blade  Loom Cloth Sk 0.5 Ibs 0.041bs 15p
Spidersilk 005 lbs 0o4lbs 1gp
Copperlon  0.081bs 0.021bs 1cp
Silver 008 lbs 002lbs 159
Cold ot Ibs 0.zlbs 15p
Oe  Pickaxe  Smeliery  Ingots .
Platinum 0.08lbs 0.02lbs PR
Adamantine  0.20lbs .05 lbs 100p
Mithral 004 lbs 001 lbs 10pp
BasicWood  o0slbs 0a51bs 15p
Wood Sawmill ;‘Ua[::”’ BxoticWood 05 lbs o.a5lbs 1gp
Kyxlwood 05lbs 0.25bs 10pp
e ofarefined unie s half s o rffned unit

FINDING MUNDANE INGREDIENTS

DChy Terrain
S o - 2 o £ = z
Type  Ingredient § ; & E = i B E g0 &
5
= O g = 2 £ >
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Cotton, Flax 56 20 40 15 5] 15 15 25 20 25 40
Fibres  Sillc €5 35 55 20 20 0 i 40 ES 40 55

Spidersilk 7 45 45 30 30 40 25 50 a5 45 45
Copper, Iron 35 S 15 3 20 s 25 5 EH 10 40
Silver a5 45 25 35 30 15 35 5 45 20 5o
ore Gold 50 50 30 40 35 20 40 20 50 25 55
Platinum 55 55 Ed 45 40 3 s0 28 55 o 6
mfm”t‘ "™ 6 60 4w so | 45 30 5 ;& 3 6
Basic Wood s 20 40 s 25 25 s B 5 4 30
Wood  ExoticWood & 30 50 15 30 35 15 40 3 50 40
Xyxhwaod 7 45 &5 0 50 55 30 &0 50 65 55 / MUNETE
Innately Magical Materials. Some rare, magical mithral armour), and xyxlwood (which can be used . HNB “H E Tu
materials don’t need to be enchanted or forged to to craft wood-based items). These magic items have g FuT T EM
make magic items; the result of manufacturing is a their own specific properties, are more durable, and 1
magic item, Three examples of this are adamantine deal maical damage (if made into weapons). See
(which can be used to create adamantine weapons page 125 in Crafting for more details.

and armour), mithral (which can be used to craft

Graren s | HaryssTivg
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b ond o
wlop-hop forge. tasfrs, rablers of all vorieties
exhance ou pun,froil corporeal forks with
dovaseting gl Now [k vof pung or oI
aliost beot Granimg Weetherts i an orn-urestle
nte AT R
shond being ticbled. But even | Fhe wighty Heliowe,
on. portiol o o togicol butileore or fuo.bn foct,
Lnede 4his b of plus hree bludgeoning portly
50 | could get an wpper bond on fle boolsworh
infestotion in e Ubrore. 15 gethng o bHle out
of bond..

— Heliana, Pest Confroller

This chapter is all about taking the magical com-
ponents you've acquired and turning them into
magic items. We'll first cover the three ways items
can be crafted—manufacturing, enchanring, and
forging—belore looking at the effects of success
and failure, crafting recipes, and building your own
magic items. This chapter concludes wich a heap of
tables containing recipes for crafting every item in
this book and the SRD (the free 5e rules).

How STUFF’'S MADE

You can’t craft a flame tongue longsword without
first creating a sword, Within this guide, there are
three types of crafting:

+ Manufacturing is the creation of mundane
(nonmagical) items from raw materials by a
creature proficient with a tool,

+ Enchanting is the magification of a mundane
item by a spellcaster to give it magical powers.

+ Forging is where both these processes are com-
Dined, allowing a non-spellcasting crafisperson
10 work magic into raw marerials as the item
takes shape.

There are two types of erafting checks: Manu-

facturing checks and Enchanting checks. Forging
requires the crafter to make both checks (with
modified rules). Although only spellcasters can
make enchanting checks, the forging process
allows non-spellcasters to make a modified en-
chanting check.

f
:
£
|
|

ANUFACTURING S

Despite an adventurer’s best efforts, they’re prob-
ably going to end up with one or two pieces of
nonmagical gear, Someone needs to make those
items, and the following manufacturing rules put
that power in the players’ hands. To manufacture

2 mundane item, a creature needs three things:
materials, a tool, and time. In some cases, a creature
might also need auxiliary equipment. Let’s take a
longsword as an example.

Materials & Cost. As a rule of thumb, the ma-
terial cost of an item is one-third of its purchase
value. Thus a 15-gp longsword requires 5 gp of raw
materials. The GM has great lacitude in deciding
what these mundane materials might be. The tables
on pages 108 - 110 summarise the material cost
of different mundane items.

Potion and spell scroll bases are unique in that
there is no base iter to compare the material cost
10; both cost 5 gp in raw materials.

Optional Rule: Difficuit Materials. Some materi-
als are casier to work with than others. For example,
dragon scales are especially tough, requiring leather-
workers to employ advanced techniques. When using
a difficult or unusual material in the manufacrure of
anitem, the GM can add +5 to the DC. Examples
of this might include armour made of bark, monster
hide, or dragon scales; weapons made of bone or
silver; and anything made of mithral or adamantine.

Abilities & Tools. The tools required to craft an
item depend on the item's type. The GM has great
Latitude in decidingif a tool is applicable or not, and
has the final say on the too] required for any item
In addition, different tools require different abilities
1o use them. Some tools, like carpenter's tooks, grant

a choice of abilitics, much like how finesse vecapons
let you choose Strengch or Dexterity when making
an attack roll. See the tables on page 107 for a
breakdown of teols, abilities, and item types.

Tool Proficiency. At the GM’s discretion, pro-
ficiency with 4 tool isn't necessary to attempt a
Crafting check that requires that tool. However, the
GM can decide that, if a character does not have
the required proficiency, it can still make the check,
albeit with disadvantage. This disadvantage can

be avoided if the character receives gnidance from a
book or a creature with the requisite proficiency.

Difficulty & Flavour. Mundane items have a
manufacturing DC associated with their item type;
the more complex the item, the higher the DC. See
the Manufacturing DC table on page 108 for the
full breakdowm.

Check. To manufacture an item, a creature must
gather the required equipment, materials, and tools;
and spend the requisite time crafting the item. This
time need not be continuous. At the end of the
crafting time,  creature makes a Manufacturing
check using proficiency with the appropriate tool. A
success on this check results in a complered item

STEEL LONGSWORD MANUFACTURING

Materials: 5 gp steel ingots

‘Time: 24 hours (3 workdays)

Tools: Smith’s tools

Manufacturing Check: DC 18 Strength (smith’s
tools)

i
f
=



ToOLS AND THEIR PRODUCTS

Tool Ability
Alchemists supplies  Intelligence
Brewer'ssupplies  Constitution®
Calligrapher's supplies  Dexterity

Carpenterstools  Dexterity or Strength

Cartographer's teols
Cobbler’s tools

Dexterity or Intelligence
Dexterity or Intelligence
Cook's utensils Constitution

Classblower'stools  Dexterity or Constituti

Item Types

Potions; miscellaneous (any salves or [otions)

Potions.

Scrolls

Ammunition (arrows and bolts), rods, staves, wands, weapons
(polearms, blowguns, clubs, darts, greatclubs, javelins, longbows, nun-
chucks, quarterstaves, shortbows, tridents); miscellaneous (anything
made of wood)

Maps; miscellaneous (anything involving paper)

Miscellaneous (footwear)

Food™

Rods, staves, wand. made of glass)

Herbalism kit Intelligence
Jeweller'stools  Dexterity
Leathervorker's tools  Dexterity
Mason’s tools Strength
Painterssupplies  Dexterity

Paisoners kit Dexterityor I

Potter's taols Dexterity

Smith's tools Strength or Constitution

Potions; miscellaneous (any salves o lotions)

Miscellaneous (anything involving jewels or precious metals)
Amour (lightar hide), weapons twhips)

Miscellancous (anything made of stone]

Scrolls

Poisons

Miscellaneous (anything made of clay)

Armour (heavy or medium except hide), rods, staves, wands, weapons
(axes, polearms, sviords, daggers, flails, javelint

Tinkerstools  Dexterity

Weaverstools  Dexterity or Constitution

Woodcarver's tools

Dexterity or Strength

s inwolves iare sampling than fs counterpar, %

**This s a new icem category

mauls, morningstars, tridents, war picks)
Rods, staves, wands, weapans (crossbows, irearms, tom mybows).
wondrous items (anything with a mechanism)

Armour (padded), weapons (nets, slings): miscellaneous (cloaks, hats,
robes, anything made of doth)

Ammunition arrows and bolts), rods, staves, wands, weapons
(polearms, blowguns, dubs, darts, greatclubs, javelins, longbowss, nuin-

maces,

chucks, harthows, ridents); (anythi
made of wood)
1 could belong o an cate gory: Uswally such icems specify I from which they ave made. The cstegory
ms
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MANUEACTURING DC

Item Type oc Time
Adventuring gear n 2hours
Ammunitien (x20) 13 1 hour
Padded, hide, shield 13 8hours
Leather, chain shir, ring mail 15 16 hours
it Chain mail 16 32hours
Studded leather scale mail 7 24 haurs
Breastplate, splint 18 40 hours
Halfplate 19 80 hours.
Plate 20 200 hours
Instrument 15 16 hours
Potion base 15 zhours
Ring 15 4 hours
Rod, staff, wand 7 8hours
Scroll base 15 2hours
Simple weapon 14 8hours
Weapon Martial weapon 17 24 hours
Magitech firearm 1 achours
Wondrous item” 15 8hours
“This o sgieal wondrius 2
e, e compunen costenticely ptothe 1 cost e saine a5 3 [ongsword. whilea bejeweled row

ARMOUR CRAFTING COSTS & PROPERTIES

Material

Item e Tool oC
Light Armour

GRERID Leatherworker or

weaver

Leather  3gp Leatherworker 15

Studded

leather 1580 leatherorker 17

Medium Armour

Hide  3gp leatherworker 13
Chainshirt 17gp Smith 5
Salemail 17gp  Smith 7
Breastplate 130gp  Smith 18
Halfplate 250gp  Smith 19

Heavy Arnrour
Ring mail 10gp Smith 15
Chain mail 25gp  Smith 16
Splint  70gp Smith 18
Plate  so0gp  Smith 20
Shield
s Carpenter smith,

of woadcarver

Time
{hrs)

2

8
2%
2%
40
20

1%
32
40

200

8

Item
Value

sgn
10gp

438p

10gp
50gp
£
400 gp
7508p

308p
58P
200gp
1,500 gp

10gp

Armour Class (AC)

1 +Dexmod
1+ Dexmod

12+ Dex mod.

12+ Dexmod (maxz2) —
13+ Dexmod (max2) —
14+ Dexmed (max2) —
14+ Dexmed (max2) —
15+ Dexmod (maxz) —

"
%
”
@

+2

Str

Stealth Weight

Disaduantage & b
—_ 1olb.

- 131b

= 12lb,
= 20lb,
Disadvantage 431b.
= 201,
Disadvantage 401b.

Disadvantage 40lb.

Str13 Disadvantage s51b.
Str15 Disadvantage 6olb.
Str1s Disadvantage 65 b



WEAPON CRAFTING COSTS & PROPERTIES

Name

Claw* 2gp
club 3cp
Dagger 7sp
Greatelub 7¢p
Handaxe 2¢p
Javelin 25p

Lighthammer  7sp

Mace 2gp
Quarterstaff 7¢p
Sickle 35p
Spear 35

Material
Cost

SiinpleMelee Weaporis-DC14; 8 hairrs

Tool

Smith 5gp
Carpenteror
woodaanver e
Smith 280
Carpenter 25p
Smith sgp
Carpenter,smith,
orwoodearver P
Masonorsmith  2gp
Masonorsmith  sgp
Carpenter,smith,
orwoodcarver

Smith 1gp
Carpener smith,
arwoodearver ' 8

1d6slashing

1d4 bludgeoring
1d¢ piercing
1d8 bludgeoning
1dsslashing
1ds piercing

1ds bludgeoning
148 bludgearning

1ds bludgeoning
104 slashing

1ds piercing

Weight

4lb.
4lb,
21b.

3lb.

Properties

Light, special

Light

Finesse, light, thrown {range 20/60)
Two-handed

Light, thrown (range 20/60)
Thrown (range 36/126)

Light, thrown (range 20/60)
Versatile (18)

Light
Thrown (range 20/é0), versatile
(1dg)

Simple Ranged Weapons - DC14; & hawrs

Ammunition (range 80/320). load-

Crosshows light  8gp Tinkerer 25gp 18 piercing 5lb e
Carpenter or >

Dart 20p e scp 4 piercing Yalb. Finesse, thrown (range 20/60)
Carpenter or z Ammunition (range 8of3zo),

Shortbow 2gp il 25gp 16 piercing IR

] Weaver or
i i eatherworker 1P M4 -
3 Carpenteror

Slingshot' 7¢p SpE Ly 2sp 1dé

Tommybow, " i _ Ammunition (range 80/160), relaad

i Tinkerer 1d piercing ey

Martial Melee Weapons-DC17; 24 hours

Bactleare 3gp Smith togp  1dsslashing alb. Versatile (d1o)

Flail g Smith 1ogp  1d8bludgeaning  z1b. —
Carpenter, smith, 2

Claive 78p orvoodemer 2089 1di0slashing &lb. Heauy, reach, two-handed

Greataxe w0gp  Smith 30gp 1dizslashing 7lb.  Heawy,two-handed

Greatsword. w7gp  Smith sogp  2dsslashing b Heavy, two-handed.

Haladie* 780 Smith 20gp  2d4shashing 5lb.  Finesse, two-handed, special
Carpenter, smith, :

Halberd 720 oot 20gp  1dioshshing 6lb.  Heavy, reach, two-handed
Carpenter, smith, T :

Lance igp o ey 1080 1di2 plercing b, Reach, special

Longsword 5gp Smith. 15gp  1dBslashing 3lb. Versatile 1dio)

Maul 3gp Masonorsmith 10gp  2débludgeoning 10lb.  Heavy, two-handed

as are new to Eeliana's Guide. Check ther out on pages 12
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Weight Properties

Finesse, versarile (1dg), special

Heavy, reach, two-handed

Finesse
Finesse, light

Finesse, light

Reach, tvio-handed, specizl
Thrown (range 20/60}. versatile
f1ds)

Versatile (1cho)

Finesse, reach

Ammunition (range 25/160), loading

Ammunition (range 30/120), light,
loading

Arrmunition (range 100/400),
heay, loading, two-handed.
Ammunition (range150/6c0), heavy,
two-handed

Special, thrown (range 5/15)
Ammunition frange 30/60), light,
reload (x™)

Ammunition (range100/200),
heavy, reload (x*"), two-handed.

Ammunition (range 20/60), loud
{1000}, reload (1), two handed
Ammunition (range 80/240). loud
(1000), reload (1), two handed
Ammunition (range 40/120), loud
(500), reload (2)

Ammunition (range 60/240). loud
(500), reload (6)

Ammunition (range120/480), loud
(500). reload (6). two handed

em
Name Tool Valye  Damage
Morningstar sgp Smith 5gp  1d8 piercing 4lb.
3 Carpenter, smith,
Nunchuck 3gp ™ 10gp  1dabludgeoning  2lb
" Carpenter, smith, o
Pike 25 o dcarer | 5gp 1dioplercing 181b.
Rapier Bgp  Smith 15gp 18 piercing 21b
Scimitar sgp  Smith 25gp  déslashing 3lb,
Shortsword 3gp Sinith 1wgp 6 piercing 21b
Tetherhook® 5 gp Smith 15gp 8 slashing 3l
Carpenter or 5
Trident Zen S sl sgp e piercing 4lb
War pick 2gp Smith sgp 18 piercing 2lb.
Warhammer  sgp Masonorsmith 15gp  1ds bludgeoning  21b
Whip 75p Leatherworker  2gp  1d4slashing 3lb.
Martial Ranged Weapons -DC17; 24 hours
Carpenteror
Blowgun 3gp pe i 16gp  1piercing b,
Crossbow,hand  25gp  Tinke 75gp  1depiercing 3lb.
Crossbow, heawy 17gp  Tinkerer sogp  whopiercing 281b.
Carpenteror
Longbow, aegpt Lo sogp  1dapiercing 2lb
Met 35p Weaver 1gp 3lb.
Tommybow, ., - 5
e Tinkerer 106 piercing alb.
Tommybow, . : -
p Tinkerer 1610 piercing 2lb.
Magitech Firearins -DC19; 40 haurs
Blunderbuss® s08p Tinkerer 150gp  3d4 piercing slb
Musket® 30gp  Tinkerer 100gp 1o piercing 101b.
Pistol* 08P Tinkerer 200gp 1d8piercing 21lb.
Revolver® 250gp  Tinkerer 7s0gp o piercing 21b
Rifle” 330gp  Tinkerer “g';"’“ 1ch2 piercing 2lb
“Ihy s are new 10 Helian's Guide, Check tierm out on pages (22

**See tommyboweniry (page 123}




[ENCHANTING S

Enchanting involves extracting the magical pow=
er from monster components and applying them
o mundane items. In practice, this can take the
form of physically grafting the components to the
item or, for the magically inclined, direct transfer
of magical power. Here's an example of crafring
a flame tongue longsword. Note: Heliana’s Guide
recalibrates flame tongue to be a very rare item.

Skills. As with harvesting, the skill associated
with the enchanting check depends on the crea-
ture’s type. So, if you're making a flame tongue
longssword, which requires a dragon’s brearh sac as its
component, you would make an ability check using
Survival, See the Creature Type and Associated
Skills table for the full breakdown.

CREATURE TYPE AND ASSOCIATED SKILLS

CreatureType  skill

Aberration  Arcana
Beast. Survival
Celestial Religion
Construct Investigation
Dragon Survival
Elemental  Arcana
Fey Arcana
Fiend Religion
Giant Medicine
Humanoid  Medicine

Monstrosity Survival

Qoze Nature
Plant Nature
Undead Medicine

Unlike harvesting, only creatures with a spellcast-
ing ability can enchant, as the ability used in the
crafting check must be the creature’s spellcasting
ability (typically Intelligence, Wisdom, or Charisma)
A wizard {whose spell ability is

If you use a rarer essence than required for a par-
ticular item, the item gains the rarity of the essence
used, affecting the time and DC required to make
it (see below). For example, if you make a heim
of telspathy using a robust essence, it would be rare
instead of uncommon, requiring 80 hours instead of
16 hours to craft. Tn addition, the GM ean decide to
upgrade the power of the item accordingly, perhaps
increasing the DXC of the saving throws 1o march the
new rarity (from DC 13 to 15 in this case), or even
adding other effects.

Difficuity & Time. The DC and time required for
the enchanting check depend on the rarity of the
magic item being crafted and whether or not it has
attunement; the rarer the item, the more difficult and
time consuming it is to craft, This is broken down in
the Enchanting Rarity and DC table below. Enchant-
ing doesn’t have to be done all in one go—a typical
enchanter might only work for 8 hours each day

ENCHANTING RARITY AND DC

Item Rarity  Essence Enchanting Check DC

Common  — 2
Uncommon  Frail 15
Rare Robust 18
VeryRare  Potent 21
Legendary  Mythic 25
Artifact  Deific 30

Spell Sorolls. Spell scrolls are unique in that the
ereature crafting the spell scroll also needs to know
the spell they are crafting. For wizards, this means
having the spell in their spellbook; for rangers,
sorcerers, tamers, and warlocks, this means having
the spell in their list of known spells; and for clerics,
druids, and paladins, this means any spell in their list,

Check. To enchant an item, a creature must gather
the required materials and spend the requisite time
crafting the item. “T'his time need not be continuous.
At the end of the crafting time, a creature makes an
E: ing check with its spellcasting ability using

enchanting a longsword into a flame tongue weapon
would thus make an Intelligence (Survival) check

Essence. While magic items gain their nuances
from the monster components used in their crea-
tion, the amplitude of the item’s power is derived
from a substance known as assence. The more rare
the item, the more powerful it is, and the more
potent the essence required

proficiency with the appropriate skill, A success on
this check resulis in a completed enchantment.

FLAME TONGUE LONGSWORD ENCHANTING

Materials: longsword, dragan's breath sac, potent
essence

“Time: 320 hours (40 workdays)

Enchanting Check: DC 21 spellcasting ability
(Survival)
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The physical monster components, or the extracted
‘magical energy preserved in some sort of araanasol-
went, can be combined with the raw materials for
manufacture to produce a magic item. This could
take the form of a witch rendering down troll fat
into a potion, a smith quenching a sword using
dragon’s blood, or a leatherworker using unicorn
hair for stitching,

When forging, a creature makes the physical item
at the same time as it works in the enchantment.
This permits a non-spellcaster to use the ability as-
sociated with a tool (such as Surength or Dexterity)
instead of a spellcasting ability, For example, a crea-
ture forging a flame tongue longsword would make
two checks and have the following requirements:

FLAME TONGUE LONGSWORD FORGING

Materials: § gp steel ingots, dragor's breath sac
{brass, gold, or red), potent essence

“Time: 320 hours (40 workdays)

‘Tools: Smith’s tools

Auxiliary Equipment: Forge & anvil

Manufacturing Check: DC 18 Strength (smith’s
tools)

Enchanting Check: DG 21 Strength (Survival)

“The manufacturing check is the same as before,
but the enchanting check is different. Unlike the
enchanter who made an Intelligence (Survival)
check, the forger makes a Strength (Survival)
check, as the ability associated with smith’s tools
is Strength.

Difficulty, Time & Quirks. The DCs of the two
crafting checks are the same as in manufacturing
and enchanting. ‘The time taken is the longer of
either the manufacturing or enchanting, Quirks
are caleulated separately for manufacturing and
enchanting; ic’s possible to totally mess up your
manufacturing check and get three flaws, but excel
on your enchanting check and get three boons!

]
i
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ING EXAMPLE i
In this example, Mizzard creates an enchanting
team to craft the rare tome of liwing memories, a
magical book that uses aberration components. The
details, such as how long it takes to enchant the
book, the DCs of the checks, and the type of checks
used can be found later in this chapter.

Mizzard: | desire to tap into the memories of the
ancient aberration Slkvol, in preparation for
the battle ahead, oh benevolent GM. | shall
craft: the Tome of Living Memories. | have a
robust essence and thus will craft the rare
version, using this spare, blank book as the
manufactured component.

GM: Sure thing. It's rare and optional attune-
ment, so that'll take 8a hours. With a Consti-
tution madifier of 0, you can safely work &
hours a day, so that's 10 days total. You recall
that the army of angels you started a war
with are due to arrive in 4 days...

Mizzard: Oh dear...

Gurf: 111 help! And we can hire that journeyrman
crafter!

Mizzard: This isn’t forging! | will enchant these
bare pages using my mighty, spellcasting
powers! Do you even cast spells?

Gurf: Yeah, | picked up alevel in wizard after
hanging *round you so much. Copied spells
fram your spellbook and everyfin.

Mizzard: .. Very well.

GM: Taking it in turns to work shifts of 8 hours,
you manage to enchant the ftem ina mere
5 days and 8 hours, This uses an aberration
component, so everyone please make spell-
casting ability (Arcana) checks. The journey-
‘man costs 20 gp an hour, and works for 27
hours, costing you'520 gp. They roll a 12, plus
6,18,

Mizzard: Ugh... 4, plus 10, 14.

Gurf: 19, plus 2, 21,

14

A m—

GM: The average of (14 + 18 + 21)is 17.66, rounded
down to 17. The DCis 18 for arareitem, so
that means you missed the DC by1, and you
get one enchanting flaw. Let me just roll on
the enchanting flaws table.... (Rolls a 7, notes
down “Divinable” and that the angels will
be able to find Mizzard wherever he goes so
long as he is in possession of the tome).

Atthe end of the enchanting process, you
feel like something didr’t quite go right...

Mizzard: Well? What's wrong with it

GM: Just like any item property, you'll find out once
you attune to the item, or cast identify!

OPTIONAL RULE: QUIRKS

Unlike standard ability checks, succeeding or
failing a crafting check doesn’t mean that you do.
or don’t make the item. Instead, the icem can end
up having quirks; properties that affect the item in
favourable or detrimental ways. Unhelpful quirks
are known as flaws, while advantageous ones are
referred to as hoons.

When you make a crafting check, subtract that.
the crafting DC from the check's result, and consult
the Quirks Gained table to determine the number
of quirks the item gains, Then, roll on the relevant
table (pages 116 - 119) to determine flaws or

boons. It is up to the GM to determine when or even
if the player learns of these additional properties.

QUIRKS GAINED

Crafting Check Result

Minee Crafting e Numberof Quirks ained

“13orless Total failure, item destroyed
Azto-g Three flaws

Bto-s Two flaws

~4to-1 One flaw

otog Nothing

s5to8 Onebaon

sto12 Twoboons

3+ Three boons



Manufactured Quirks. Flaws and boons gener-
ated by manufacturing checks are mundane, They
are always active whenever the item is being used
The list of possible manufacturing quirks can be
found in the tables on pages 116 - 117,

Example. Let’s take alongsword as an example
A longsword is a martial weapon giving it a man-
ufacturing check DC of 17. If you rolled a 9 on
your manufacturing check, the difference between
your result and the DC is -6. Consulting the table
above, you can see that this means the item gains
two flaws. Roll on the relevant table to determine
the flaws or boons. It is up to the GM to determine
when or even if the player learns of these additional
properties.

Enchanted Quirks. Boons or flaws gained from
enchanting are more complicated. If the item is
attuneable, then the boon or flaw is only applied to
a creature while it is attuned to the item. If the item
is consumable (e.g., a potion, food, or scroll), then
the quirk is present for the duration of the item’s
effect or, if the item has no duration (like a pation
afhealing), 1 hour. If the item is neither attuneable
nor consumable, then the quirk is active while the
item is in the creature’s possession, whether it is
being held, carried, or worn. The list. of possible
enchanting quirks can be found in the tables on
page 118, The number of enchantment boons a
‘magic item can sustain depends on the power of the
essence used to craft the item.

ESSENCE AND ENCHANTING BoONS

EssenceUsed  ltemRarity  Mdmum Numberof

Enchanting Boons
None Common o
Frail Uncommon 1
Robust Rare 2
Patent Veryrare 3
Mythic  legendary 3
Deific 3

Removing Quirks, Quirks are properties that
the item possesses. They can only be removed by
redoing the erafting check used in their creation
(except for the Cursed fiaw, which can also be
removed with the remove curse spell). Redoing
a manufacturing check takes the same time and
tools required to craft the item, whereas redoing an
enchanting check requires time and a fresh sssencz

of the appropriate level for the item’s rarity. When
the crafting check is made, the old flaws and boons
are removed, and new ones are applied based on the
result of the check.

Optional Rule: Quirks & Costs. Things that are
better or worse made cost more ot less, respectively.
For each boon or flaw an item has, additively in-
crease or decrease its value by 10%, respectively. For
example, a flame tongus longsword with 3 manufac-
wring boons (+30%) and 2 enchanting fiaws (-20%)
would cost 10% more, overall. Note: commissioning
an item is a gamble; the cost a character pays doesn’t
change if the item ends up with quirks—the mate-
rial cost and hourly rate don’t change. However, a
blacksmith that makes an exquisite suit of armour
outside of a commission can price it as they wish.

Gurf: | want a super fancy battleaxe with three
boons.

Mizard: Does the blacksmith have any daggers?
GM: No.

Mizard: Then | would like to commission a new
dagger to be made for my daily ritual sacrifice.

GM: Sure thing. Gurf, the blacksmith has a battle-
axe with an ergonomic grip that you can feel
is perfectly balanced thanks to your weap-
on proficiencies. He also swears it's super
durable and values it 30% more expensive, at
e
Mizzard, the blacksmith charges you 2 gp
and sets to work. Eight hours later he bash-
fully hands you the heaviest, most garish
dagger you've ever seen. The finish is really
sub-par, t00. With three flaws, it's worth 30%
less, so now has a value of 1gp and 4 sp. In
addition, thanks to its mediocre finish trait,
it’s worth half that value, 507 sp.

Mizzard: Brilliant.

CHapTERs | Gra

QUIRK TABLES

This section contains all the tables needed to de-
termine which quirks to apply to a crafred item and
any random factors those quirks might require. If an
enchanting quirk calls for a saving throw, the DC:
depends on the item’s rarity. Consult the Trem Save
DCs table on page 120.

Repeated Results. In goneral, quirks don’t stack;
if the crafter rolls the same quirk for an item more
than ance, they roll again until they get a unique

result. The exceptions for this are manufacturing
flawes with results of 1-10; Handiwork, Fragile, and
Unwieldy. If the Handiwork flaw is rolled more
than once, the effects are cumulative (-1/-2/-3
penalty). If the Fragile or Unwieldy flaws are rolled
more than once, the number on the d20 required to
trigger the associated effect increases by 1 for each
subsequent iteration of the flaw. For example, a
lengsword with 3 Fragile flaws would break on an

attack roll of 1, 2, or 3.

MANUFACTURING FLaWS

dzo

Flaw

Item types
Poor/shoddy/Abysmal Handiwork. This item is nat well made. IFthis icem is a weapan, ic has Doy
1-6  a-1penalty toits attack and damage rolls. Ifm: irmuur ithasa-1 penalty to its base AC Ifitis & . P
norweapon, it instead
Fragile. This item is prone to breaking. IFthe item is 2. weapon, when you rall a1 on the dzoforan
o atackrollusingthe item, theweapon breaks. Ifthe tem isnt 3 weapon, whenever yousuffers
7% critical hit, roll a dao far each fragile item youwear, hald, ar carry. On a1, theitem breaksand is na
longerusable.
Unwieldy. .e.msw ar movement. make an
o aCkWIth k jing throw or Dexterity al
wearing orearrying t, avolls the d2o, [hersammmequthus Ifthe iterm isa weapon, it
flies 1o feet in 2 random direction. f the item isn't a weapon, you fall prone.
pending time inwaterar other this item to degrade.
1412 Rolladzo eachtimeit emergesafter being submerged in water, o each hour itspends in acarro- ~ All
sive environment. On a1, the item breaks and is no longer usable.
Noisy. Somethingabout this tem squeaks orrustles. You have disadvantage an Dexterity o
B (Stealth) g \g the item, even if the away.
Pungent. This temhas a distintly off pumngnduur While wearing or carrying the item, you
15 harisma ch it tures that don't like bad Ils, and creatures  All
have advantage on Wisdom ,,' checks made to perceive if they an smell
16 Heavy. This item weighs twice as muchas normal Al
1 Garish.The designs and colowrsinthis ftemareall wrong Whileyouwear orhold theitem.you
have dlsldvimage on Charisma (Intimidation) checks against creatures that can see the item
18 Thliweapnn‘ ks lik dis worth halfits All
Under thi d heat or is unds lated. Whil
19 or carrying the item, wheneveryou take cold or fire damage, you take an additional 1d8 damageof ~ All
the same type.
Dangerous. When you make an attack with this tem, while wearing this clothing o armour, or
20 whileholding this held item, the range of values that resultin a aritical increases by 1(e.g. from Al

aresuleoft, toa resultaf1-2 onthe d20)




MANUFACTURING BOONS

N2

1314

1516

1718

20
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Boon
Durable. The hitpoints of this item are tripled.
Unreactive. This item and rot I

an item to become damaged (such as a gray aozes Corrode Metal), roll adzo. On an ™1 or higher,
the item is unaffected.

Light. This tem weighs half 10 hor patential to do
damage. Ifitis a weapon with the heavy property. it loses this praperty. Ifit doesit have the heavy
property, it gains thelight property.

Magnificent Finish. This item’ finish s on point and it is worth twice its normal value:

Flashy. This item looks really caol. While you wearar hold the item. you have advantage on Cha-
risma (Persuasion) checks against creatures thatcan ses the item

Insulated. [fthis item is clothing or armour, you have advantage on Constitutionsaving throws
againstenvironmentaleffects caused by cold weather I i s weapon, you have advantage on

avin, ’ t the heat metal spel it Ifitis neither aweapon, clothing, or
armour roll again
Crippy.You bility checks and saving thri d i i of

this item, or having it taken from you against your will

Quick Release. Ifthis item is armour orashield, it is quick to equipor stow. The time to don or
daff the item is ten times quicker {ashield takes eithera bonus actien oran action). If the item s
neitherarmaur nora shield, roll again.

Aerodynamic If the item has the thrown property or its normal and

Item types
all

All

All

all

Armour, cloth-
ing, held item,
weapon

Helditem,
weapon

Armou, shield

crease by50% (rounded downif the femis ammntion it incraases the enge f the weapon that
fres ity d).Ifthe item doesnt h hrown prapertyor oll again.
Perfect Balance. Ifthis item is a weapon, whenever you roll 21.0n the dzowhen you make an
attack roll with It you Gan reroll the dz0 and must use the new result. IF this item isarmouror
clothing. wheneveryou roll a1 omthe dzo when you make  Dexterity (Acrobaties) check or Dex-

ing throw, you can rerll u wresul. I t s neitheraweapan,
clothing. orarmour, roll again

Gl b I el G R T
armous, i take from nonmagical attacks is
reduced by1.

adrous fem, voll 2 diz nstead

dontinclude au wondious ireus.
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ENCHANTING FLAWS

118
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Flaw

Cursed. This itemis cursed. If it requires attunement, becoming attuned to it extends the curse to you. Otherwise,
ply tauching the item extends the curse tayou. As long asyou remain cursed, youare unwilling to parc wich the
item, keeping it within reachatall times. Roll again on this table todetermine the detrimental nature of the curse.
Battlerage. When combat ends (and initiative would be ended), you must make a Wisdom saving throw unless
you are immune to being charmed. On a failure, you see all creatures s enernies and mustact with lethal intenc.
Youcan each of your turns, ending the eff success

Desensitisation. Your vision becomes shades of black and white, any darkvision you have is reduced by 30 feet and
ifyoudon't have darkvision you perceive all dim light as darkness. Sounds become muted, food loses its taste, and
everything you touch feels numb, You have disadvantage on ability checks using Perception.
Gravity Well. You weigh three times as muchas normaland your speed is reduced by s feet

Falsehood. Each time you willingly speak the truth, you take 16 psychic damage. This effect can accur na mare
than ence per minute.

Divinable, Anycreature with proficiency in the Arcana skill thatis on the same plane as youand knows your name
can,asan action, tlocation. Ifthec adifferent plane, then it learns which plane
you are on instead,

Hliteracy. Youcantread orwrite.
Attraction. Rang P

Energy Magnet. Spells, attacks, and effects that typeofd roll on the Ran-
dom Damage Type table, page 120) have advantage an attackrolls made to hityou, and you have disadvantage
onsaving throws made toresist them,

attac you you.

CreatureSustaining. You deal only half damage to creatures of a certain type (as determined bya roll on the Ran-
dom Creature Typetable, page 120).

External Monologue. Whenever you finsh along res,youmust succeed on ansdumsavmgthmwul become
cursed. While cursed in this way must speakall your i est.

c Wheneveryou acertain determined bya roll on the RandumDamage
Type table, page 120) it triggers & chain reaction. Each creature within 10 feet of you including you) must
suceeed o Dexterity saving throw, taking 3d6 damage of the same type ana failure. Vou automaticaly fail this

saving throw.

Rot. You appearas if you're rotting, and 2 putrid stench of decay follows you. Creatuces other than fiends and.un-
deadare fearful af you, charisma (Intimi checks against them
Iﬂg!nnallmhel(lvamm: checks. This effect cantinues for 24 haurs after you stop carrying or wearing this item.

henever you suffera critical hit, you must succeed on  Constitution saving
throw or become transformed into a.CR o creature of the GM's chaice for1 hour (as per the palymarpitspell.
Gullibility. You have disadvantage on Wisdor (Insight) checks.

Hunted. Creatures of a specifictype (as determined by a roll on the Random Creature Type table, page120)

desire this item. While within 300 feet of it,they can detect its exact location. A creature prane to daceit might try
tostealit, while ane prone taaggression mighttry to killyou forit. A good and hanest creature willtry to buy t,
offering up t020% more than its normal sale price

Truthfulness, Each time you willingly speaka lie, you take 1ds psyehic damage This effect can ocaur no more than
once per minute.

Alcoholic Potency. Any time you consume a magicalliquid, it becomes extremely alcoholic. You mustmake
Constitutionsaving onelevelof|

Forced hether or not this item would. thisitem re-
quires attunement In addition, you lear of a task which you must complete (GM decision). Afteryou attune to
theitem, you can'twillingly unattune from the item untl this task is campleted.
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ENCHANTING BooNs

emher: enchanting quirks don'tseack!

Boon
Hairology. You can change the colour ofyour hair at will, over the course of 1 minute

Favourable You emit scents esp beasts and other I You have
advantage on Wisdom (Animal Handling) checks.

Gambler. You havea d i

tatistics, and gain proficiencywith all gaming

Gravity Void. When you are prone, yaucan stand upusing only § feet of movement.

Fleet. Yourspeed increases by s feet.

Composed. Minor isisal ticks you ch. (De-
ception) checks, Creatures with truesight see hrough these lusions (umre thescantassi i)

Geolocational Position Sense, You always knovwe which direction is narth, in addition to your elevation above ar
below sea level

Ray of sunshine. As 2 bonus action, you can shed bright light in'a 26-foot radius and dim light for an additional 20
feet. You can extinguish this light as 2 banus action
Cat'sLanding. You take ha\fdamagefromhlimg‘

Asa h two savin are the lowest for a crea-
e you can seewithin 6o feet of you. IFmore than twe saving throw modifiersare tied, you leam themall.

Profident. Sumelhmgalmutcms item grants you knowledge, experience, or the aptitude to excel at certain tasks.
Vou gain p e skill Table (page 120).

Sustenance. You require only halfas much food and wateras normal, and eachtime you regain hit paints from a
spell or magical effect. you can reroll any 1s and must use the newrolls.

Creature Slaying. Autacks you make against acentain type ofcreature (as determined by arollon the Random
Creature Type table, page120) toyour proficiency bonus ona critical hit.
Insightful. You have a preternatural ability to sense deception, and have advantage on any ability check using
Insightyou make to determine ifsomeane s lying toyou

Oxygen Refiner. You can breathe underwater,
Energy Repulsor. Spells, attacks, and effects that deal a specific type of damage (as determined by ol on th
Random Damage Type table, page120) have disadvantage an attack rolls made to hit you, and you have advan-
tage on saving throws made toresist them

by an attack, you your reaction to transform inta
a ereature ofthe GM's choice with a CR equal ta yaur proficiency banus (as per the palymorphspell, no concentra-
tion required), Once this boon is activated, it carit be activated again until the next davn.

Sidekick. You are greatat giving others the helpand support they need. When you use the Help action to assist &
creature with an ability check or attad ol that creature can add 1da o its oll.

Power. You have a +1 bonus to attack rollsyoumake and the saving throw DCs of your spells and effets. Note,
saving throws from itemsyou wield are unaffected by this property.

Additional The number of items to which you can be attuned increases by one.

ITEM SAVE DCS

Rarity Dc
Common n
Uncommen 13
Rare 15
Very Rare 16
Legendary 7
Anifact 18

RANDOM NON-PHYSICAL DAMAGE TYPE

dio Damage Type
1 Add

cold

Fire

Force

Lightning

Necroric

Poison

Psychic

Radiant

© o N s

Thunder

[ TIME & MONEY S

A player character can work as a crafter for a num-
ber of hours a day equal to 8 plus its Constitution
modifier, a value known as its working threshold
They can push on beyond that limit, at the risk of
exhaustion. For each additional hour a creature
works beyond its working threshold, the creature
must make succeed on a Constitution saving
throw at the end of the hour, or gain one level of
exhaustion. The DC for this save equals 10 + 1 for
each hour worked beyond its working threshold

@

HIRING CRAFTSPEOPLE

Crafispeople tend to work 8 hours a day, but can be
induced to work more than normal, charging twice the
normal hourly cost as an overtime rate. While working
overtime, a crafter can work 12 hours per day.

Cost. A manufacturing craftsperson typically
charges 1 gp per hour, while the much rare enchant-
er charges 20 gp per hour. One enchanter working
alone could craft +2 ongsmord over five days, spend-
ing 8 hours a day to fulfill the 40-hour requirement
ata cost of 800 gp. A craftsperson still needs to be

RANDOM SKILL

dzo  skill dzo  Skill
1 Acrobatics 10 Medicine
2 AnimalHandling n  Nawre
3 Arcana 12 Perception
4 Athletics 13 Performance
5 Deception 14 Persuasion
6 History 15 Religion
7 Insight 16 Sleightof Hand
&  Intimidation 17 Stealth
9 Investigation 18 Survival
1920 Re-roll
RANDOM CREATURE TYPE

dz0* CreatureType 20" Creature Type

1 Aberration 8 Fiend

2 Beast 9 Giant

3 Celestial 10 Humanoid
4  Construct m  Monstrosity
5 Dragon 1z Ooze

&  Elemental 13 Plant

7 Fey 14 Undead

“Reroll zesults of

supplied with the relevant materials or could sell
them (0 the player if they have them in stock

Expert & Master Crafters. Some craftspeaple are
soskilled that each hour they spend crafting counts
a5 more than one hour towards the item’s comple-
tion. In addition, they are often more skilled (have
higher modifiers) and make beter quality items.
Accordingly, this expertise comes with a premium;
not only are the items made more quickly, but they
often come with unexpected boons! See the Typical
Hourly Rates and Modifiers table for a summary.

Grafting Teams. Crafters do not always work alone;
ile each individual enchanter might work for 8
hours a day, a team of three can alternate shifts to
work a continuous 24-hour cycle, effectively reducing
the number of days a customer need wait for their
item to be finished. For example, three enchanters
working sequentially could fulfil the 40-hour require-
ment for a +2 dongserord in exacily 40 hours, a lile
under 2 days. This is much quicker than the 5 days it
might take a solo enchanter working 8 hours a day.

wl




Each member of a crafting team makes a crafting
check at the end of the process. The final result for
the enchanting check of an item is the average of all
the checks, rounded down. Note, this must be the

JOURNEYMAN ENCHANTING TIME & COST
Consumable item

Rarity  DC  Essence Time Cost™*
Common 12—  oshour 10gp
Uncommon 15 Frail  ahrs sogp
Rare 18 Robust 20hrs 400gp
VeryRare 21 Potent  sohrs 1600gp

legendary 25 Mythic 320hrs  s.a00ep
Artifact 30 Deific  so,coohrs 1,000,000 gp

s

same check; to enchant a flame tongue sword either
all the crafters need to make enchanting checks (in
this case, spellcasting ability (Survival)), or all must
use the forging rules (a Strength (smith’s tools)
check followed by a Strength (Survival) check)

Non-Attunement ltem Attunement ftem*
Time Cost™ Time Cost**
he 20gp 2hrs 408
1ohrs 200gp 20hrs 400gp
4chrs soogp 8o hrs 1,600 gp
160 hrs. 3.200gp 320 hrs 6,100 gp
6achrs 12,800 1280hs 256008

100,000his  2,000,000gp 200,000 hrs 4,000,000 8P

ime and

TypicaL HOURLY RATES AND MODIFIERS

Type Rank SpeedIncrease  CheckModifier  HourlyRate OvertimeHourly Rate
Journeyman x1 +6 1gp 2gp
Manufacturer  Expert xz +8 agp agp
Master x5 w1 2gp i8gp
Journeyman +6 0gp 108p
Enchanter  Expert xz -8 80gp 160gp
Master 2 n 1BOgp 360 g
Journeyman x1 +6 258p 508p
Forger  Expert xz 8 100gp 200gp
Master 3 11 200gp a00gp

EQUIPMENT

With a little ingenuity, some luck, and more than a
few failed prototypes, new fighting tools find their
way to market, Firearms give ranged combatants
extra firepower, at the cost of stealth, The tether-
hook is a versatile new weapon that can be used

to prevent a hunter's quarry from running away.
Lastly, the tommybow: an unwieldy weapon that
drastically increases the firing rate of crossbow users
at the cost of reduced range.

ENEW TOOLS

Surgeon’s Tools. This set of instruments includes the
blades, saws, and sutures needed to remove shrapnel
or stitch up wounds. Proficiency with these tools lets
you add your proficiency bonus to any checks you

make to stabilise a creature or perform other surgery.

NEW PROPERTIES o

Heliana's Guide introduces one new property, loud,
and one modified property, reload.

Loud. The sound of the weapon (cypically a
firearm) discharging alerts all hearing creatures
within a number of feet as specified by the number
in parentheses after the loud property. This range s
doubled in echoey locations, such as cave systems,
and where sound travels faster, such as underwater

Reload (X). A limited number of shots, specified
by the number in parencheses after the reload prop-
erty, can be made with this weapen. A character
must then reload it using an action.

CHAPTER 5 | CRAFTING
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CLAWS

A dlaw isa simple, bladed melee weapon worn as a
glove that deals 1d6 slashing damage on a hit and
has the light and special: atrached properties.

Special: Attached. You can’t be disarmed of this
weapon, but donning or doffing the weapon takes
an action. You can use a hand equipped with a claw
to hold items, but can’t attack with the claw while
doing s0. Additionally, you have disadvantage on at-
tack rolls using other weapons in your clawed hand.

HALADIE

Haladie are martial melee weapons; double-bladed
polearms that rely on the user's dexterity to keep
them in constant motion. They have the finesse and
two-handed properties, and deal 2d4 slashing dam-
age on a hit. "They also have a special property: whirl.

Special; Whiri. When you are wielding the haladie
in two hands, you can use a bonus action to attempt
to flourish with the weapon. To whirl, make a DC
10 Dexterity check, adding your proficiency bonus
if you are proficient with haladie. On a success, you
gain a +1 bonus to your AC until the start of your next
turn, the whirling blades acting as a barrier against
attack. On a result of 15 or higher, you gain a +2 bo-
nus, instead. On a failure, you deal slashing damage to
yourself equal to your proficiency bonus and gain no
bonus to your AC from the whirl this turn,

MAGITECH FIREARMS

Magitech fircarms (martial ranged weapons) usc a
small arcanomagnetic engine to propel their ferrous
projectiles ar incredible velocities. Though their
means of propulsion is magical, the damage they
deal remains nonmagical. Such firearms are always
loud and tend to have poor aceuracy over long rang-
es, although the recently-introduced rifling found in
revalvers and rifles increases their effective range,

[Estra Reloads. More expensive models of
magitech firearms have a self-reloading mecha-
nism that hamesses the arcanomagnetic engine to
re-cock the weapon. If you wish, you can increase
the magazine capacity of a magitech firearm up to.
a maximum of 6, ensuring that the price increases
proportionally. For example, a pistol typically costs
200 gp and has reload (2). If you increased this to
reload (6}, you would multiply the price by 3 for a
new cost of 600 gp.

3
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NUNCHUCKS

Nunchucks are martial melee weapons composed of two
hard batons connected to one another by a short chain
They have the finesse, versatile (1d8), and special: flourish
properties, and deal 146 bludgeoning damage on a hit.

Special: Flourish. When you are wielding the nunchucks
in two hands and take the Attack action on your turn,

you ean auempt to flourish with the weapon immediately
before you make your first arack. To flourish, make a DC
13 Dexterity check, adding your proficiency bonus if you
are proficient with munchucks. On a success, you gain a +2
bonus to the attack roll. On a failure, you deal bludgeoning
damage to yourself equal to your proficiency bonus and
gain no bonus from your fourishes this turn,

TETHERHOOKS

A tetherhook is a martial melee weapon with the reach,
two-handed, and special: hookpull praperties. It is com-
prised of a hook attached to & chain or strap and deals
1d8 piercing damage on a hit.

Special: Hookpull. As a bonus action immediately after
you hit a target no more than one size larger than you with
an attack using the tetherhook, vou can attempt to hook
the target using the tetherhook's reach, Make a Strength
(Athletics) check contested by the target’s Strength
(Athletics) or Dexterity (Acrobatics) check (the target
chooses the ability to use). If you succeed, the target is
hooked and can’t move further away from you. A hooked
creature can use irs action to escape. To do so, it must suc-
ceed on a Strength (Athletics) or Dexterity (Acrobat-
ies) cheek contested by your Strength (Athletics) check.

As part of the bonus action to hook the target and as
a bonus action on any of your subsequent turns while
heaking i, you can pull the creature § feet closer to you.
If the target is an object that isn't fixed in place and that
weighs less than your push, drag, or lift capacity, you can
pull it 5 feet closer to vou as a bonus action after you hit it
with an attack.

TOMMYBOWS

“Tommyhows are repeating crosshows that mirror the three
tvpes of normal crosshows: hand, heavy, and light. They
are composed of vertically-stacked bows upon a crossbow's
chassis, an unwieldy arrangement that reduces their effec-
tive range in comparison to their crosshow counterparts

Reload. Tommybows replace the loading property of
their crossbow counterpart with the reload property. The
cost of the item is proportional to the amount of ammuni-
tion it can hold (the value in parentheses), with the maxi-
mum reload (6) temmybow costing six times its crossbow
equivalent’s price.

TETHERHOGK

MNuNCHUCKS

ToMMYBOW COST
Base Crossbow
Reload (1) Reload(z) R
Hand crossbow 1508p 2258p
Light crossbow 508 7580
Heavy crossbow 100 gp 508D

NEW ATTUNEMENT OPTIONS

Some items in Heliana's Guide have two new types
of attunement;: optional and enhanced.

Optional. Properties described as being ‘Optional
Artunement’ or ‘OA’ grant their benefits only when
4 character attunes to the item. Any other properties
the item has (i.e. those not marked ‘OA") are grant-
ed to the item’s user even if they aren't attuned

Enhanced. These items have additional mag-
ical features that can be unlocked. Usually, this
requires the player to fulfill a pre-requisite, such as
the completion of a task, or, more simply, accepting
some downsides associated with the enhancement.
This pre-requisite task can add depth to your world

TommyBsow

Cost
eload (4) Reload (5) Reload (6) R

300gp 58P 450gp 30f60 ft.
100.gp 15 gp 1508p 80/160 fr.
2008p 2508p 3008p 100/200 ft.

S — .

Charms, runes, and other socketable wondrous
items enhance weapons, armour, and items that you
wear. A creature with proficiency in any of the fol-
lowing tools can take 1 hour to attach a socketable
item to a host weapon or worn item in such a way as
to confer its benefits to the bearer of that item:

+ Carpenter’s tools * Smith’s tols
» Cobbler’s tools + Tinker's tools
+ Glassblower's tools + Weaver’s tools

* Leatherworker's tools + Woodcarver's tools

Sockets. Items of common or higher rarity have one
socket which can be oceupied by a socketable item.

and provides a cost that offsets the significant power
increase enhancement can afford.

items specify wheth-
er the items they're slotted on must be attunable
or not. If a socketable item marked as ‘attunable’
is slotted onto a magic item that doesn’t require
attunement, the item gains the ‘Optional Attune-
ment’ property (see “New Artunement Options™)
The benefits of the slotted item are gained only
while actuned to that host item.

Remowal. A creature can make a DG 10 Dexter-
ity or Intelligence check using proficiency in any of
the above tools to try and safely remove a socketable
item. On a success, the socketable item is removed
and can be rensed. On a failure, the socketable item
is broken during removal and can no longer be used.




MAGICAL ITEMS

Some materials are innately magical and can
be used to craft common magical items without
needing to be enchanted. Xyxylwood, mithral, and
properly-preserved monster components like bones,
claws, pelts, tecth, and scales can be manufactured
into weapans and armour with unique properties
Trems made from these materials are always eom-
mon rarity magic itemns. So long as the item s suc-
cessfully manufactured (i.e. even if ic has flaws), it
has the following properties based on its item type.

Magic, The weapon deals magical damage.

Armour. The armour resizes itself to fit any crea-
ture of the same size category. Medium and small
creatures are considered the same size category for
the purposes of this property.

MONSTER-FORGED ITEMS

Ttems made directly from properly preserved mon-
ster components (like a bone breastplate or tooth-
tipped nunchuck) are known as ‘monster-forged’
items and are magical.

Optional Rule: Size Matters. When manufactur-
ing monster-forged weapons, the size of the erea-
ture from which the component was harvested is
important. You can’t make a greatsword from a tiny
pixie bone! The following tables dictate the size of
creature required to make different weapon types
from different components.

MONSTER-FORGED - HARD COMPONENT SIZES

Item
Arrow, bolt, dart
Dagger, sickle

Blowgun, hand crossbans, pistol, revolver, shortbow
Claw, club, handaxe, light hammer, mace, nunchucks, scimitar,
shortsword, war pick.

Blunderbuss, heavy crosshow?, longbouw, musket, rifle

MONSTER-FORGED - SOFT COMPONENT SIZES

Item
Sling
Net, whip
Armour

Minimum Creature Size
Hide / Pelt /Membrane
Small

Medium

Large”

Minimum Creature Size

Bone
Tiny
Srmall
Medium

Medium

large

Battleaxe, flail, haladie, javelin, light crossbow”, lengsweord, mom-

ingstar. quarterstaff. rapier. spear, tetherhook. trident, warhammer

Glaive, greataxe, greatclub, halberd, lance, maul, pike

Armour

o o which they! e based

Large

Huge
Huge

Horn/Antler  ClawTooth
small Medium
Medium Large
Large. =

Large Huge

Huge —_

Huge Gargantuan
Cargantuan  —
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MAGIC ITEM RECIPES

 Essence s wht provides om e with rou wegicel
power. The ionsfer compnment moulds that pover—
flovours it if qots will—uifh speciic propertes
However, the wos basic sogicol ifens com be
node withoudt ong essences lve Llled hore fhen
one astrol ghost-rof with ny monster-forged rof

V shasher
— Heliono, Conponent Commpisseur

The following table catalogues every magic item
inthe SRD (free 5th edition rules), as well as the
items presented in this book. It is the GM's choice
if and how a character knows a magic item recipe.
The items are listed alphabetically by type and then
name. Here's how to interpret the table:

Name. The name of the magic item. ltems in
bold are new to this back and can be found in
Appendix A.

Type. The item’s type. If an item has multiple

, itis listed under the first type alphaberi-

Price. The suggested price to purchase the item
“off the shelf” in gold pieces. This can vary con-

Meradata

Holy Wate (fask)

Value gp) Rarity Att |1y

siderably from the price an adventurer might
pay if they sourced all the ingredients separately
and is a representation of the demand for that.
type of item. These prices can, and should,
change to fit your world.

Rarity. The item’s rarity, represented using abbre-
viations: C, common; U, uncommon; R, rare; V,
very rare; L, legendary; A, artifact. Note: rarities
in bold are different to the rarities found in the
SRD, If an item changes rarity, se too does its
save DC (see “Ttem Save DCs” on page 120).

Attunement. Indicates whether an item requires
attunement (“Att”), what type of attunement,
and/or whether it is consumable (“C"). See
page 124 for details on new types of attune-
ment. Uses abbreviations: Enh, enhanced; Opt,
optional; Req, required; Req, required by 2
spellcaster; Req-, required and has specific lim-
itations (see item for more information. Blank
means no atrunement required.

Type. The type of creature from which a com-
ponent must be harvestsd. I this is a hoss mon-
ster, the name of the boss monster is in bold.

Metatag. An optional rule. Used when a com-
‘ponent requires specific versions of a creature.
For example, flame fongus requires a dragon that
Dreathes fire: a brass, gold, or red dragon.

Component. The specific component(s) re-
quired to give a magic item its magical effects,

Component Details
Metatag Component

Phiala e

Celestial

—  [Bast Prchfteth

— [ Manstrosity Pouchof aeth

— | oragon wuchof ueth

— [ Malple Phiokofocdtosdiapor
pritardial dst™

Anmour.

1 v tcn ammunition saach U
2 it ammunition ooeath R
g ammnition” ammunition moeach v
Arrowsaf Sleying () ammunidon, generle  ssoeach V.
Breastylank armour fany plate’) e w
Breastplank armaur fany plate’) e R
Breastpfank armour fany plaie®) nseo W
rmar. armour fgenerid) e R
2 drriy armourigeneris) 6s0a v
3 hmar anmeurigenerit) mem L
Idamantine A rior armor fgeneric) s0a u
Armer of A Ressance armour fgenerid) o ur
oo o Cold asistancs armour (generls) T
Armerofire Resistance armaur igeneris) wseaue

Beq | Tavernmimic Tavern shin
Req | Tavernmimic Tavern ks
Req | Tavernmimic Tavern skin
— | Beast Bone

— | mosteosivy Bone

—  |Daen Bane

— | pawral Adamantine

olatle e ofearth
Yolable ot of vter”

Reg | Elemental
Req | Flemestal

Beq | Elemental Valatie ot affre-

+ Tncludes breastplace,

alfplace, and place




AemorafForce Resisance
ArmovafLightring Resistance
rmorafNecrotic Ressiance
SrmavafPusonResitunce
ArmorafPyshic Rsistance
ArmorafRadiant Resistarce
ArmorofThiader Resistonce
Withral Arar
Armteafiwalnerabiity
Dewnonmer

Duorven Plate

Clarmoured Studded Leother.
Black Dragon Seal il
Bl D Stale Pl
Bross Dregan Sl el
Bronze Dragon Scale ail
Cappes Dragon el Wil
Elven Chain

ol Cragon Seale il
‘Cregn Dragen Sale ail
Redl Drwgon S vl
Siluer Oragon Saletail
White Dragon Soae Mail
Havmscalo

Havmscale

Hasmssale
srmovalulnerchilty
ldgeoring)

ool skl (Pircng)
rmarofl ki (sleshing)
Placz Armor of Etherealness
AnimatsdShild

Horow Catching Shield
Dragenmaw Shild
Overgrown Barkshicld
Overgrown sarkshield
Orergrown Barkshield
Shieidaf Wissle Attraction
Spellgua Shiekd

1 Shitld

+2Shield

i

39

Gilof Etherennes
Oilafsharsaess

ol fslgperinese
Philsercftove

Potionaf Acd ucistance
Potion af Animal frendstip
Potionaf Clainyancs

atmour generic)
amor igeneric)
armour generic)
amourgeneric
armour igenaris)
amour(generid
amour generic)
amour tgeneric)
amour (heavy)

amour theavy)

amaur(heavy)

amour ight)

amour tmediumi
Ao Conedim)
dium)

ammour medium)

anmour(s

armour(medium)
amour(medium)
armour(evedium)
amour(medium)
amaur(redium)
amour{medium)
amour(medium)
amout(medium o heay)
amear (meslum o heavy)
amour (medium o heavy)
amour(plate)

armour piate)
armour ipiate)
amour(plate)
amour(shickd)
armour (shield)
armaur shield)
armourishield)
amaurshiekdy
amour(shield)
armourishield)
armour shield)
amour shield)
amour(shield)
amour(shield)

pation
pation
pation
pation
pation
pation

potion

Metadata

Value (gp)_Rarity

4,900
13000
500

500
s09
809
5000

5000

miclclcic [Els

Aberration
Elemental
Undesd
Moty
Aoerrsion
Calesiat
Ciant
Matedal
Aberasion
Flend
Dragon
oy
Dragon
Dragon
Cragon
Dragn
Oragon
Foy
Orapon
oragen
oragen
Oragen

Dragon

Fiend.
Fiend.
Undead
Construct
Celestial
Mechakobold
plat

Flant

Plant

Fiend
Censtruct
Beast
Mansirosity
Dragon

Undead
Fey
Censtruet
Fey
Elementsl
Beast.

Celestial

Metatag

Black
Blue.
Brass
Bronze

Copper

Gaold
Green

Silver
ehie

Component Details

Component
Shiolof ucors
olatile ot ofair
Uindying lesh

liwr

svvia

Iuch fscales

il

Mithval

Chitin
ouchefseals
Phialof blood
hialof oo
Touch of scales
Auchofuies
Auchofseals
Iuch afscales
Fauchefstalzs
Touch of scles
Bk sl
Buahefsialss
Fouch fseaes
Fouchof seales
Suchof sl
o f magnettescules

ShialaHod.

Phiaiafilaod.
Phioiai bleod.

Undying heare
istractions

Skin
aechaiodoldplating (3}

sk
Bk

Sk

Metal piating
Pauch of seales
Pouchaf scales
Soachosales

Etbarealichar
at

Phialafeil

Phisiaf bl
Velatle o ofeorth
Bhial oo

e
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Potionof Climbirg
PotionalClawi Giant Sirergth
Pationof Col Resistance
Pationaf Divinution
Potionaf FireGient Sevench
Pational Fire asistonce
Potionaf ying
PotionafFonc fesstance
Potionaf ot Giant Stength
Potionaf GaseousFori
PationafGreates Healing
FotlonofGrwth

Polionaf Healig

Potionof Heraism
Potionaf il Ginnt Strangch
Potionaf nesibity
Pationaftightning Resstance
Potionaf i Reacing
Potionaf NecroticResitance
Pationaf Poison
Potionof ol Resistance
Potionaf Peychic Resstance
Potionof uiant sisarce
Potionaf Speed

Potianaf SteneCiant Strekgth
Potionaf Storm Giant Sirength
Potionaf Supercr Healing
Pationaf Suprame Hecling
Potionaf Thunder Ressiurce
Potionof Weter Brathing

Epeofthe Tiger

Ringofdd Resitance

Ring ofAirElementa Command
Ringof il nflaence

Ring of Birdssye Mapls
Ringofceld Resstence

Ring oo Surmmmosing

RiagofEorth Elemertal

RiagofEvcsion
Ringoffeather Fllng
Ringoffire Bemertal Commard!
RingofFie Resisarce
Ringofforee Resistonce
RingofFree Acicn

Ringof Fungn Symbiosis

Ring of Fungal Symbosis
Ringoftnisiilty

ring.
ring
ring.
ring.
fing
ring

ring.
ring

ring.

Metadata

Value (3p)._Rarity

At

Giant
Beast
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Bonze’s Bokven, Wind Ripper
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weapon (generic

wepon (generi)

weapon (nand crossbow)
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wondreus item

wandreus item
wandreus item
wondrous tem
wondrous item
wandreus item
wandreus item
wondrous item.
wondrous iter
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wondrous item
wondrousitem.
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CiaCofthe dita iy, anarae i o s g Haadbard o ntelleze wondreus tem 5098 RS Beq | Humanod i

Crawley Turit wondreus tem 200 R R |Mehakabold Sdechakeboldinstriction matix | ::mfmmmw' e i 302 LR = i

zﬁ:“;:il r“:::::: “;: ?:::: : ::: ;“::1‘[ J:: o 1 :‘:mzuue Monster | wondrus o G0 W — | Humanod Beain

CubicCate wondeous tem P —  [Elemental Primrdiatdast o il i TR

Daerss nstant Fertress wondreusitem o0 L — | Constrier o Helmof Cormrehaning Languoges | wondcusitem so0 U = |Gt

DoconserafEndiessWiter | wondrous tem ¢ : Elemental elatile otz ot Ml Teepathy i e

Dotk f llaions AEic o) S el At Helm of elopartation wondrousitem B W R Ry
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COOKING

Cooking is a subcategory of crafting that allows
players to use their downtime to prepare for
the conflict ahead in a whole new way. Thi:
section explores cooking magical food. It first
describes the rules for cooking food, then
details the 22 staple recipes and 11 boss-mon-
ster-specific recipes, before finishing by diving
into the myriad different effects of edible mon-
ster components.

[MAGICAL CUISINE =R

Like crafting, cooking uses harvested monster
‘compenents to impart magical effects on food,
known as magical meals. When consumed

and digested, magical meals have long-lasting
magical effects. These effects vary based on
two factors: the type of component (for exam-
ple, eye vs doad), and the ereature type that the
component came from (an aberration’s eye has
different properties to 2 dragon’s eve). Different
recipes call for different types of ingredients;

u black pudding requires just blood, while offal
stew needs a fiver, heart, and brain. The more
ingredients a magical meal calls for, the more
effects it imparts simultaneously, and the hard-
et it is to cook.

APPLY HEAT, DON'T BURN

A magical meal takes 1 hour to cook and 10
minutes to consume and digest. A magical
meal must be fully consumed within 1 hour

of being cooked; if it is eaten after this hour, it
imparts no magical effects. The eflects last 8
hours, or until dispelled by digpelmagic or sim-
ilar magic. A creature that eats a magical meal
‘while already under the effects of another loses
the effects of the previous meal at the end of the
10 minutes required to consume the new meal.

A B
DispELLING MAGICAL MEALS

For the purposes of the dispel magic spell, all
of a meal’s effects count as one single spell
of a level based on the meal’s rarity: uncom-
mon, 2nd-level; rare, 4th-level; very rare,
Gthlevel; legendary, 8th level.
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Portions. A magical meal is typically large
enough to feed one Large creature or up to four
Medium or smaller creatures. If you have more than
four players at your table, consider allowing a single
meal to have enough portions to feed the entire
party; it can be more fun thar way.

Checks. Making a magical meal requires five
things:
+ Arecipe
+ Monster components
+ Fsence
+ Cook’s utensils
+ A source of heat

A ereature with all these in their possession can
spend 1 hour cooking, At the conclusion of the hour,
the creature makes a Constitution (cook’s utensils)
check against the DC of the recipe (see Ingedients
and Recipe DC tablc). Depending on the difference
between the DG and the result of the check, a magi-
cal meal can have quirks (see page 147).

Helping Hands. Too many cooks spoil the brath,
but a decent sous chef can pay dividends. For this
reason, in place of using the help action to grant
advantage (a mechanic avoided in harvesting and
crafting), one creature can help with the meal if

it spends the entire hour helping the cook. If the
ereature has proficiency with cook's utensils, it adds
its proficiency bonus to the result of the Constitu-
tion (cook’s utensils) check. ITit doesn’t have this
proficiency, it adds half of its proficiency bonus t
the result of the check instead.

m-h‘._

This book presents two types of recipes: staple ones
‘which can be cooked with monster components of
any type, and ‘boss recipes’ which require com-
ponents specific to the boss monsters in the hunts

in this book. Tt is up to the GM whether player
characters know these recipes, or must discover
them. You could introduce recipes in ancient tomes,
give them to a character whose grandfather was a
famous chef, or make them purchasable from magj-
cal restaurants or culinary schoals. Discuss this with
your table before you introduce this ruleset.

Patency and Fssence. Essence is required for
every magical meal; it is the factor thar decides how
powerful the meal's effects will be. As with crafting,
essence dictates the rarity of the magical meal, from
uncornmon to legendary.

Edible Gomponents. The components in the
Harvesting chapter marked with 1 superscript 'E’
(%) are edible—they all have magical efiects if prop-
erly prepared. Thers ars 10 types of edible compo-
nents: bioad, bone, brain, egg, eye, far, flesh., hear,
liver, and spice. Not all creature types supply every
type of edible component. For a breakdown each
component type's effects, see pages 142 - 146.
Any unlisted nonmagical ingredients are supplied
from a player character's normal rations, and don't
require detailing.

Difficulty. The more ingredients a recipe has, the
more magical effects it imparts to those who con-
sume it, and the higher the DC is to craft it. There
are four tiers of difficulty:

INGREDIENTS AND RECIPE DC

Recipe Tier :I‘;::::‘ Dc
Novice 1 12
Journeyman 2 16
Expert 3 0
Adisan 4 2%

MusHroom
MeLANGE




STAPLE RECIPES e

Novice Recipes - DC 12

Recipe Ingredient
Keyebob e
Tempura fat

Steak Flesh

Blood curd Blood
Bane broth Bane
Egrdumpling g
Hearty stew Heart
Liverwurst Liver

JOURNEYMAN RECIPES - DC 16

Recipe Ingredients
Meaty masala Flesh Spice
Tafieye apple Bone e
Dwarvenscoch g Flesh
Gobboisgras  Far Liver
Devilled egg (=] Spice.
Blackpudding  Blood Fat
Bloody gazpach™  Blaod Spice
Carriondelight  Bone Fat

*Nokea source required.

BOSS MONSTER RECIP!

EXPERT RECIPES - DC 20

Recipe Ingredients
Chronomancer's slow
ket B Flesh
Offllygoodstew  Brain  Heat  Liver
Draconic delight  Egg Fesh  Spice
Brinbarbacoa  Bone  Bain e

ARTISAN RECIPES - DC 24

Recipe
Scarleteye flan

Ingredients
Blood Brain  Ee  Fat
Beastial bourguignon  Flesh  Heart  Lver  Spice
Omitcing Ingredients. A cook can replace a
magical ingredient a nonmagical one, If they
choose to do so, they don't get the associated
magical effect of the nonmagical component, but
can still attempt to craft the meal. For example, if
a creature wants to make a scarlet eye flan, but has
no magical #sod, they can use the blood of any
creaturs (provided it hasn't spoiled) to complets
the recipe. The DC for the recipe doesn’t change,
and the magical meal only imparts the effects of the
three magical components used: fzasn, aye, and far.

Boss Monster recipes confer unique effects in addition to the effects of the components that make up the
recipes. For example, abolsth samen gives you the effect of aboleth flash (bonus psychic damage) and the

increased reach of the boss dish.

BOss MONSTER RECIPES

Recipe Dc Bossingredients Other Ingredients
Aboleth Ramen 2 Flesh~  Broodmother tentacle
Jella Shot 1% Blood- Phial ofpolyhedrooze acze fat
MushroomMélange 16 Spice - Pouch ofspares Rt
Rakoyaki 16 Brain- Pygmybrain Blood
Skrapyard Sosig 1% Flesh-  Mechakobold tubing 2
Tongue Twister Tart 3 Flesh~  Tavera tongue Broin
Magretite Curry 20 Flesh-  Magnetite flesh tiver Spice
Dumpleyengs 20 Eje-  Dreamholdersibeye Blood Hert
Sunmouth Steak and Eggs 20 Flesh=  Suneater flesh Bloot Eag
Tarrasque Mamow Broth 24 Bong-  Ta-sasque marrow Heart Liver Spice.
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JELLO SHOT

TonGue TWISTER
TART

Boss MONSTER EFFECT SCALING

w Aboleth

Jello Shot

2 Mushroom
7 Mélange

240 f.
960 ft.
1mile

Rakoyaki

Cantrip
st level
2nd level
3rd level

For the duration of the magical meal’s effects, a
creature that consumes and digests the meal gains
the following additional effect, with a value shown
in the Boss Monster Effect Scaling table:

Aboleth Ramen. When you make a melee weap-
on attack on your turn, your reach with it is greater
than normal. This distance increases with rarity.

Jello Shot. Tmmediately after you take damage,
you gain resistance to that damage type for the
next minute. The number of resistances you can
have from this effect simultaneously increases with
rarity. When you are ar the limit of resistances thi:
effect can sustain, you can’t gain more.

Mushroom Mélange. You know the direction
and distance of all corpses within a certain radius
of you. This radius increases with rarity, The effect
can penetrate most barriers, but it is blocked by 1
foot of stone, 1 inch of common metal, a thin sheet
of lead, or 3 feet of wood or dirt.

Rakoyaki. You can't be affected or detected by
spells of a certain level or lower unless you wish to
be. ‘The level of spells affected increases with rarity.

Skrapyard Sosig. Your power of self belief is so
strong that, at the start of each of your turns, you
gain a number of temporary hit points equal to your
Charisma modifier (minimum 1). The minimum
number of temporary hit points gained increases
with rarity.

‘Tongue Twister Tart. You can use an action to
transform into a piece of fumiture equal to your
size or back to your normal form. While trans-
formed, you have a walking speed of § feet, can't
take any action other than the Dash action or the
action (o change back into your normal form, and
otherwise retain your game statistics. A creature
can use its action to make an Intelligence (Inves-
tigation) check to inspect you, realising you are a
transformed creature on a suceess. The DC for this
check increases with rarity

" ¢ o.e 3
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‘Magnetite Curry, When vou are hit by a non-
nmagical, ferrous weapon, the damage you take is
reduced. The value of the reduction increases with
rarity, This damage reduction oceurs before resist-
ance is ealeulated.

Dumpleyengs. You can cast the daydraam (see
page 501) spell ance, without requiring any
components, and regain the ability to cast it this
way after 1 hour has passed. The DC of the saving
throw increases with rarity,

Sunmouth Steak and Fggs. You regain a number
of hit points at the end of each hour you spend in
sunlight. "The number of hit points increases with
rarity.

Tar-rasque Marrow Broth. If you take damage
from a spell or other magical effect, you become
empovwered. The next attack you make within the
next minute that hits a target deals additional ne-
crotic damage. This damage increases with rarity.

Optional Rule: Exira Recipes. You can choose to
make these boss monster recipes available as staple
recipes, as well, If you do so, the boss monster in-
gredient can be replaced with another ingredient of
the same type (for example, a different flesh instead
of the brovdmother wniacte), 1f this replacement oc-
curs, the additional effect of the dish (the one based
on the hoss monster ingredient) is not conferred to a
creature that eats the meal.

EDIBLE EFFECTS

This section lists the ten types of edible compo-
nents alphabetically, breaking down the effects by
creature type. If a creature type isn't listed for an
edible component, that component isa't magical
for that creature. For example, humanoid flesh has
no magical effects, and thus isn’t listed as a harvest-
able component, bur could still be acquired as a
non-magical foodstuff,

‘The effects are worded as addressing the creature
that has consumed and digested the magical meal.
If an effect puts the creature ‘under the effect of a
spell’, this spell does not require concentration, but
can be dispelled. The following table describes the
types of edible magical components available from
each creature type.

TAR-RASQUE
Marrow BroTH

MaGNETITE

DUMPLEYENGS
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EDIBLE MONSTER COMPONENT SUMMARY

Component

Elemental
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< % Dragon

Brain
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Blood gives its ingester a taste for certain creature
types. For the duration, the first time each turn
that you hit a creature whose type matches the
ereature type of the blood you consumed, the at-
tack deals bonus damage 10 the target. The dam-
age is of the same type as the attack and increases
with rarity: uncommen, 1d4; rare, 146; very rarc,
1d8; legendary, 1410,
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Fey. Have advantage on saving throws against
the charmed condition,

Fiend. Have advantage on saving throws against
the poisoned condition.

Giant. Have advantage on saving throws against
the restrained condition.

Have ad on saving thr
apainst diseases.
ity. Have on saving throws

The vitality stored within bones reinforces a crea-
ture’s resilience to certain types of effects, Except
for celestial and undead bones, the effects don’t
change with rarity, For the duration, vou:
Aberration. Have advantage on saving throws
against the stunned condition.
Beast. Have advantage on saving throws against
the blinded condition.
Celestial. Gain temporary hit points at the start
of each minute, which increases with rarity.
Construct. Have advantage on saving throws
against gaining levels of exhaustion.
Dragon. Have advantage on saving throws
against the frightened condition

against the paralysed condition.

Plant. Can't be put to sleep by magic.

Undend. Have advantage on saving throws
aainst diseases. Additionally, you immediate-
Iy regain a number of hit points, which increases
with rarity.

BONE EFFECT SCALING

Rarity Celestial Undead
Uncommon ds. 1dq <1
Rare 2dé 2d4+2
Very rare 3ds 3d4+3
Legendary adé 4dd+q



Digesting brains imparts enhanced mental faculties.
Of the edible brains, aberrations and humanoids have
particularly unique abilities. For the duration, you:

. Can
‘with creatures within a certain radius of you,
which inereases with rarity. You must be able to
see the creature and share a language to com-
‘municate in this way. In addition, higher rarities
grant you advantage on Insight checks {very
rare and legendary) and put you under the ef-
fects of the derect thoughts spell {legendary).

Celestial, Gain a bonus to Charisma checks,
‘which increases with rarity.

Construct. Gain a bonus to Intelligence checks,
which increases with rarity.

Fey. Gain a bonus to Wisdom checks, which
increases with rarity.

Fiend. Gain a bonus to Charisma checks, which
increases with rarity.

Humanoid. Gain a bonus to abilicy checks using
a single randomly determined skill (see the
Random Skill table on pages 120). The bonus
increases with rarity.

BRAIN EFFECT SCALING

Rarity Aberration CheckBonus
Uncommon 30ft. +

Rare 90 ft +2
Very rare 300 ft 5
Legendary 00t 4

Eggs contain the primed biomantic material for
ereatures of the component’s type, When you in-
gest ameal that contains agg, your body undergoes
interesting morphological changes that last for the
effect’s duration.

EGG EFFECT SCALING

Rarity Aberration Beast
Uncommon ‘0

Rare 2 Environmental
e e adaptation
Legendary 3

Aberration. You grow a tentacle that can be used
1o hold non-armour items, ot to grapple a crea-
rure, but not to make other artacks. You use the
tentacle’s Strength modifier instead of your own
‘when grappling with it. The Strength modifier
of the tentacle increases with rarity.

Beast. Your morphology changes to adapt to the
current environment, You have advantage on
saving throws against environmental effects of the
GMs discretion, For example, if you are in a cold
Diome, you might grow fur and have advantage
on saving throws against the cffects of the cold,

Dragon. You grow a fanged maw, a natural weap-
on which you can use to make unarmed scrikes.
T you hit with it, you deal piercing damage
equal to a value that increases with rarity - your
Strength modifier, instead of the bludgeoning
«damage normal for an unarmed strike.

Fey. You shimmer while standing still, becoming
hard to see. You are under the effects of the
chameleon skin spell.

‘Monstrosity. You grow scales that grant you a
new way to calculate your AC. The calculation
increases with rarity. You can use the calcula-
tion to determine your AC if the armour you
wear would leave you with a lower AC.

Dragon Fey Monstrosity
1ds 124 Dexmod
1d8 13+ Dexmod

Chawmelean skin
dio 14+ Dexmod
1diz 15+ Dex mod

M-_

Eyes are strong receptacles of divination magic, and
they tend to impart effects that help with percep-
tion and detection. For the duration, you:

Aberravion. Are under the effects of the datect
magic spell. The radius of the sense increases
‘with rarity.

Beast. Gain a bonus to your Perception checks.
‘The bonus increases with rarity.

Celestial. Are under the effects of the defect ezil
and goad spell. The radius of the sense increases
with rarity.

Dragon. Gain a bonus to your Intimidation
checks. The bonus increases with rarity

EYE EFFECT SCALING

Rarity  Aberation Beast Celestial
Uncommon 1oft “ 10ft
Rare 20ft. 2 20ft.
Very rare 6oft = saft.
Legendary 18aft + 1ot
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Dragon

Fey. Ate under the effects of the we ineistbiticy
spell, out to a certain range. The range of the
vision increases with rarity.

Fiend. Gan see normally in dim light and dark-
ness, both magical and nenmagical. The radius
of the vision increases with rarity

Monstrosity. Gain darkvision or, if you already
‘have darkvision, its range is inereased. The
range of the vision increases with rarity.

Undead. Know the location of any undead within
a radius around you that isn't protected from
divination magic. The radius increases with
rarity.

Foy  Fiend  Monstrosity  Undead
woft oft mftorssk tof
20ft  z0ft  éoftorsofi  aoft
6oft  soft  softorsash  coft
w6oft,  1sof.  wuwofLorssaft  180f.
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Fat inures creatures to particular types of damage,
decreasing the trauma caused when a creature takes
damage of that type. Whenever you take damage of
the type associated with the creature type whose fat
you ingested, roll a die and subtract the result from
that damage. The die is determined by the rarity:
uncommon, 1d4; rare, 1d6; very rare, 1d8; legend-
ary, 1d10. This damage reduction occurs before
resistance is caleulated

Aberration. Psychic.

Beast. Cold

Gelestial. Radiant.

Construct. Lightning.

Dragon. Meta; the same a5 the damage type of
the dragon’s breath weapon. If a dragon possess-
es breath weapons that deal multiple damage
types, the damage type is randomly determined
from among the available options. If it doesn't
have a breath weapon, its fa has no effect.

Fey. Poison,

Fiend. Fire.

Giant. Meta; the same as the damage type with
which the giant is associated (GM's discre-
tion). If a giant is associated with more than
one damage type, the damage type is randomly
determined from among the available options. Tf
a giant possesses no additional damage type, its
fat has no effect.

‘Monstrosity. Thunder.

Qoze. Acid.

Plant. Poison.

Undead. Necrotic

Flesh fortifies the bady with pawer. ‘The first attack
you make each turn that hits deals bonus damage of
a type associated with the creature type of the flesh
you ingested. The damage increases with rarity: un-
common, 1; rare, 2; very rare, 3; legendary, 4.

Aberration. Psychic.

Beast. Cold

Celestial. Radiant

Construct. Lightning.

Dragon. Meta; the same as the damage type
of the dragen’s breath weapon. If a dragon
possesses breath weapons that deal multiple
damage types, the damage type is randomly
determined from among the available options. If
it doesn't have a breath weapon, its flesh has no
effect.

Fey. Poison.

Giant. Meta; the same as the damage type with
‘which the giant is associated (GM's discre-
tion). If a giant is associated with more than
one damage type, the damage type is randomly
determined from among the available options. If
a giant possesses no additional damage type, its
flesh has no effect.

Monstrosity. Thunder,

Plant. Acid.

Undead. Necrotic.

|
|
|
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Eating the magical heart of a creature lets you
detect the presence of other hearts of that creature
type. You know the direction (but not distance) of
living (or, in the case of undead, unliving) hearrs
belonging to that creature type within a certain
radius, which increases with rarity. This effect can
penetrate most barriers, but it is blocked by 1 foot
of stone, 1 inch of commen metal, a thin sheet of
lead, or 3 feet of wood or dirt.

HEART EFFECT SCALING
Rarity Detection Radius
Uncommon soft.
Rare 240 ft.
Veryrare 960 ft.
Legendary 1mile

m__-_

Spice incorporates everything from celestial and
fiend dust to the primordial remains of elementals,
ethereal ichor, and the pollen and spores of plants.
The effects of spice are disparate, and last for the
duration:

Celestial. At uncommon rarity, you are contin-
uously under the effects of the featherfail spell.
At rare and higher rariies, you also gain a flying
speed, which increases with rarity.

Fiend. You gain temporary hit points at the start
of each minute. The number of temporary hit
points increases with rarity.

Elemental. You can cast a random elemental
cantrip at will, Roll on the Random Cantrip ta-
ble to determine which cantrip. The caster level
at which the cantrip is cast increases with rarity.

SpICE EFFECT SCALING

Rarity Celestial Elemental
Uncommon feather fall Base level

Rare Flyis ft Sth-level
Veryrare Flyzoft Teh-level
Legendary Fly 60 ft. 17th-level

i
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Ingesting the magically-preserved liver of a creature
repulses creatures of that creature type. When a
creature of the same type as the liver you ingested
hits you with a melee attack, that creature takes
nectotic damage. This necrotic damage increases
with rarity: uncommon, 1dd; rare, 1d6; very rare,
1d8; legendary, 1d10. Once a creature takes this
damage, the effect can't ocour again until the start
of your next turn,

=

RANDOM ELEMENTAL CANTRIP

ds Cantrip

acidsplash
concussion”
fire bt
ray o frost

siockinggrasp

aw e W

water whip”
Seo Appendis R

Plant. You are under the effects of the sperk with
Dlants spell.

Undead. Your maximum and current hit points
increase, This value increases with rarity.

Fiend Plant Undead

2ds 2ds

4dq 4dd
speak with plants

&dq 6dg

8da 8da
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As with other crafting checks, there are degrees of
success and failure. A well or hadly made magical
meal can end up with quirks—properties that grant
additional favourable or detrimental effects. Un-
helpful quirks are known as flaws, while advanta-
geous ones are referred to as hoons.

“The greater the margin by which a erafting check
is failed or succeeded, the greater the number of
quirks acquired. The number of boens a magical
meal can gain is limited by the power of the essece
used to craft it: the rarer the essence, the more boons
it can sustain. A food's quirks are rolled by the GM
and aren't known by those who consume the food
until they become apparent. Cooking quirks are
described later in this section (page 148)

QUIRKS GAINED
CookingChedk
R.esul;“linus &‘:;:‘E' ed
Recipe DC
azorless  Fourflaws —
12t0-5 Three flaws =
-8to-s Two flaws, —
-ato-1 One flaw =
ctwoa None —
58 Oneboon® Rare.
sto1z Two boons™ Very rare
B Threeboons®  Legendary

Repeated Results. Cooking quirks don't stack; if
you roll the same quirk more than once, re-roll until
You get a different result

COOKING FLAWS =5

To determine which flaws the meal has, roll on the
Caoking Flaws table. Unless otherwise stated, any
effects last for the duracion of the magjcal meal's
effects.

COOKING FLAWS

d8  Flaw
Rottworth's Revenge. Explosive emissions from
both ends leave you poisoned and unzble to

1 benefit from shert or long rests. Spells and mag-
ical effects that remove poisan instead suppress
the effect for 1 hour.

COOKING BOONS i

To determine which boons the meal has, roll on the
Cooking Boons table. Unless otherwise stated, any
effects last for the duration of the magical meal's
effeets.

COOKING BooNs

d8  Boon
1ron Cut, You have resistance to poison damage

1 andadvantage on saving throws made against

the poisoned condition.

Sweet Breath. The aroma of the delicious food

perfumes your breath. You have advantage on

Nauseating Nightmare. Visual and audible hal- 2 Charisma checks against creatures within 30

o lusinatians cause you o became distracted. You feet ofyou that cansmell
e Cnuantamonl el hoepce Wedon, Linguistic Learning. You gain the abiliry o speak
and Charisma checks. and oninitiative rolls. Giliin e e s
Tongue Tied. Yourtangue becornes enchanted; of each magical componentyou consumed
you canspeak only in a language associated with s o b S o

,  oneof P ical comp I soumight be able to speal
netyouingested (GMschoice), Forexample, if primordial
You ate a fey's component, you might speak only Slow Release Energy. The steady trickle of ener-
Sylvan. . ©from yourmeal maintainsyour blood sugar
Flatulence Foetid gases erupt from your bowels You have advantage an savingthrows made to
uncontrollably. You have disadvantage on Cha- maintain your concertration

,  rismachecksagainst ceatures within3o feetof Fearless Fancy. You become extraordinasily

you that can smelland you have disadvantage
‘o Stealth checks against creatures that can
smellor hear

Borborygmus Bomb. Your stomach convulses.
in painful cramps. You have disadvantage on
saving thows made to maintain your concen-
5 tration. After1dg haurs (known only by the GM),
you release a pungent miasma with the effects
of the cloudkillspell, centred an yourself. This
cloud asts for1 minute.

High Glycemic Index. After1d4 hours (known
only by the GM), you have a sugar crash. Once
you erash, you have disadvantage.on Dexterity
checks and Dexterity saving throws.

Allergic Reaction. Yourskin puckersintoan
iriating rash. You must succeed ona DC10

7 G i i f
your turns or use your action or bonusaction to
scratch uncontrollably.

Food Baby. The meal leavesyou bloated. Your
speed is reduced by s feet.

5 brave. Youareimmune ta the frightened con-
dition.
Hearty Harvest. You feel as ifyou could move
mountains, Youhave advantagean Strength

&  checksandyou count as one size largerwhen de-
termining your carrying capacityand the weight
you ean push, drag. or lift.
Peaceful Digestion. The next time you finish a
short rest, you regain one additional hit point
per Hit Dieyou roll to regain hit points. The

7 nexttimeyou finisha long rest, you recover an
additional number of expended Hit Dice equal
toyour proficiency bonus.

g FastFood Themealleaves you energised. Your

speed increasesby s feet



WORKED EXAMPLE i

In this example, Guef cooks his grandma’s secret
sausage recipe for Mizzard.

Gurf: Time for grandma's secret sausages!

Mizzard: Ah, another tradition from your barbaric

homelands, isit? Very well.

Gurf: For sausages | need flesh for eatin’ and
egg for bindin'. Fve got this giant flesh from
Charlle, our friend you accidentally roasted,
and the egg from that owlboar. Plus we
have all this frail essence and my grandma’s
favourite cooking pot!

Mizard: Accidentally is the key phrase
a fire

llight

GM: Ok, that's all five requirements: recipe, com-
ponents, essence, cook's utensils, and heat,
Sausages are a journeyman recipe so the DC
is 16,

Mizard: !ll provide what help | can. My proficien-
cybonus is +4.

GM: Great. You have no proficiency with cook's
utensils so we add half that value to the
result: +2.

Gurf: Okay, that’s an 11, plus my Constitution
modifier of 45 and my proficiency bonus of

+44os | am proficient with cook's utensils. 3
That’s 20!

GM: 20 plus 2, 22. The DC Is 16 50 you beat it by 6! HND “HY Yu“
If you had used stronger essence, youwould p n
have gat a boon, but alas, the meal you j 4
create is of uncommon rarity and can’t carry ke HHVE THEM

boons.

Gurf: Grandma would be proud.
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CNIDARAN
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TFrom nomadic, floating cities whose coral exoskel-
etons stretch down into the dark ocean depths to
mile-long reefs and small atolls, cnidaran (NI-dar-
an) settlements can be found wherever salt meets
water. Their unique, bipartite lifecycle sets them
apart from most other humanoids and fosters a
zealous loyalty between cnidaran and home.

DISPERSE AND DEPL

Chidarans have two distinct phases to their lifecy-
cle: the medusozoa and the polyp. An adventur-
ing cnidaran—one that can speak, has a vaguely
humaroid shape, and can manipulate tools—is a

These are for
interacting with the ourside world (in other words,
anything beyond their home reef).

‘When medusozoa mate, an event that can
invelve dozens of individuals, the thousands of
larvae that are conceived settle on the nearest sub-
strate, often the cnidarans’ own coral home. Onee
rooted, the larvae develop into polyps with two
tasks. The first is to grow a single new meduso-
z0a over a single moon's cycle and then birth this
inch-long, instinct-driven youngster into the wa-
ters surrounding its home. The second is 10 secrete
a calcareous exoskeleton, fusing their body with
the reef and growing the cnidarans’ coral home.

Life for a young medusozoa is tenuous; it
must fend for itself, drifting in open waters and
feeding on plankton and other medusozoa until
it reaches at least a foot in length, usually by the
end of its third year. During this juvenile stage, a
time known as the ake ulush (the wild time”), a
medusozoa is largely ignored by other cnidarans,
who believe that “wia/ by ocean matkes the hardest
pearls.” Once a cnidaran completes this juvenile
stage, it is brought into the reef, a utilitarian and
communal space where the customs, culture, and
values of that reef are passed on, the wko malang
(the ‘time of waiting”)

COMMUNE
AND COMMUNITY

Caidarans live communally. With
the practices of mass mating and
random dispersal, no single medusozoa
knows which individuals are their par-
ents. In fact, the entire concept of “parent-
age’, hereditary titles', and ‘inheritance” is
foreign to most cnidarans.

‘When a cnidaran medusozoa reaches maturity, it
is given the choice to leave the reef with the bless-
ing of the whole community, a once-in-a-liferime
event known as the wbe jz (the ‘time of explora-
tion'). Individuals that start on the wko i do so for
a multitude of reasons. Some seek to bring back
treasures from the world beyond and enhance their
own community. Others feel a need to disperse,
finding other reefs to join or even forming new reefs
with like-minded medusozoa met on their travels,
A very few become enraptured by wanderlust and
spend the rest of their days among winding ocean
currents, delving into damp dungeons, and cavort-
ing in ports with other seadogs.
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NO PLACE LIKE HOME £

Cnidaran settlements are alive, Made of the bodies
of millions of calcified polyps—cnidaran ances-
tors—a reef is more than just a home; it is the collec-
tive memory of a thousand generations, a traceable
web of genealogical history, and an esteemed and
holy sanctuary. Intentionally damaging a reef carries
grave consequences: death, exile, or even being
perceived as a declaration of war are all sanctions a
cnidaran colony might employ. Tt isn’t unusual for
trade unions to pay handsome reparations if a ship
damages a cnidaran reef when blown off course by
wild winds. To do otherwise might result in ships
foundering even in fair and pleasant conditions, such
is the whim of an enraged enidaran reel.

CNIDARAN TRAITS

As a cnidaran, you have the following racial traits.

Ability S Increase. Your C ion score
increases by 1

Age. A cridaran medusozoa reaches maturity at
around 20 years of age and can live up to 200 years.

Languages. You can speak, read, and write Com-
mon and one other language of your choice.

Size. A cnidaran stands between 5 and 7 feet tall.
Your size is Medium.

Speed. Your base walking speed is 30 feet and you
have a swimming speed equal to your walking speed.

Amphibious. You can breathe air and water.

Subrace. When a polyp produces a medusozoa,
it can birth one of two meorphs: a nematocyst or
a shimmerskin. The former is adapted for con-
frontation, combat, and conflict; and carries with
it an innately toxic weapon. The later relies on

rfuge, and o charm

antagonists and avoid conflict. Together, these two
‘morphs are capable of pursuing two very different
strategies in interspecies interactions. Choose one of
these subraces.

NEMATOCYST
Named after their whip-like appendage which can
secrete a potent neurotoxin, such individuals form
the warriors of a enidaran reef.

Ability Score Increase. Your Dexterity and Con-
stitution scores both increase by 1.

Nematocyst. You have a long, barbed append-
age, a natural weapon which you can use te make
unarmed strikes. If you hit with this finesse weap-
on, you can deal piercing damage equal to 1d4 +
your Strength or Dexterity modifier (your choice),
instead of the bludgeoning damage normal for an
unarmed strike.

Neurotoxin. As a bonus action, you can secrete a
toxin and apply it to one weapon or piece of am-
munition, which lasts for 1 hour. The first time you
hit a creature with this weapon or ammunition, the
creature must succeed on a Constitution saving
throw (DC equals 8 + your Constitution modifier
+ your proficiency bonus) or be paralysed until
the start of its next turn. Alternatively, you can use
a bonus action to inject the toxin when you hit a
creature with your nematocyst. You can use this
feature a number of times equal to your proficiency
bonus, and you regain all expended uses when you
finish a long rest.

Toxic Adaptation. You have advantage on saving
throws against being poisoned, and you have resist-
ance to poison damage.

SHIMMERSKIN
Diplomats and traders of a cnidaran reef are often

in morphs; their propensity to
makes them skilled negotiators.

Ability Score Increase. Your Charisma score
increases by 2

Shimmerskin. As a bonus action, you can cause
your skin to shimmer in a pleasing array of col-
ours for 10 minutes, For the duration, you have
advantage on all Charisma checks. Once you use
this trait, you can't do so again until you finish a
long rest.

Hypnotic Phosphorescence. You know the minor
itkusion cantrip. Starting at 3rd level, you can cast
the akarm person spell once with this (rait, and you
regain the ability to doso when you finish a long
rest. Starting at 5th level, you can cast the sugzes-
tiom spell once with this trait, and you regain the
ability to do so when you finish a long rest. You can
also cast these spells using any spell slots you have.

Charisma is your spellcasting ability for these
spells. When you cast them with this trait, they
don't require material or somatic components.
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“The pursuit of knowledge, the acquisition of
secrets, and the hoarding of trinkets with storied
histories are commeon practices among any creature
raised by cyclopians (sy-CLO-pee-ans). From dog
tags to tapestries, musical manuscripts to carved
tablets, magical memory orbs to worthless heirlooms,
their ‘libraries’ (as cyclopians refer to their homes)
are filled with knowledge. With their physical
adaptation to climbing, cyclopian homes are often
found high up in cliffsides, within abandoned wiz-
ards’ towers, or deep in The Low.

NOCULAR AND MYOPIC

A eyclopian’s singular eye is the perfect metaphor
for this race’s almost-myopic tendency to focus

on one thing to the exclusion of all others. When

a cyclopian finds a topic that interests them, little
can stop their manic and feverish efforts to acquire
any relevant documents, information, or answers.
Indeed, the famed cyclopian researcher Roza
“Thanks" "Thanklinds is rumoured to have forgone
sleep for more than two months while analysing the
crystallised mut-x from the former laboratory of Dr
TFrank N. Stein. Of course, this feat was made all
the easier thanks to cyclopians' ability to metabolise
knowledge into actual, physical, nutritional value.

ARCANISTS ANALOGUE ~ S

Cyelopians are often mistaken for shadowy aberra-
tions of the Shadow Plane known as skulks. While
both cyclopian and skulk share a hulking monocu-
lar physiology and a hunger for knowledge, a brief
observation yields one significant difference: the
skulking simulacra leave a trail of rot and necrosis
wherever they travel, while no true eyelopian would
ever risk damaging a book in this way
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PILGRIMAGE OF HUGE DISCOVERY

Cyclopians of a certain age often embark on a
Pilgrimage of Huge Discovery, or PHD. During this
time, they venture out into the world, seeking to
bring new and significant knowledge back to their
library. For some individuals, the natural compul-
sion to explore is all the impetus they need to leave
the comfort of their homes. On the other hand,
more reticent cyclopians might have to be forced
out by their family, fulfilling this rire of passage
based on a sense of duty. Cyclopians who fixate on
the acquisition of artifacts, rather than the joy of
studying them, are regarded as rare and valuable as-
sets to any family; cyclopian adventurers are atways
warimly welcomed back to their library.

SHARING IS CARING S

Cyelapians have an unusual lifeeyele. Though they
can reproduce sexually, cyclopians are also capable
of a form of asexual budding. When a cyclopian

is beyond inundated by the volume of knowledge
awaiting its analysis (such as after it gains entry into
an abandened, book-filled wizard's tower), it can
spontaneously and unexpectedly undergo entire
body mitosis. This produces a smaller, similar, genet-
ically distinet, individual—an assistant with whom
the research can be more manageably catalogued.

CYCLOPIAN TRAITS -

As a cyclopian, you have the following racial traits.

Ability Score Increase. Your Intelligence score
increases by 2, and either your Dexterity score or
‘Wisdom score increases by 1 (vour choice).

Age. Cyclopians reach maturity in their early
teens and typically live as long as humans.

Creature Type. You are 2 humanoid. You are also
considered an aberration for any prerequisite or
effect that requires yon to be an aberration.

Languages. You can speak, read, and write
Common, Undercommon, and one other language
of your choice.

Size. With their crouched and hulking posture,
Cyclopians typically appear smaller than they are.
At full stretch, a eyclopian stands berween 5 and 6
feet tall. Your size is Medium,

Speed. Your base walking speed is 30 fect.

Darkvision. Accustomed (o life in dimly-lit
libraries, you have superior vision in dark and dim
conditions. You can see in dim light within 60 feet
of you as if it were bright light, and in darkness as if
it were dim light. You can’t discern colour in dark-
ness, only shades of grey:

Knoswledge Seeker. Learning is an almost irresist-
ible compulsion amongst cyclopians and often leads
them to dangerous locations. You have proficiency
in your choice of two of the following skills: Arcana,
Hiscory, Insight, Investigation, Medicine, Percep-
tion, Religion, and Stealth.

Savant of Secrets. You can tap into your ances-
tral ability to spot the telltale signs of hidden traps,
passages, and secrets. As an action, you can enter
a cyclotrance for 1 minute. For the duration, you
have advantage on Perception, Investigation, and
Insight checks. Once you activate this trait, you
can’t do so again until you finish a long rest.

Thought for Food. Information is nourishing for
cyclopians, in the truest sense of the word. Fach
day that you discover significant new information
(GM's discretion), you need only half as much food
and water as normal and you have advantage on
Constitution saving throws. These benefits last until
you finish a long rest.

Top Shelf. Generations spent climbing to the top
shelves of tall libraries have led to a selective pres-
sure on the ability to climb within eyclopians. You
have a climbing speed of 20 feet.

H
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Nestled in secluded clearings in the woods, on
hilltops with extraordinary vantages, or in easily
collapsible canyons, gobbocs seek safety above all
else. Survival is a gobboe's watchword; their own
survival is their number one goal on expedition—
treasure, glory, and saving the world be damned.

BRAVE COWARDS

You'll likely recognise the back of a gobboc’s head
more than the front, given their propensity to run
away at the first sign of danger. While this is the
epitome of cowardice, it is a specifically brave kind
of cowardice; life is scary and living another day is
the bravest thing you can do. At least, this is what is
taught to gobboc from the moment they can walk, a
few hours after they're born.

A typical gobboc is never the fusst to enter a room
nor the last in a line of dungeon delvers. They aim
1o keep bodies firmly before and behind them, a
tactical meat shield to ward off harm. Indeed, gob-
bocs are the ultimate hit-and-run fighters, retreating
from a foe before it can retaliate against their precise
and lightning-quick attacks. This method of fight-
ing, taught to all gobbocs, is known as the Klucking
Fighting Creed

{FIT AND SIT -

Gobbocs have & peculiar tendency 1o sit on things,
The pinnacle of this innat desire is the Festival of
Brooding, known as the

“This annual event finds all the gabbocs in a town

creating the most comfortable thrones, bean bag
chairs, and bundles of straw possible before sit-
ting on them around a huge bonfire, There are no
fireworks; sudden, loud naises are frowned upon in
gobboc society.

AVIAN ASCENDENCY

Gobbocs worship other birds. The bigger the
the mare holy it is. I fact, similarly to kobolds,
gobboc belief is innately magical. It is so potent
that gobboe belief causes birds to become more
intelligent. In times of war, pobboc hosts are often
accompanied by flocks of birds, including mounted
divisions of razor-clawed and quick-witted casso-
waries and flying contingents of super-intelligent
hippogriffs. It is widely posied that the famous gob-
boc playwright Owlfred Harcheluck based his play,
The Birds, on this uniquely gobboc occurrence.

GOBBOC TRAITS Ch

As a gobboc, you have the following racial traits.

rd,

Abilizy Score Increase. Your Dexterity score
increases by 2, and either your Charisma score or
Wisdom score increases by 1 (your choice).

Age. Gobbocs grow quickly and die young. They
walk hours after hatching, reach adulthood by age
7, and live around 30 years.

Languages. You can speak, read, and write Gom-
mon and one other language of your choice.

Size. Gobbocs are a diminutive race and stand on
average 2 to 3 feet tall. Your size is Small.

Speed. Your base walking speed is 25 feet.
CGommune with Fowl Folk. You have the ability
1o communicate in a limited manner with feathered
beasts and monstrositics. They can understand the
meaning of your words, though you have no special

ability to understand them in return. You have ad-
vantage on all checks you make to influence them,

Coward’s Creed. After successfully hitting with a
melee attack, you can take the Disengage action as
a bonus action.

Feathered. Your light bones and feathered form
reduce the impact of gravity; you take only half
damage from falling,

Gallus Domesticus. You can cast the poiymorph
spell on yourself with this trait, using Charisma as
your spellcasting abiliy. When you use this version
of potymorph, you always assume the form of a Tiny
chicken (see statblock below). Once you cast the
spell, you can’t cast it again with this trait until you
finish a long rest

Headless Chicken. When you are reduced to 0 hit
points, but not killed outright, you don't immedi-
ately fall ious. Instead, you can i
move up to your speed without provoking opportu-
nity attacks. You then fall uncenscious as if you had
been reduced to 0 hit points in the space where you
finish this movement.

[ry— —

CHICKEN

Tiny beas, unafigned

"armour class 12

Hit Points1 (1d4-1)

speed 40ft.

STR DEX CON INT WIS CHA
3(4) G2 8L)  aks) 120 762
'Senses passive Perception 11

Languages —
Challenge o (10 XP)

take the Di Hide

 acrion as a bonus action.

AcTioNs

Pech. MeleeWeapon Attack.+4 to hit, reach s ft. one target, Hit:1
piercing damage:
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The rich scent of freshly-turned earth may be a
sure indicator that a group of nomadic golynn is in
the area. Vivacious wanderers, golynn are crea-
tures of nature and have little use for the trappings
of modern society. Their shovel-like hands, scaly
exterior, and insect-devouring constitution ensure
their survival wherever the earth is soft and the soil
is fertile.

HEARTH AND HEARTBEAT

Golynn adore thythm. They find joy in the thrum
of a lightning-rail, the clip-clop of a riding goat's
hooves, and the heartbeats of their kith and kin.

From these everyday occurrences, golynn make
wonderfully complex polyrhythms, music whose
restorative vibrations can reinvigorate the melan-
choly and afraid. Indeed, the lead percussionist for
the legendary opteran band, Wings of a Butterfly,
was Hopo Aman, a gelynn maesto of the dwarven
tablah.

Golynn legend tells of a single, pulsing rhythm
that drives all life in the world, the golo'zpa, or
*Heartbeat of the World'. Many golynn’s nomad-
ic existence is a singular quest to explore all the
nooks and crannies of the world, searching for this
rhythm. In their never-ending pilgrimage, golynn
leave a plethora of hidden burrows—warm, safe
spaces whose locations are passed on by word of
mouth.

DIG A HOLE LOTTA’
“This constant burrowing can sometimes bring
golynn into conflict with the uo monés, or ‘those
that live under the sky’. Golynn have ruined many

a quality murderbowl pitch and have even inadvert-

ently undermined castles while searching for the

e
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rhythmic clankingof a prisoner’s chains, Converse-
Ly, some farmers, recognising their natural aptitude
for digging, engage passing golynn as farmhands
whenever possible, promising them all the grubs
they can eat in exchange for a day’s work.

HAPPENSTANCE —

Not all golynn are raised by their own kin. Rumours
of the magical healing properties of galynn scales
are still abound, leading unsavoury and desperate
individuals to hunt them for these entirely-mun-
dane components. Fortunately, orphaned golynn
have been taken in by all manner of parents, from
halffings, dwarves, and gnomes to lotol and kobolds
who regard them as huge, scaled, dragon

With their fondness for exploration, golynn make
natural adventurers. A burrowing golynn might
accidentally fall into an underground sepulchre,
find a long-buried artifact, or stumble upon the
machinations of an evil necromancer bent on raising.
an army of the undead.

GolLynk DrUM

[ GOLYNN TRAITs S,

As agolyan, you have the following racial traits.

Ability Score Increase. Your Constitution score in-
creases by 2, and your Strength score increases by 1.

Age. Golynn grow rapidly and reach maturity
at 10 years of age. On average they live about 150
years.

Languages. You can speak, read, and write Corn-
imon and one other language of your choice.

Size. Golynn stand between 7 and 8 feet tall and
average between 300 and 400 pounds. Your size is
Medium

Speed. Your base walking speed is 30 feet.

Natural Armour. Your body is covered in thick,
keratinous scales. When you aren’t wearing armour,
your AC s 13 + your Dexterity modifier. You can
use your natural armour to determine your AC if
the armour you wear would leave you with a lower
AC. A shield's benefits apply as normal while you
use your natural armour.

Powerful Build. You count as one size larger
‘when determining your carrying capacity and the
weight you can push, drag, or lift

Shovel Talons. Your wide, powerful claws are
perfect for ereating tunnels and burrows. You have
a burrowing speed of 15 feet, but can only use it to
tunnel through soft earth, or loose stone.

Drill Dervish. While burrowing underground,
you can shift the ground under a creature’s feet,
potentially causing it to fall over. If you burrow
directly under a Large or smaller creature that is
standing on the ground, the creature must succeed
ona Strength saving throw or be knocked prone
The DC for this saving throw equals 8 + your
Strength modifier + your proficiency bonus.

Tremorsense. Knowing where the next meal—
like a juicy, giant earthworm—can be found while
underground requires a specific adaptation. You
have tremorsense out to a range of 5 feet. Asan
action, you can hone your senses, increasing the
range of this sense out to 20 feet until the end of
Four next turn.

i
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Creatures of swamp, river, and lake, these sala-
mander-kin go with the low—literally, Where the
water wends, lotol make their home. Despite their
shorter lives, lotol rarely rush; they have little to
prove and trust in the currents of fate to take them
where they need to be. Masters of adaptation, it is
the lotol's propensity to find joy in all things that
sets them apart from other races: the croak of a
bullfrog, the death of an elder, or the sweet scent of
petrichor after a long hot summer; all are accepted
with an open, wholesome grace.

LIZARD LEG Eat

In lotol legend, the first lotol ancestor, Ablon the
Stoney, had magnificently hard scales but was a stoic
and unfeeling creature. To teach him a lesson, the
great Platinum Dragon cursed him to be more sen-
sitive. Ablon’s scales fell from his body, and his kin
would forever bear this soft-skinned nature s a re-
minder to always be aware of how your actions might
affect the world around you. In their own tongue,
latol are known as the ‘lizards without scales’.

Clonsequently, lotol often remark when they
meat humanoids that do have scales, such as drag-
onborn, lizardfolk, of golynn. This reaction varies,
from awe to envy, or from open infatuation toa
fearful ion of i ¥ or bruti

(stereotypes some lotol individuals hold). A sect of
lotal, The Platinum Apology, dedicate their lives
1o ending this curse and restoring themselves as
scale-wearing reptiles. Whether or not this curse is
real, let alone possible, is unknown.

WATER WADERS 2

‘The few times lotol ever come into conflict with
neighbours, it is almost always to do with water.

A growing lotol population creates new wetlands
by damming up rivers, sometimes to the chagrin

of local trappers and woodsfolk. Following floods,
whole pods of lotol can find themselves washed
downstream into an entirely new (and often recent-
Iy-drowned) habitat. Fortunately for those that may
be reconstructing their lives following such an inun-
dation, lotol are more than keen to help. Lotol with
innate aqueous adaptations can prove a blessing to
washed-out villages and offset the enmity villagers
may feel towards this newly-arrived population of
semi-nomadic salamander-folk.
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‘With their supple, permeable skin, lotol are
extremely sensitive to pollutants, If a black dragon
poisons the water upstream or heavy metals from
a dwarven mine begin to leech into the ground-
water, lotol are often the first to know. The only
record of lotol going towar is recorded in the oral
chant The Cleansing Tide, With the help of a bronze
dragon, Chionthan the Forgetful, lotol of the Chion
Valley snuek upon the cruel and pernicious Ulvik
the Black. There they delivered a mighty electric
current into his lair, causing him to flee in fear.
Lotol believe that their ability o generate electric
currents through their skin is a blessing from the
great Chionchan.

ADAPTIVE AND ATYPICAL

To call lotol adaptive is an understatement. When
required, lotol can change their very physiology,
growing gills, improving their eyesight, or even
developing long, elastic tongues. Adapting quickly
1o different environments allows them to explore a
gamut of potential habitats, despite their sensitive
skin. Some lotol even embark on quests, seeking
to put themselves in the most unusual and atypical
situations imaginable in order to unlock as-yet-un-
discovered adaptations.

{LOTOL TRAITs N,

Asa lotol, you have the following racial traits.
Ability Score Increase. Your Wisdom score increas-
€5 by 2, and your Constitution score increases by 1
Age. Newbom lotol metamorphose into their
adult form in 1 year and reach full maturiry after 10
years. They typically live between 40 and 50 years

LoToL TrINKET
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Languages. You can speak, read, and write
Common and one other language of your choice.

Size. Lotol never stop growing; the larger the
lotol, the older it probably is! Lotol typically range
from 4 feet to 5 feet tall. Your size is Medium

Speed. Your base walking speed is 30 feet.

Obifviows. Your mind is a simple place, the influ-
ence of outside forces washing over it like crashing
waves aver smooth sea glass. You have advantage
on Wisdom saving throws.

Slippery Skin. You have advantage on ability
checks and saving throws made to avoid or end the
grappled of restrained conditions on yourself.

Adaptive Polymorphism. Each lotol's lineage is
unique, and certain traits follow clans or families, or
mutate by chance in individuals. Choose two of the
following adaptations. When you gain a level, you
can choose to replace one of these adaptations with
another when you finish your next long rest,

+ Aqueous Adaptation. You gain a swimming
speed equal to your walking speed and can
breathe underwater.

+ Gecko Cling, You gain a climbing speed of 20
feet and you have advantage on ability checks
and saving throws made to maintain grapples
and prevent yourself from being disarmed of an
object you are holding.

+ Darkvision. Accustomed to life in the murky
underbrush, you have superior vision in dark
and dim conditions. You can see in dim light
‘within 60 feet of you as if it were bright light,
and in darkness as if it were dim light. You can't
discem colour in darkness, only shades of grey.
Prehensile Tongue. Your long, extendable
tongue can be used to grab Tiny objects out of
arm’s reach. As a bonus action, you can use your
tongue to grab a Tiny object within 20 feet of
you. [f the object weighs less than 10 pounds,
isn’t being worn or carried, and isn’t fixed to any
surface, you pull the object back to you.

+ Shocking Skin. You learn the shocking grasp
cantrip, Constitution is your spellcasting ability
for this spell. When a ereature within 5 feet of
you hits you with a melee attack, you can use a
Teaction to cast the s#ocking grasp cantrip, target-
ing the attacker. You can use it a number of times
equal to your proficiency bonus, and you regain
all expended uses when you finish a long rest.
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Reusing and reeycling are key tenets in the life of
any mycelian. Nothing is waste; rotten food can
fatten a pig, a ruined shirt is a bandage waiting o
happen, and corpses are new homes waiting for a
little bit of reinvigoration. Marginalised and perse-
cuted by most societies, mycelians® propensity to
recycle the recently deceased often brings them into
conflict with other humanoids. That being said,
graverobbers and less scrupulous grey market trad-
ers have been known to make a pretty penny out of
selling ageing mycelians their next vessels.

REUSE AND REC

Mycelians reanimate the bodies of the recently
deceased. Understandably, many more ‘civilised'
races disagree with this practice—it’s difficult to
meet your uncle again a few hours after interring
hirn. Moreover, mycelians don’t have the same
regenerative abilities as the body's original inhabit-
ant; wounds are patched over with a web of hyphae,
the skin takes on a pale pallor, and the body wears
out fairly quickly, lasting six to seven years.

Much like hermit crabs wear shells, mycelians
inoculate corpses with microscopic spores, hefore
growing a web of hyphae through the body. Nerves
are co-opted, muscles are repaired, and fungal
organs replace the internal viscera of the host

The process is entirely biological, but less tolerant
denizens of the world often believe these reanimat-
ed bodies to be the work of necromancers, treating
mycelians as infectious, living dead

The key to distinguishing a mycelian from a
zombie, of course, is the smell. Mycelians carry a
hearty, musky aroma like that of a vivacious forest
floor. Undead, on the other hand, cary the pu-
trid-sweet scent of decay. After several unfortunate
interactions with necromancer-hunters, the Sisters
of Mercy began employing dogs, with their keen
sense of smell, to help differentiate hetween inno-
cent myeelians and undead artifice.

&
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ANCESTORS AND AGING

each new host, a mycelian’s psyche changes
a lictle, moulded by the brain, body, and abilities
of the host it co-opts. In moving from one host 1o
another, a myeelian also leaves behind some of its
own memories, forever lost to the decay of time.
Despite being potentially thousands of years old,
the longest-living communities of mycelians often
have memories stretching back only a few decades.
For this reason, mycelians conduct a ritual shortly
before death, where they recant a rhythmic history
of their exploits in this host, adding it w0 the oral
histary of their community. These oral histories can
be days long, and minor word changes (or 'lin-

guistic decay” as scholars refer to it) have resulted
in tales becoming more and more outlandish the
further back in time they occurred.

LEGEND OF THE MOTHERSHROOM

Every mycelian oral history has one thing in com-
‘mon: its beginning. These stories all start with

the *Mothershroom’, a behemoth fungal organism
and progenitor to all mycelians, In some stories,

the Mothershroom takes the form of a giant, mul-
ti-coloured tree. In others, it is a miles-wide web

of interconnecting, pulsing hyphae that thrum with
thought and feeling. Despite their best efforts, no my-
celian, explorer, or scholar has ever found the moth-
ershroom. Any knowledge of its location—if it even
exists—has been lost to the grinding wheel of time.

Many mycelians have embarked on quests t find
their ancient ancestor. For some such adventurers,
the desire to find this holy figure is the only memo-
ry they retain between bodies.

CELIAN TRAITS I

As a mycelian, you have the following racial traits

Abilizy Score Increase. Your Constitution score
increases by 2, and one other ability score of your
choice increases by 1 (which is typically indicative
of your hast corpse).

Age. In the right conditions, a corpse inoculated
with mycelial spares can rise as a newly-formed,
adult mycelian in under a month. Mycelians tend to
weear out. & host in less than 7 years, and periodically
redeploy their personal spores to animate a new,
fresher corpse. Theoretically, a mycelian can live an
i their minds and changing
with each rebirth.

Greature Type. You are a humanoid. You are also
considered a plant for any prerequisite or effect that
requires you to be a plant.

Languages. You can speak, read, and write
Common and one other language of your choice.
Size. Mycelians run the full gamut of human-
oid races, from 2-foot-tall gnomes to 8-foot-tall
golynns. Your height, weight, and size are de-
termined by the race to which your host corpse
belonged in life. Tt is typically Small or Medium

Speed. Your base walking speed is dictated by the
race 10 which your host corpse belonged in life, Tt is
typically 25 or 30 feet.

Symbiotic Assimilation. Your unique lifecycle al-
lows you te co-opt some of the adaptations of your
host corpse. Choose two of the following adapra-
tions; the race to which your host corpse belonged
must have had this racial trait in order for you to
choose it (GM’s discretion).

+ Damage Resistance (Multiple). You have
resistance to one damage type determined by
your host body's race.

- Darkvision (Multiple). The darkened cham-
bers of The Low are your home. You have
superior vision in dark and dim conditions. You
can see in dim light within 60 feet of you as if
it were bright light, and in darkness as if it were
dim light. You can’t discern colour in darkness,
only shades of grey.

+ Dwarven Resilience (Dwarf), You have ad-
vantage on saving throws against poison, and
'you have resistance against poison damage.
Halfling Nimbleness (Halfling). You can
move through the space of any creature that is
of a size larger than yours
+ Muscle Memory (Any). You gain proficiency
in one skill of your choice. You can take this
option multiple times
Natural Weapon (Multiple). You have a physical
characteristie, such as horns, claws, or teeth, that
acts as a natural melee weapon which you can use
10 make unarmed strikes. Tf you hic with it, you
deal bludgeoning, piercing, or slashing dam-
age (depending on the body part) equal to your
Strength modifier plus a damage die determined
Dy your host body's race, instead of the bludgeon-
ing damage normal for an unarmed strike.



+ Powerful Build (Multiple). You count as one
size larger when determining your carrying
capacity and the weight you can push, drag,
or lift.

* Relentless Endurance (Half-Orc). When
you are reduced to 0 hit points but not killed
outright, you can drop to 1 hit point instead.
You can’t use this trait again until you finish a
long rest.

A - [
RaciaL TraiTs Not i THis List

A GM has great latitude in deciding whether traits
not in this list are available from other host races. If
a trait is especially powerful, such as a flying speed,

the GM could consider permitting a character to
select only that feature and no others (i.e. the char-
acter gains one option from this list instead of two).

~ - e

Spore Spray. As a reaction when a creature
within 10 feet of you hits you with a melee artack,
you can attempt to poison it with a burst of spores.
“The target must succeed on a Constitution saving
throw (DC = & - your Constitution modifier + your
proficiency bonus) or take 1d8 poison damage and
become poisoned until the end of its next turn. You
can use it a number of times equal to your proficien-
cy bonus, and you regain all expended uses when
you finish a long rest. This damage increases to 2d8
at Sth level.

Insporeation. When you die within 100 feet of
2 humanoid corpse that has been dead no longer
than 24 hours, and that hasn't been subjected to
‘magic that accelerates decay or prevents decay
(such as the genrle repose spell), you ean use your
dying breath to eject spores to inhabit that corpse.
Roll percentile dice. If you roll a number equal to
or higher than the distance between your body
and the corpse in feet, your spores take hold. For
example, a target 30 fect away requires a roll of 30
or higher to succeed

On a success, the new body rises again in 2d6
days. You gain the benefits of a long rest and lose
yous previous Symbiotic Assimilation adaptations,

gaining new ones according to the race of the target |

corpse. On a failure, you die as normal.

OMBRASK
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Those who wander the Shadow Plane are doomed
to twisted fates and mired minds. These fading, lost
souls begin to manifest monstrous forms, although
some especially resilient individuals manage to pull
themselves from this dark path before their essence
is wiped clean. Known as ombrasks, these translu-
cent creatures hail from a variety of heritages; from
elf to dwarf, dragonborn to lotol, and rakin to gob-
lin. All struggle to recall even the simplest memory,
such as their former name, and all have a ghostly,
colourless appearance.

SHADOW MEMORIES St

One of the first things an ombrask forgets is its
voice. Though it knows and can understand the
meaning of words, its cadence, pitch, and parterns
of speech fade from lack of use; the dreary, joyless
experience of the Shadow Plane leaves little to talk
about, Hlowever, ombrasks become especially sen-
sitive to the psychic burst of emotion that accom-
panies death, the freeing of a soul from its shad-
ow-numbed body. Ombrasks can laich onto the
shreds of this psyche and adopt its speech patterns,
learning to mimic them perfectly

Next lost is the ability to feel, love, and smile;
any emotion associated with joy or excitement is
nullified. With prolonged distance from the Shad-
'ow Plane, or exposure to realms of strong emoation,
such as the Plane of Fey or Springarden, these
sensarions can make a slow rerurn for a lucky fow.
‘What is never lost is the memory of mundane tasks,

'#sich as ploughing, chopping waod, or polishing

armour. Muscle memory is scarred into the minds
of ombrasks, making them particularly deft at tiny,
detailed work.

[ALMOST LINSEEN S,

1f an ombrask doesn’t find a way to exit the Shadow
Plane o isn’t summoned by some novice wizard,
it can fade entirely, becoming an invisible, skulk-




ing creature bent enly on survival, In fact, there is
strong evidence to suggest that the creature sum-
moned by the wssen seroant spell is one of these
invisible creatures, temporarily pulled from the
Shadow Plane. The fate of those too far gone is
enough to stop most explorers from staying long in
that dull and lifeless expanse.

T e —— .

A sense of adventure, a magical mishap, ora cruel
curse, there are a multitude of reasons why a native
of the Material Plane might find itself shunned to
the Shadow Plane, Discovering who they used to
be is a motivator for many ombrasks. Do they have
parents? Cultural traditions? What is their history>
On the other hand, some ombrasks, perhaps those
with a foreboding sense of their past misdeeds,
choose to ignore what might have come before and
focus on living life anew. That is, if their previous
life doesn’t come calling..

OMBRASK TRAITS e

As an ombrask, you have the following racial traits.

Abilizy Score Increase. Your Dextericy score
increases by 2, and on other ability score based on
your former race increases by 1, as described in the
table below.

OMBRASK FORMER RACE BOONS

Former Race AbilityIncreased
Chidaran 1 Con
Cyclopian +ilnt
Dvarf +1Con
EIf M Wis

Half-OrcorDragonbom 1 5tr

Ghome it
Gobboc 1 WisorCha
Golynn +1Con
Half E:,E}-;I?L:ng G
Human +1:any ability except Dex
Oozekin +1Con
Opteran +1Cha
Rakin +1Int, Wis, Cha, or Con®

*Choose ome thit the rakin stbrace bad a choice of.

Age. Ombrasks live as long as the race from
which they originated.

Languages. You can read and write Commen
and Undercommon, but can speak only using your
Voice Thief feature.

Size. Ombrasks retain the general shape of their
former race. Your size is either Medium or Small,
based on your former race.

Speed. Your base walking speed is 30 feet.

Darkoision. Accustomed to life on the Shadow
Plane, you have superior vision in dark and dim
conditions, You can see in dim light within 60 feet
of you as if it were bright light, and in darkness as if
it were dim light. You can't discem colour in dark-
ness, only shades of grey.

Fade Away. When you reach 5th level, you can
cast the imwisibility spell on yourself once with this
trait, requiring no material components, and you
regain the ability to do so when you finish & long
rest. Constitution is your spellcasting ability for
this spell. You can also cast this spell using any spell
slots you have of the appropriate level.

Lightbender. Light naturally sculpts around your
skin. You have advantage on saving throws against
being blinded, and you have resistance to radiant
damage.

Trackless. The Shadow Plane is a dungerous
place and ombrasks quickly learn to move in the
shadows, leaving scarce tracks in their wake. You
have proficiency in the Stealth skill

Voice Thief. While an ombrask can potentially
understand any number of languages, it is a natural-
Iy mute creature. When a creature that can speak
dies within 30 feet of you, you can use your reac-
tion Lo absorb a piece of its psyche. After you have
used this reaction, you can't do so again until you
finish a long rest.

Adter you have absorbed a psyche, you can
perfectly mimic the creature’s voice, cadence, and
speech patrerns indefinitely. You.can hold a number
of pieces of psyche (and mimic a number of voices)
equal to your proficiency bonus. If absorbing a new
piece of psyche would put you over this li
must choose one psyche to be replaced

R g |
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OOZEKIN
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Naturally curious, cozekin do not have a culture of
their own; instead, they tend to assimilate with who-
ever is ready to accept their slimy, invertebrate form.
From the bodyguards of mighty, stone-willed nobles,
toadopted playmates of excitable halflings, oozekin are
found everywhere, though in small numbers. “[aking
on the values of those that surround them, oozekin are
hard to pigeonhole and have but one thing in common:
a delight in i their fi i

in the habits and cuscoms of other sapient creatures.

BIOMANTIC ORIGINS —

Qozekin are the odd by-productsof Dr Stein’s
‘hiomancy experiments—biomantic oozes that
gained consciousness and self-replicate through
asexual reproduction. When the time is right,
an cozekin produces a larval sludge: a juvenile,
biomantically-altered ooze not dissimilar to
those one might find in a dungeon. After this
Jarva consumes enough sentient grey matter,
exhibits a sudden cognitive and physiological

rising asa b d-shaped

oozekin.

‘These unmoulded, newly-formed conscious-
nesses are extremely susceptible to the psyches
of creatures near them both in space and time.
An oozekin that develops in the former lair of
a red dragon might take on its avaricious and
arropant personality traits, while one that forms
near a sleeping adventurer might be filled with
wanderlust and risk-raking qualities. Indeed,
the grey matter that a biomantic ooze consumes
can have a significant influence on the subse-
quent oozekin's values, habits, and memories.
Tales abound of oozey doppelgangers, facsimi-
les of fallen adventurers that believe themselves
to be the deceased creature reborn
A - B

00ZEY RE-BIRTH

I a player character dies in an area rich with
Dbiomancy, you can consider allowing their
character to be reborn as an cozekin. A bio-
mantic ooze may well consume the grey mat-
ter of their brain and adopt a plethora of their
personality traits, memories, and class levels.
- o




WILLING AND ABLE =i

Relatively new to the world, cozekin are keen

to prove themselves the equal of any other race.
‘Though most oozekin exist within the framework
of other, established civilisations, pods of oozekin
settlements have arisen in corners of The Low.

Acidic Flesh. You have resistance to acid dam-
age, and you know the acid splask cantrip. If you
cast the spell targeting a creature you're currently
grappling or grappled by, the target automatically
fails its saving throw. Constitution is your spellcast-
ing ability for this spell

hapeable. Starting at 3rd level you can, as an

These ions mix the various

cultures and traditions each oozekin has experi-
enced or formed with, often with unpredictable
consequences, Luckily, cozekin's propensity 1o get
aleng with one another has resulted in the reconcil-
iation of schisms between historically antagonistic
races, such as grey dwarves and dark elves, even if
only vicariously through their oozekin adoptees.

Most oozekin are more than happy to fulfil their
role as helpful and productive citizens, contributing
to society in any way they can. Others, perhaps those
that accidentally harmed friends with their acidic
skin, go o obscene lengths to disguise their true form,
covering themselves head to toe in scraps of clothing,
never stayingin one place too long. An especially cu-
rious and introspective few live to discover the reason
for their existence. How come they have no parents?
‘Where is their history? Why do they exist?

OOZEKIN TRAITS e

As an cozekin, you have the following racial traits.

Ability Score ncrease. Your Constirution score in-
creases by 2, and your Strength score increases by 1.

Age. An oozekin's age is nearly impossible to
discern. However, the compounds that sustain them
appear to deteriorate quickly after 70 years.

Creature Type. You are a humanoid. You are also
considered an ooze for any prerequisite or effect
that requires you to be an ooze.

Languages. You can speak, read, and write Com-
mon and one other language of your choice.

Size. Your size can be Medium or Small. If you
are Small, you grow to Medium size over 2d4 days.
‘When you are Medium, you can use an action to
discard a piece of yourself to become Small.

Speed. Your base walking speed is 30 feet.

Darkvision. Accustomed to life in dark, wet
caverns, you have superior vision in dark and dim
conditions. You can see in dim light within 60 feet
of you as if it were bright light, and in darkness as if
it were dim light. You can't discern colour in dark-
ness, only shades of grey.

action, alter your body to assume the form of a cube
ara puddle for up to 1 hour. After you do so, you
can't do o again until you finish a long rest. While
in either of these forms, you can’t talk; manipulate
objects; make attacks; o cast spells. You can end
this effect early as an action, The form you assume
has the following cffects:

Cube Form. Your walking speed is halved and
your body becomes a 5-foot cube. You can
safely store any items you are carrying, hold-
ing, or wearing in a vesicle within vour body.
Creatures directly behind you have three-quar-
ters cover against attacks that originate on the
opposite side of you. You also gain a new action
option, the Engulf action:

Enguf. You move up to your speed and can
attempt 1o move into the space of one creature
of equal or smaller size than you, which must
make a Dexterity saving throw (DC - 8 + your
Strength mdifier + your proficiency bonus).
On a failure, if you aren’t already grappling a
creature, the creature becomes grappled by
you. While grappled in this way, the creature is
restrained and takes acid damage at the start of
each of its turns as if it had failed a saving throw
against your actd splash cantrip. On a success,
you expend the movement bt remain in the
space from which your movement originared

Puddle Form. Your walking speed is halved as
you collapse into a 5-foot-diameter pool. You
can’t hold or earry items and any objects you are
holding, carrying, or wearing when you trans-
form fall to the ground in your space. While in
this form, attack rolls by creatures further than,

S feet away from you have disadvantage to hit
you, you non-magically gain the benefits of the
spider climb spell, and you can travel through
spaces as small as 1inch wide without squeezing,
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OPTERAN
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A sedentary life among the birds and insects of their
treetop dwellings is the most adventurous goal of
‘many opterans’ lives, In shades of green and brown,
these larval opterans are happy to avoid conflict,
camouflaging into the canopy from which they
acquire sustenance. But, with a brilliant flash of col-
our, an adult opteran injects this placid scene with
a vivacious zest for life. Frantic flaps of its broad,
multicoloured wings usher this metamorphosed
form to and fro, a sparkling rinbow that nary takes
2 moment, (0 rest.

LIVE FAST, DIE YOUNG =i

Opterans can, in theory, live forever. So long as they
are never stressed {and have no goals for reproduc-
tion), a larval opteran doesn’t age and can enjoy an
indefinite life of sedentary bliss. However, should
the need arise, such as during times of environmen-
tal carastrophe, war, or fits of passion, a larval opter-
an enters a chrysalis in which it metamorphoses into
its winged, adult form. Once it emerges, the clock
begins ticking; it lives no more than 2 or 3 years in
this form, just long enough to find a mate and pro-
duce a new batch of larvae elsewhere in the world.

Because of this, larval opterans are extremely
conflict-averse. If a predator comes a-calling, a lar-
val opteran prefers to deploy its sticky ‘string shot’
and retreat to the safery of its tree-home, rather
than potentially become overstimulated, Converse-
Iy, adult, winged opterans often lose this sense
of self-preservation, a behaviour change that the
uneducated might describe as ‘disturbing’

NATURAL PERFORMERS —

Due to their brilliant colouration and short lives,
opterans make some of the most renowned per-
formers. Tales are told of the bard group Wings of
Butterfly's first and final world tour. S
were tickets to this ence-in-their-lifetime show, that
monarchs even traded small earldoms in order to
purchase a show for their courts.

-demand

Opterans that choose to venture into the wider
world are often old, tired of the sedentary life,
and ready for adventure. However, the de-
struction of an opteran’s home, the search
for a loved one, or the desire to be the
next Wings of a Butterfly could all be
worthy motivators to risk undergo-
ing he change.




e

As an opieran, you have the following racial trais.

Abitity Score Increase. Your Charisma score
increases by 2.

Age. Opterans age based on their environment,
They can live for centuries in their larval forms, but
under great stress, they pupate and hatch into their
adult forms. Tragically, they only live for 2 to 3
years afrer emerging as adults

Creature Type. You are a humanoid. You are also
considered a fey for any prerequisice or effect that
requires you to be a fey.

Languages. You can speak, read, and write Com-
mon and one other lan guage of your choice.

Size. Larval opterans stand berween 2 and 3 feer
tall, while adult opterans are between 5 to 6 feet.
Your size begins as Small, When you become an
adult opteran, you grow to Medium size. See the
Metamorphosis trait for details.

Speed. Your base walking speed as a larval oprer-
an is 25 feet, Your base walking speed as an adult
opteran is 30 feet.

Metamorphosis. At st level, you are a larval
opteran. When you reach 5th level, you can choose

to undetgo a metamorphosis aver the course of 24
hours. Afrer this period elapses, you emerge as an
adult opteran: you lose the Many-Footed and String
Shot traits, and you gain the Flight and Radiant Wing

traits. You can delay this change until you reach 6th
level, au which point it happens spontancously.

Many-Footed (Larval Form Only). Having

many legs and alow centre of gravicy gives you

y balance. You have ad on
ability checks made to maintain your balance
and on ability checks and saving throws made
o avoid the prone condition.

String Shot (Larval Form Only). As an action,
you can fire a torrent of sticky string at.a crea-
ture you can see within 15 feet of you. The tar-
get must succeed on a Dexterity saving throw
(DC equals 8 + your Constitution modifier +
your proficiency bonus) or become restrained
for 1 minute. A creature can use its action to
make a Strength check against the aforemen-
tioned DC, freeing itsell or a restrained creature
within its reach on a success. You can use ita
number of times equal to your proficiency bo-
nus, and you regain all expended uses when you
finish a short or long rest.

Flight (Adult Form Only). As an adult opteran,
you have a flying speed of 20 feet. To use this
speed, you can’t be wearing medium or heavy
armour.

Radiant Wing (Adult Form Only). Those
wings would dazzle any performance. You have
advantage on all Charisma checks.
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RAKIN
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Yells and chuckles are common sounds around the
home of any rakin thanks to their shared love lan-
guage: pranks, From sewer-side burrows to palatial
penthouses, wattle-and-daub huts to intricate treetop
villages, rakin can be found at all levels of society, 4
product of their ingeniousness and habit of getting
into trouble. One is rarely bored around a rakin.

[Derric ORISR

The mistaken spawn of a passionate tryst between
deities of trickery and nature, rakin hold a deep
affinity for both domains. Since their creation, they
have had litele contact with cither god, leaming to
el on theit own wits to survive,

Trickery. As rakin sociery progressed, their
culture grew to value trickery and subterfuge.

Good-natured pranks sprang from their paws.
as instinctively as breathing. Honed against the
fearsome beasts of the forest, this innate ralent to
deceive helped the rakin bloom as a ¢ ation
‘Tales are still told of how Mack Gyver fought off a
rampaging owlboar with nought but a goodherry, a
silver needle, and a pig's bladder

Pranks. Rakin politics, religion, and interperson-
al relationships revolve around the idea of practi-
cal jokes, An atmosphere of one-up-manship and
lighthearted merriment suffuses all of their wheel-
ings and dealings. Even when faced with the most
horrid of circumstances, a rakin's first instinct is to
crack a joke.

IDEOLOGICAL CHASM —

After centuries of living in chaotic mirth, an ideo-
logical batile split rakin culture in two when they
first made contact with other humanoids. Many of
the rakin were intrigued by cities—forests of stone
and steel, organized, yet unpredictable, and full of
opportunity. The elders forbade them to interact,
alleging such civilization to be directly counter to
the chaos that nature intended, the principle upon
which rakin eulture was built.

-5




‘The debacle spiralied into a full-on feud between
the opposing rakin factions, sundering the once
united race. The urkin broke with tradition and
followed their ambition into the cities, whilst the
tanukin remained in their indigenous forests, adher-
ing to their ancestral ways.

RAKIN TRAITS S,

Rakin share a number of traits in common with
each other

Ability Score Increase. Your Dexterity score
increases by 2.

Age. Rakin age slightly quicker than humans,
reaching adulthood by 14. They live to be around.
70 years old.

Size. Rakin are between 3 and a half to 4 feet tall.
They have light gaits but sturdy frames, weighing
between 50 and 90 pounds. Your size is Small

Speed, Your base walking speed is 30 feet.

Darkoision. You can see in dim
light within 60 feot of you as if it were
brigh light, and in darkness as if it
were dim light. You can't discem col-
our in darkness, only shades of grey.

Defs Climber. You have a climbing
speed equal to your walking speed.

Languages. You can speak, read,
and write

Common and one other language of
your choice

Subraces. The physical and cultural
differences that arose after the rakin’s
schism produced three subraces: the urkin,
the posskin, and the tanukin. Choose one of
these subraces.

URKIN
Urkin society valies cunning, savvy, and—
above all—the thrill of the heist. This leaves
the urkin with a bit of a nasty reputation, a
fact that utterly fails to curb their ambitions,
Adaptable and resourceful, urkin excel as con-
fidence tricksters and pickpockets.

Ability Score Increase. Your Intelligence or
Charisma score increases by 1 (your choice).

Streerwise. You gain proficiency in your choice
of the Stealth or Sleight of Fand skills. Additional-

Iy, you know thieves' cant.

Nimble Dodge. When you are forced to make a
Dexterity saving throw against an effect you can
see, you can use your reaction to gain advantage
on the saving throw. Success or failure, immediate-
ly after the effect occurs, you can move up to your
speed without provoking opportunity attacks. Once.
you use this trait, you must finish a short or long
rest hefore you can use it again.

Urkin Names. Eager to fit in, urkin have adopred
the first and st name format of other humanoid
races. Typically, an urkin will name themselves,
taking the name of a well-known figure and wring-
ing from it the most humerous pun imaginable.
Urkin pride themselves on having the cleverest
name they know and will go through dozens in
their lifetime

~

POSSKIN

While the tanukin and urkin found homes in forests
and cities, a third, smaller contingent embraced
their wanderlust and a life of vagabondry. With the
road s their home, posskin never settle in one place
forlong and are well adapted to the harsh condi-
tiens associated with constantly sleeping outdoors,
Their ability to withstand disease enables them to
act as scavengers, feasting on the lefi-to-ror remains
of other carnivores. Should they ever find them-
selves the target of a territorial creature, their innate
ability to play dead can often trick such aggressors
into believing they are no longer a threat and leav-
ing them alone, if a little bloodied.

Posskin might find employ in a variety of walks
of life. From hedge knights to cireus performers,
travelling snake oil salesmen to chronic dumpster
divers, so long as the job keeps moving, a posskin
stays happy.

Ability Score Increase. Your Constitution score
increases by 1.

Bite. You have a maw of sharp teeth that you
can use to make unarmed strikes. When
you hit with it, the strike deals 1d6 +
your Strength modifier slashing
damage, instead of the bludg-
eoning damage normal for an
unarmed strike.

Scavenger. You have advantage on saving
throws against disease and poison, and you have
resistance to poison damage.

Play Dead. When you take damage that reduces
you to half your hit peint maximum or lower, you

1 to play dead, lowering your
heart rate and relaxing your muscles as you fall
prone, This lasts for 1 hour or until you use your
bonus action to end it early. A creature that uses

its action to make an Intelligence (Investigation)
check contested by your Constitution (Deception)
sees through the trick on a success.

After you use this feature, you can’t do so again
unil you finish a short or long rest.

Posskin Names. 'The words used to name a pos-
skin are more than just sounds; they are a story. A
posskin’s name recounts its journey so far, a litany
of major life events since birth. The more adven-
turous the life, the longer the name. The name Leo
Charrburned Halfleg might specify a young (and
unfortunate) posskin born under the sign of the lion,
who was burned in a forest fire, and later lost their
lower leg to a bear
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— Helion, Recruifer and Theatre Enthusiost

‘This book introduces several new themes to 5th
Edition: tracking, harvesting, crafting, cooking, and
the magical school of biomancy. The classes and
feats presented in this chapter each expand on those
themes, allowing your players to better integrate
themselves into the world you build using this book.

Tracking. The cleric’s hunt domain (page 179)
and the trapper ranger (page 185) both revolve
around finding and pursuing prey. You can think
of the hunt domain cleric as a full caster version of
a ranger that expands on the Aunter’s maréspell to
focus a party’s attention on a single enemy. The
trapper’s strength s in preparation; their ability to
set and conceal traps rewards parties that plan their
ambushes ahead of time!

Harvesting, Crafting, & Gooking. The college

of cuisine bard (page 176) and oath of the harvest
paladin (page 183) play on the theme of support-
ing your party through food and sustenance. The
bard interacts directly with this book’s caoking
mechanics, allowing you to add additional effects
1o magical food. The paladin focuses on the time
between combats, enhancing the nourishment their
allies receive 1o better prepare them for the chal-
lenges ahea

Biomancy. The circle of the hive druid (page
181) and parasite warlock (page 213) both derive
their unique powers from symbioses with other or-
ganisms. From enhanced senses to natural defences,
these symbiotes are invested in their hast's survival,
allowing for innovative roleplaying opportunities.
“T'he skinshifer sorcerer (page 191}, splic:

(page 207}, and school of biomancy wizard (page
216} all change their (or in the case of the tamer,
their companion's) biology te best suit the ebstacles
they face, Where the tamer and wizard pick and
choose their abilities ahead of time, the sorcerer

ins ad; i ith dictabl

All of these classes draw from new spells introduced
in Appendix B (page 494)

Monster Tamer. The tamer class relies on their
companions like no other class in 5th edition. With-
out a companion, a tamer has few ways of dealing
damage. They are a support class whose ally-aug-
menting abilities are enhanced when they focus
on their own companions. The subelasses achieve
this in a variety of ways: the infuser (page 204)
through elemental enhancements, the leader (page
202) with bard-like encouragement, the splicer
(page 207) though biomantic alicrations, and the
necromancer (page 205) with hordes of living
dead.

A tamer's strength lies in the variety of compan-
fons it ean accumulate; no one companion s likely
10 ever be as powerful as a player characer. Howey-
er, this is hardly a weakness when you consider the
breadth of abilities a roster of up to six eompanions
has ac its disposal.
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BARD
LCOLLEGE OF CUISINE______

Food: it fuels thought, builds bones, and delights the
senses. But more than that, breaking bread with a
foe can be the beginning of a lasting peace, sculp-
tures of sugar glass can inspire architects to design
soaring cities, and the fusion of disparate culinary
traditions can tie culeures together. Though we see
food every day, it is truly the epitome of inspirarion

Bards from the College of Cuisine are as prized
in the kitchens of nobles as in the mess halls of the
rank and file. While peace treaties might be signed
over hoisin-glazed duck with sides of spiced jack-
fruit and crispy shallots, it is the well-fed army that
will win the war on a hearty oat and raisin porridge.
Such bards never struggle to find employment;
they travel where their work is appreciated, be their
diners highborn or down-to-earth.

CULINARY EXPLORATION
3rdd-level College of Cuisine feature

Years spent adapting recipes allows you o try
unheard-of combinations of ingredients. You gain
proficiency with cook’s utensils, which you can use
as a spellcasting focus, and your proficiency bonus

=

is doubled for any abilicy checks
you make that uses these uten-
sils to prepare food. In addition,

whenever you craft a food (see

page 137), you can add one addi-
tional ingredient to the recipe, con-
ferring the benefits of that ingredient
to the dish on a successful Cooking check.

PETIT FOURS
3vd-level College of Cuisine feature

Duringa short or long rest, you can create a number
of magical treats equal to your Charisma modiifier
{minimum one). Choose one of the flavours from the
list below with which to imbue these treats, which
remain magical until you finish a short or long rest.

A creature can use an action or bonus action o
eat a treat, gaining a benefit based on the treat's
flavour which, unless otherwise stated, lasts until
the end of its next turn

As a bonus action, you can expend one use of your
Bardic Inspiration, teleporting any number of treats
ON YOUr PErson next to creatures you can see within
60 feet of you, where they remain, hovering near the
ereature’s mouth. Such a creature can use its reac-
tion to eat the treat, or it can do so on its next turn as
normal. Otherwise, the treat falls to the ground,

+ Biuer. The creature gains resistance to poison
damage and has advantage on saving throws.
made to resist the poisoned condition.

+ Salty. The creature gains advantage on Wis-
dom saving throws and is immune to the
charmed condition.

+ Sour. The creature’s weapon attacks deal bonus
acid damage equal to one roll of your Bardic
Tnspiration die.

Sweer. The creature gains temporary hit paints
equal to one roll of your Bardic Inspiration dice
plus your Charisma modifier (minimum 1) that
last for 1 hour.

+ Umami. The creature gains a +2 bonus to its AC.

CULINARY SPECIALISATION
6th-level College of Cuisine feature
You pursue a particular style of cuisine, choosing
from the list below and gaining its feature.
+ Slow Cooking. You gain proficiency with medi-
um armour, heavy armour, shields, and martial




weapons. At the start of each of your turns, you
gain temporary hit points equal to your profi-
ciency bonus.

+ Fast Food. You gain proficiency with medium
armour and you can attack twice, instead of
once, whenever you take the Atack action on
your turn.

+ Patissier. You learn two spells of your choice
from any spell list. A spell you choose must be
of a level you can cast, as shown on the Bard
table, or a eantrip. These don’t count against
the number of bard spells you know.

In addition, when you finish a short rest, you
can expend one use of your Bardic Inspiration,
rolling the die and recovering a number of lev-
els of spell slots with a combined value equal
to or less than the value rolled, and none of the
spell slots can be 6th level or higher. Once you
use this feature, you can't do so again until you
finish a long rest.

EXECUTIVE CHEF
1ath-level College of Cuisine feature

Your confidence and authority in the kitchen trans-
lates to battlefield command. When a creature that
can hear you rolls ane of your Bardic Inspiration
dice or eats one of your Petit Fours, you can shout
authoritative, verbal encouragement (no action
required). The creature can immediately use its
reaction to either make one weapon attack or move
up to its speed without provoking opportunity at-
tacks. A creature that eats a Petit Fours can attack
or move as described as part of the same action or
reaction used to eat the Petit Fours,

COLLEGE OF FLESHWEAVING

If leather is a material, then why not skin itself?
Students of the College of Fleshweaving
make works of art out of weeping wounds,
transform disfigurement into displays of
transcendent beauty, and mould flesh into
innovative adaprations inspired by the flora
and fauna around them. A fleshweaver bard
down on their luck might find employment
a5 a battlefield surgeon, while the epitome
of a fleshweaver’s career is to be the chief
facemaker to royalty, altering their visage
and physiology through biomantic rituals
and deft needlework.

MALLEABLE VISAGE
3rikleve] Collegeof Fleshweaving festure

Years spent mending, shaping, and adapting flesh have
given you a preternatural ability to madify your own
body. You are proficient with surgeon’s tools, which
you can use as a spellcasting focus, and you know the
alter self spell, which counts as a bard spel for you,
but it doesn't count against the number of bard spells
you know. Over the course of 1 minute, you can cast
the spell withour expending a spell slot, choosing only
the Change Appearance option, When you cast the
spell in this way, it doesn’t require concentration

Tn addition, over the course of 10 minutes, you
can use your surgeon’s tools to change the appear-
ance of a willing creature. It magically gains the
benefits of the Change Appearance effectof the
alterseifspell, which lasts until it finishes a long rest.
After you use your surgeon’s tools in this way, you
can’t do so again until you finish a long rest.

SUTURER
3rc-leve! College of Fleshvreaving feature

You knovw the spirizual weapor spell, which is a bard
spell for you. but doesn't count against the number

T

of spells you know. You can cast this spell once
without expending a spell slot, and you regain the
ability to cast it in this way when you finish a lang,
rest. When you cast it as a bard spell, the weapon
takes the form of a giant needle and thread, and
deals piercing damage Instead of force damage.

You also learn different ways to use this spiritual
weapon, You gain the Suture benefit below, and
you gain an additional benefit below when you
reach Sth level and 10th level in this class.

+ Suture (3rd Level). Asa bonus action or an
action, you can expend one use of your Bardic
Inspiration % move the weapon up to 20 feet
and grant temporary hit peints equal to ene roll
of your Bardic Inspiration die to one creature
‘within § feet of the weapon. If the creature has
0 hit points, you can stabilise it, instead.
Unspool (5th Level). As an action, you can ex-
pend one use of your Bardic Inspiration to move
the weapon up to 20 feet and force one creature
within § feet of the weapon to make a Strength
saving throw against your bard spell save DC.
On a failure, magical threads wrap around the
creature, which is restrained for 1 minute. The
target can use its action to repeat the saving
throw, ending the effect on a success.

+ Acupuncture (10th Level). As an action, you
can expend one use of your Bardic Inspiration
10 move the weapon up to 20 feet and make a
melee spell attack against one creature within 5
feet of it. On a hit, the creature takes piercing
damage equal to one roll of your Bardic Inspira-
tion die phus your Charisma modifier, and must
make a Constitution saving throw against your
bard spell save DC. On a failure, the creature is
paralysed until the end of its next turn.

RITUAL RESKIN
sth-lovel Collegeof Fleshweaving fenture

Over the course of 10 minutes, you can perform a
surgical ritual on creatures that you can see within
60 feet of you (including yourself), up to a number
equal to your Charisma modifier (minimum of one
creature). The creatures gain one of the following
adaptations for the next hour, You choose one ad-
aptation to affect all creatures:

+ Bull’s Buns. The target has advantage on
Strength checks, and counts as one size larger
when determining its carrying capacity and the
~weight it can push, drag, or lift.

* Cactus Skin. The target is covered in ra-
zor-sharp spikes. At the end of each of the tar-
get's turns, each creature grappling it must make
4 Constitution saving throw against your bard
spell save DC. On a failure, a creature takes
piercing damage equal toyour Bardic Inspira-
tion die and releases the target from its grapple.
On a suceess, a creature takes half as much dam-
age and doesn’t have to release the target

*+ Gat’s Paws. The target has advantage on Dex-

terity checks. [t also doesn't take damage from

falling 20 feet or less if it isn't incapacitated.

Fish Form. The target can breathe underwater

and gains a swimming speed equal to its walk-

ing speed.

Owl’s Sight. The target has advantage on Wis-

dom checks and initiative rolls.

* Riino's Hide. The target has advantage on
Constitution checks and gains temporary hit
points equal to one roll of your Bardic Inspira-
tion die plus you Charisma modifier {minimum
1), which are lost when the effect ends.

After you wse this feature, you can't do so again
unil you finish a long rest, unless you expend a spell
slot of 3rd level or higher to use this feature aga

SOULSEW
1ath-leve Coliege of Fleshweaving feature

When a creature uses one of your Bardic Inspiration
dice, or fails a saving throw against your Suturer
feature’s Unspool or Acupunceure effect, it be-
comes ‘soulsewn’ to you for the next minute. While
soulsewn, an ethereal thread connects you to this
creature via a straight line that only you and crea-
tures with truesight can see. This thread breaks if the
creature is ever more than 100 feet away from you.

Spool. You can use a bonus action to teleport to
the nearest unoccupied space of a soulsewn creature
of your choice, or attempt to switch places with a
soulsewn creature. If the creature is unwilling to
switch places, you must succeed on a contested
Charisma check against the creature. On a success,
o if the ereature is willing, you and the target tele-
port, switching places with one another. If there is
not enough space for either of you to switch places,
you automaically lose the contest.

You can teleport using this feature a number of
times equal to your Charisma modifier (minimum
1), and you regain all expended uses when you
finish a long rest.




CLERIC
{HUNT DOMAIN S,

From Artemis to Diana, Skadi, and Woden - all
gods of the hunt relish the chase. They promote
the ideals of a journey: finding a quarry, learning
its habits, and finishing it with a swift, precise
blow. Cleries of these gods might bless nobles
before a hunt, work as mercenaries tracking
dangerous monsters through the wilderness, or
be employed as scouts within armies. They are
adept at finding their prey and, once located, use
their magic to ensure they are never outrun. Such
priests teach that all useful materials must be har-
vested and consumed to properly honour a quarry,
and 10 ensure the gods’ blessing during the next
foray into the wilds.

DOMAIN SPELLS
1st-level Hunt Domain feature

You gain domain spells at the cleric levels listed in
the Hunt Domain Spells table. See the Divine Do-
main class feature for how domain spells work.

HuNT DOMAIN SPELLS

ClericLevel  Spells

15t entangle, ongstrider
3d locate animals o lants,pass without trace
sth conjure animals, baste

7th freedomof moverment, locate creature

sth commune with nature, hold monster

BONUS PROFICIENCIES
ast-level Hunt Domain feature

You gain proficiency with two martial weapons of
your choice. You also gain proficiency in one of the
following skills of your choice: Animal Handling,
Nature, or Survival.

MARK PREY
ast-level Hunt Domain feature

As a bonus action, you choose a creature you can
see within 90 feet and mystically mark it as your
quarry for the next hour. For the duration, you deal
an extra 1d6 damage to the target whenever you hic
it with a weapon atrack. and you have advantage on
any Wisdom (Perception) or Wisdom (Survival)
check you make to find it. If you use this feature to
mark a e creature, any previous marks disappear.

CHANNEL DIVINITY: HONED INSTINCTS

2nd-level Hunt Domain feature.

You can use your Channel Divinity to gain preterat-
ural insights into one ereature you can see within 120
feet of you (no action required). You can choose one
of the following lists of information to learn about the
target when you use this Channel Divinicy:
+ Proficiencies. You learn the saving throws and
skills with which the creature is proficient.
+ Physiology. You learn the creature’s damage
i and vulnerabil as
well as its condition immunities.,

In addition, the next time you hit the target with
a weapon attack within the next minute, you deal
the attack’s maximum damage instead of rolling.

PACK HUNTER
th-level Hunt Domain fea ture

You learn to work with other hunters, helping them
avoid your quarry’s blows, or (o strike with greater
ferocity. As a reaction, you can embolden creatures
friendly to you with your hunters’ instincts, issuing
either the Kill or Retreat command. You have a
number of uses of this feature equal to your Wisdom
modifier (minimum of once), and regain all expend-
ed uses when you finish a short or long rest.

» Kill. When a creature other than you hits a
target which is currently aflected by your Mark
Prey feature, you can use your reaction to deal
the feature’s extra damage to the creature,

Retreat. When the target of your Mark Prey
feature targets a creature that you can see
within 60 feet of you with a melee attack, you
can use your reaction to embolden the crea-
ture being attacked. If the attacked creature is
willing, it can use its reaction to move up to half
its speed without provoking opportunity attacks
immediately before the attack occurs, imposing
Ivantage on the atrack.

UNFLINCHING MARK

8th-level Hunt Domain feature

"The bonus damage of your Mark Prey feature
increases to 2d6. When you reach 14th level, the
extra damage increases to 3d6.

RITE OF THE HUNT

17th-Tevel Hunt Domain feature

At 17th level, you can compel a creature to chase
or avoid you. As a bonus action while you can see
the target of your Mark Prey feature and it is within
120 feet of you, you can force the creature to make
2 Wisdom saving throw against your cleric spell
save DC. On a failure, you choose whether the
creature is afflicted by Chase or Avoid for the next
minute. The creature can repeat the saving throw
at the end of each of its turns, ending the effect on

a success. These effects are suppressed while you
can’t see the creature, and the effects end early if
the creature is no longer affected by your Mark
Prey feature. A creature that succeeds on a saving
throw against this ability is immune to its effects for
the next 24 hours.

+ Chase. The creature is drawn to you. For the
duration, it has disadvantage on attack rolls
against creatures other than you, and must
make a Wisdom saving throw the first time it
attempts to move to a space that is more than
30 feet away from you on its turn. On a failed
save, it can’t move more than 30 feet away from
you that turn. On a success, this effect doesn’t
restrict the target’s movement for that turn.
Avoid. The creature is repelled by you. For the
duration, it has disadvantage on attack rolls
against you, and must make a Wisdom say-
ing throw the first time it attempts o move (o
a space within 30 feet of you on its turn. On
a failed save, it can't willingly move closer to
you that turn. On a success, this effect doesn't
restrict the target’s movement for that turn,




Druids of the Circle of the Hive share their body
with a plethora of tiny arthropods—insects, arach-
nids, or even crustaceans. “These symbiotes call
such druids home, living within their skin, clothes,
and hair. This habitation might manifest as a hon-
eycomb-like hive, a silky subcutaneous trapdoor
(below which lurks a spider), or butterfly chrysalids
hanging from their hair.

Druids of this circle relish creating a moving
biosphere that sustains a variety of organisms, often
seeking out new and exotic species as symbiotic
lodgers. These creatures are a part of the druid,
nourishing and protecting the druid as the druid
nourishes and protects its tenants.

CIRCLE SPELLS
2nd-evel Circle of the Hive feature

Your symbiotic link te arthropods and their versatil-
ity grants you access to certain spells. At Znd level,
you learn the swarm cantrip (see page 512).

At 3rd, Sth, 7th, and 9ch level, you gain access
10 the spells listed for that level in the Circle of the
Hive Spells table, Once you gain access t one of
these spells, you always have it prepared, and it
doesn't count against the number of spells you can
prepare each day. 1 you gain access to a spell that
doesn't appear on the druid spell list, the spell is
nonetheless a druid spell for you.

All these spells use arthropods in their manifesta-
tion; for example, arcane eye or mistead could be a
swarm of flies you conjure and imbue with different
properties

CIRCLE OF THE HIVE SPELLS

Druid Level  Spells

ard. bir, web
sth fly, hyphoticpattern

th arcane eye, giant insect
sth insect plague, mislead
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SWARM SHAPE
2nd-level Circie ofthe Hive feature

When you use your Wild Shape feature, you can
turn into a swarm of creatures, adhering to the nor-
mal limitations on CR and speed.

SYMBIOTIC BIOSPHERE
2nd-level Circle af the Hive feature

The symbiotes that inhabit your body flit in and
around you, harmless until threatened. As a bonus
action, you can release pheromones, stimulating
hyper-aggression in your symbiotes for the next
minute. The first time you are hit by a melee attack
by a ereature within 15 feet of you on its turn,

the swarm retaliates, forcing the atracker to make

a Constitution saving throw against your druid
spell save DC, On a failure, the attacker takes

1d4 poison damage. ‘The poison damage increases
to 1d6 at 6th level, 1d8 at 10th level, and 1d10 at
L4th level.

After you activate this feature, you can't do so
again until you finish a short or long rest

TIn addition, you can communicate with arthro-
pods using pheromones, conveying basic emotions
and ideas.

PROTECT THE MONARCH
th-levei Circle of the Hive feature

Your connection to the arthropeds you host be-
comes deeper; they regard you as a worker bee
would its queen, and they gladly sacrifice them-
selves to protect you. As a reaction when you take
damage from a source you can see, you can com-
mand your insect symbiotes to swarm in front of
you, deflecting some of the incoming energy. You
gain a number of temporary hit points equal to your
druid level, which take as much of the triggering
damage as possible.

You lose any remaining temporary hit points at
the end of the current turn. You can use this fea-
ture a number of times equal to your Wisdom
modifier (minimum once) regaining all
expended uses when you finish a
short or long rest.

HONEYDRENALINE
10th-level Circle of the Hive feature

You have atiracted a species of flying arthropod
that produces a mixture of sugar and adrenaline
with amazing, stimulating properties. As a bonus
action, you can send these creatures to invigorate a
willing creature you can see within 30 feet of you.
The creature regains hit points equal to your druid
level and can immediately use its reaction to move
up to its speed. “This movement doesn’t provoke.
opportunity attacks.

You can use this feature a number of times equal
10 your Wisdom modifier (minimum of once), and
you regain all expended uses of it when you finish a
long rest.

SWARMSENSE

14th-leve] Circle of the Five feature

Hosting such a variety of tiny beings has perma-
nently altered your personal biosphere. You gain the
following benefits:

Blindsight and tremorsense out o a range of
10 feet.

+ Resistance to poison damage

+ Immunity to the poisoned condition.
+ Advantage on initiative rolls



PALADIN
o8

The Oath of the Harvest attracts paladins who
wish to nourish and heal the world. Often found

on aid missions to war-torn lands, such paladins
resort to harm only as a means of preventing further
suffering. Paladins who swear this oath are more
likely than not to heal, feed, and nuture a wounded
foe, provided the defeated creature gives its word
of honour that it will cease its nefarious activities.
They are no fools, hewever. Typically versed in
religion and medicine, these paladins are unlikely to
believe the word of creatures inherently inclined to
lie, or those that have previously broken their word,

TENETS OF THE HARVEST

The tenets of the Oath of the Harvest inspire their
followers to seek out potential harm and quell it
before it blossoms.

Share Your Meal. Your powers are a gifc to be
shared; if someone is in need, you must use your
power to meet those needs. To eat your fill while
another goes hungry is selfish.

Nurture Over Gure. Act in the greatest interest of
the many. Find ways to prevent harm before it must
be healed.

Permit Prasperity. Whether in marters of love,
politics, or war, always give your antagonist the op-
portunity to change and redeem themselves before
casting a fatal judgment. A good meal can serve as
the backdrop to such events,

OATH TOOLS
3rd-leve] Dath of the Harvest feature

Always keen to fortify others with flavourful food,
ou've spent hours slicing, dicing, and cooking. You
gain proficiency with cook’s utensils.
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(OATH SPELLS

3ri-level Oath of the Harvest feature

You gain the oath spells at the paladin levels listed
in the Qath of the Harvest Spells table, See the Sa-
cred Oath class feature for how oath spells work.
OATH OF THE HARVEST SPELLS

PaladinLevel  Spells

and ierofsim, purify food and drink
sth prayerof heaiing, werding bond

oth isacon ofhope, create food and water
13th death ward, resilient sphere

7th greater restoration, mass cure wounds

CHANNEL DIVINITY.
3rd-leve! Oath of the Harvest feature

You gain the following two Channel Divinity
options. See the Sacred Oath class feature for how
Channel Divinity works.

Vow of Sustenance. As a bonus action, you can
place a ward around one creature you can see with-
in 60 feet of you. When you use this bonus action,
and at the start of each of its turns for the next min-
ute, the creature gains temporary hit points equal to
twice your Charisma modifier (minimum 2).

Share Vitality. Asa bonus action, you can take
any amount of necrotic damage up to your current
number of hit points, which can’t be reduced in
any way. Up to four creatures you can see within
30 feet of you regain hit points equal to half the
necratic damage raken

AURA OF REJUVENATION
7th-level Oath of the Harest feature

You emanate an aura that increases the potency
of magical healing and hearty meals. Whenever a
creature of your choice within 10 feet of you re-
gains hit points from a spell, potion, magical effect,
or food, it regains an additional 1d6 hit points*
‘When a creature rolls one or more Hit Dice to
regain hit points during  short rest, it regains 1 ad-
ditional hit point for each Hit Dice expended in this
way, 50 long as it spends the majority of the short
rest within 10 feet of you.

When you reach 18¢h level in this class, the
range of the aura increases o 30 feet.

“4paladin’s Lay on Hands i not magical so doesa't sriggershis effect,

LAY on HaNDS & MaciC

The paladin’s Lay on Hands feature s nefther a
spell nor a magical effect, thus it does not trigger
the b by from the A of

~ - B

HOST OF HEROES
15th-leve! Onth of the Harvest feature
Over the course of an hour (which can be done
during a short rest), you can magically create a de-
licious feast for you and up to nine other creatures,
using 25 gp of rare spices and 25 gp of diamond
dust. Once consumed, a creature that partakes of
the feast gains the following benefits for the next 8
hours:
+ The creature has advantage on Constitution
saving throws.
+ The creature has resistance to poison damage.
» The creature is immune to the frightened con-
dition.
*+ The creature gains 2d10 temporary hit pints.

After you use this feature, you can't do so again
unil you finish a long rest.

AVATAR OF NOURISHMENT

20th-level Oath of the Harvest feature

As a bonus action, you become a wellspring of
lifeforce, gaining the following benefits for the
next minute:

+ At the start of each of your rurns, each creature
of your choice within 30 feet of you (including
you) regains hit points equal to your Charisma
‘modifier (minimum 1) and gains temporary hic
points equal to your Charisma modifier (mini-
mum of 1),

~ Asbonus action, you can cast the repizsfy spell
without having i¢ prepared and without expend-
inga spell slot (material components are still
required).

+ Whenever a creature within 30 feet of you
takes damage, you can usc your reaction to
grant the creature resistance to that damage.

After you use this feature, you can’t do so again
until you finish a long rest, unless you expend a
5th-level spell slot to use it again.




RANGER

Through careful preparation, trappers can create
both physical and magical traps to ensnare, ex-
plode, or enrapture those unlucky enough o find
themselves in their vicinity. Trappers are found in
all terrains where there are creatures to be hunted.
‘With tact and puile as their companions, a trapper
can lay low even the mightiest of prized beasts.

TRAPPER'S TOOLS

3rct-lavel Trapyer foature

Having learnt how to create traps, you've gained an
understanding of how to thwart the traps of others.
You gain proficiency with thieves” tools and you
add double your proficiency bonus to any ability
check you make using those tools to disarm or ma-
nipulate a trap.

TRAPPED WEAPONS
3rc-level Trappe foature

When you finish a short or long rest,
¥ou can augment one Weapon or up to
twenty pieces of ammunition that you
are holding with a concealed, magical
augmentation. You decide whether
the augmentation deals acid,
cold, fire, or lightning dam-
age. The augmentation
Lasts until you finish a
short or long rest.

Once per turn, when you hit a
target with a weapon atack using the
augmented weapon or ammunition,
you can activare the concealed aug-
ment (no action required). The target
of your attack takes 1d8 extra dam-
age of the associated type. At 11th
level, you can augment ene addition=
al item or up to 20 additional picces
of ammunition when you finish a
short or long rest, and the damage
increases to 2d8.

SET TRAP
3 level Trapper feature

At 3rd level, and later ac 5th, 9th, 13th, and 17th
level, you learn how to makes new traps, as de-
tailed on the Trapper Traps table, below. Details
of these traps can be found on pages 188 - 189.
Physical Traps. Creating a physical trap takes
1 hour (which can be done during a short or long
rest) and uses a trap-making materials (valued
in gp) specified in the trap's description. Afrer a
physical trap activares, its materials are consumed
and the trap can't be used again. However, over
the course of 10 minutes, you can salvage half the
trap-making materials used in the physical trap's
construction if it hasn’t activated yet.

‘Magical Traps. Immediately after you finish a long.
rest, you can create magical traps up to a number
equal to your Wisdom modifier (minimum 1), choos-
ing from the options in the Ranger Traps section on
page 188. Some of these traps require you to expend
spell slots in their creation. When you finish a long
rest, all undeployed magical traps lose their effects

While a physical trap’s description specifies how
it is acrivared, you have fexibility in activating your
‘magical traps. When you deploy a magical trap, you
can choose a size of ereature and a distance of up to
30 feet. When a creature of thar size or larger comes
within the specified distance, the trap activates
As another option, you can intentionally activate a
magical trap within 150 feet of you using a bonus
action or areaction (with no specific trigger).

TraAPPER TRAPS

RangerLevel Trap Options

3rd bear trap?, tanglevine”, snare trap?, salestriker™
sth Iimmalation, miasma™, soulbind™, pit trap?
oth bewilderment™, net trap?, thunder charge™
13th catapulttrape, infection™ snapfrost™

wth  anisher fssuren

Supersript tes physicali i indicatés magical

Deploying a Trap. As an action, you can throw a
trap you have created to an unoccupied space you
can see on the ground within 30 feet of you, where
it arms itself at the start of your next turn, A trap
deployed in this way is plainly visible to all crea-
tures. Over the course of 1 minute, you can conceal
atrap. A concealed trap can only be noticed by

a creature that uses its action to make a Wisdom
(Perception) check against your ranger save DC
and succeeds.

Disarming a Trap. Attempting to move an armed
trap causes it to activate, unleashing its effects. A
creature within reach of a trap ean use its action to
make a Dexterity (thieves tools) check (for phys-
ical traps) or a spellcasting ability (Arcana) check
(for magical traps) against your ranger save DG.
On a success, the trap is disarmed. On a failure, the
trap activates and the crearure has disadvantage on
any saving throw it makes to resist the trap's effects,
Asan action, you can remotely disarm one of your
traps that is within 150 feet of you,

Trap Effects. Spell effects created by a trap don't
require concentration. When a trap calls for a sav-
ing throw, the DC equals your ranger spell save
DC. You can have multiple traps deployed, but any
attempt to deploy a magical trap whose centre is
within 40 feet of the centre of another magical trap
fails. Creatures with truesight or under the influence
of the detecr magic spell can notice a magical trap’s
presence, even if it has been concealed.

A - [

TrAP-MAKING MATERIALS

1gp worth of trap-making materials weighs 11b.
~ - B

TRACKER
7th-level Trapper foature:

You are an expert at detecting and obscuring tracks.
When you make an ability check to find or follow
tracks, you can add your proficiency bonus to the
result of the check, even if you aren’t proficient in
the relevant skill. If you are already proficient in the
relevant skill, your proficiency bonus is doubled for
that check,

TRAPPER'S AVOIDANCE
7th-level Trapper feature:

“The merest hiss of escaping air, depression of a
tile, or scent of ozone is all the warning you need

10 avoid traps’ effects. When you are subjected to

a trap’s activation effect that allows you to make a
saving throw to take only half damage, you instead
take no damage if you succeed on the saving throw,
and only half damage if you fail. In addition, if 2
trap makes an attack roll against you, that attack
roll has disadvantage.



‘This feature doesn’t function against a trap's
ongoing effects. For example, you can mitigate the
effect of a poisonous cloud as it is being released by
holding your breath or covering your skin, but on
subsequent rounds, the cloud’s saving throw would
affect you as notmal on a success or failure

LEAVE NO TRACE
Tith-fevel Trapper feature

You've learnt to use magic to hide traps, allowing
them to be concealed in the heat of battle. When
you deploy a trap, you can expend a spell slot of
Lst level or higher to disguise the trap with illusion
magie, causing it to become invisible the moment
it leaves your hands. Creatures don't see where the
trap lands and, if it's a physical trap, have disad-
vantage on saving throws made to avoid the trap's
effects

In addition, you learn the frezisibitisy spell, which
counts as a ranger spell for you but doesn’t count
against the number of ranger spells you know. You
can east it once without using a spell slot, and you
regain the ability to cast it in this way when you
finish a short or long rest.

BOOBY TRAP
15th-level Trapper feature

You trap your own bady against unexpected de-
mise, When you finish a long rest, you can choose
one of the following magical effects with vhich

to augment your body until you finish a long rest.
Alfiter triggering an effect that activates when you
are reduced to 0 hit points, that effect can’t trigger
again until you finish a long rest

Defibrillate. Once per turn, when a creature hits
you with a melee attack, you can trigger an elec-
trical discharge (no action required). The creature
is unable to take reactions until the start of its next
turn unless it is immune to lightning damage, and
you can immediately move up to 10 feet without
provoking opportunity awacks. After you move us-
ing this feature, you can't do 5o again until the start
of your next turn.

When you are reduced to 0 hit points and not
Killed outright, you can instead drop to 1 hit point
and immediately take an extra turn, interrupting
the current turn. If you don’t regain any hit points
before the end of your next turn, you drop to 0 hit
points, fall unconscious, and begin making death
saving throws as normal

Entomb. Once per turn, when a creature within
§ feet of you hits you with a melee attack, you can
trigger a burst of cold that ripples along the attack-
er’s limb (no action required). The creature takes
144 cold damage and its speed is reduced by 15
feer until the end of its next turn unless it is im-
mune to cold damage,

When you are reduced to 0 hit points, you be-
come entombed in a block of clear ice that has AC
15, 100 hic points, immunity to cold damage, and
vulnerability o fire damage. ‘This icy block lasts
for 1 minute or unil it i destroyed. While the ice
persists, you have total cover against all effects. If
you regain 1 or more hit points, the icy block melts
at the start of your next turn.

Erode. Once per tumn, when a creature within 5
feet of you hits you with a melee attack, you can
trigger a spurt of acid to coat its weapon or limb
(no action required), If the melee attack was a spell
artack or made with a natural weapon, the creature
takes 1d6 acid damage. I the attack was made with
a nonmagical, non-narural weapon, the weapon
takes a permanent and cumulative -1 penalty (o its
attack and damage rolls. If this penalty reaches -3,
the weapon breaks.

When you are reduced to 0 hit points, all your
concealed acid charges gush outward. Each creature
within 10 feet of you must make a Dexterity saving
(hrow against your ranger spell save DC. On 1 failed
save, a creature takes 10d4 acid damage and an acdi-
tional 5d4 acid damage at the start of each of its turns
for the next minute until it uses an action to wipe
itself clean. In addition, on a failure, if the creature is
wearing nonmagical armour or has narural armour, it
takes a -2 penalty (o its AC while wearing the armour
uniil it is repaired, or until the creature finishes a long,
rest if it has natural armour. On a successful save, a
creature takes half as much initial damage, no ongoing
damage, and its AC isnt affected.

Self-Destruct. Once per turn, when a creature
within § feet of vou hits you with a melee attack,
you can cause a small, shaped charge to detonate
{no action required). You take 1 fire damage and
the creature takes 1d8 fire damage.

When vou are reduced to 0 hit points, you erupt
in an immense ball of fire and immediately fail one.
death saving throw, Each creature within 20 feet of
you must make a Dexterity saving throw against
your ranger spell save DC. A creature takes 14d6
fire damage on a failed saving throw, or half as
much damage on a successful one,
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RANGER TRAPS 5

The Set Trap feature lets you use a variety of phys-
ical and magical traps. Each trap requires you to be
4 certain ranger level before you can create it. The

traps are presented here by level

Physical traps require trap-making materials
(which can be purchased from most general goods
stores), while magical traps require the expenditure
of spell slots. When a trap calls for a saving throw,

the DC equals your ranger spell save DC.

BEAR TRAP

3rd-lovel ranger: physical-4 gp of trap-making materials

You trap a 5-foot square with a mechanical,
toothy-jawed trap. When a Large or smaller crea-
ture enters the trapped area, the trap activates and
the creature must succeed on a Dexterity saving
throw or take 2d8 piercing damage and its speed
becomes 0, unless it’s immune to being grappled.
A creature can use its action to make a Strength
(Athletics) check against your ranger save DG,
freeing the trapped creature on a success.

TANGLEVINE
3ri-level vamger: magial 15t-level spell sloi

When activated, twisted, knotting roots burst
through the ground creating an effect identical to
the emtangiy spell within a 20-foot-radius circle
centred on the trap for the next minute.

SNARE TRAP
rd-levelvanger; physical; 2 gp of trap-making materials

The bear trap’s non-lethal cousin, the snare trap,
tangles a creature’s feet, causing it to fall. You trap a
5-foot square with ropes and vines. When a Large
or smaller creature moves into the trapped area, the
trap activates and the creature must succeed on a
Strength saving throw or be knocked prone and
its speed becomes 0, unless it's immune to being
grappled. A creature can use its action to make a
Strength (Athletics) check against your ranger
save DC, freeing the trapped creature on a success.

SOLESTRIKER
3r-level ranger; magical; 5t-Jevel spell sfot

When activated, hard spikes and thorns sprout in a
20-foot-radius circle centred on the trap, creating
an effect identical to the spike groweh spell for the
next minute.

IMMOLATION
sth-level anger; magical; and-levelspedl sfot

‘When activated, a 20-foot-radius sphere of flame
erupts, centred on the trap. Each creature in the
area when the trap detonates must make 2 Dex-
terity saving throw, taking 6d6 fire damage ona
failure, or half as much damage on a success.

MIASMA
th-lavel vanger, magical; 2nd-levelspell slot

When activated, a 20-foot-radius sphere centred
on the trap fills with gas for the next minute or
until strong wind disperses it. The gas spreads
around corners, lightly obscures the area, and
penetrates through creatures’ skin, affecting them
even if they hold their breath or don’t need to
breathe. When a creature enters the area for the
first time on its turn or starts its turn there, it must
make a Constitution saving throw. On a failure,
a creature takes 3d6 poison damage and becomes
poisoned until the start of its next turn. On a
success, a creature takes half as much damage
and isn’t poisoned. While poisoned in this way,

a creature has disadvantage on saving throws it
makes to maintain its coneentration

SOULBIND
5th-level ranger; magicai; 2nd-level spell siot

‘When activated, there is a flare of brilliant octarine
light, and each creature in a 20-foot-radius sphere
centred on the trap must succeed on a Charisma
saving throw or become soulbound as per the
preserve spell (see page 509). In addition, while a
creature is soulbound in this way, it can't benefit
from being invisible. Greatures possessing rabust or
more powerful essence within their bodies (typically,
those of CR 7 or higher) automatically succeed on
this saving throw.

You can expend a spell slot of 3rd level or high-
er 0 create this trap. When you do, the rarity of
essence that automatically succeeds on the saving
throw increases by one tier for each slot. level
above 2nd creatures with pafent or more powerful
essence (typically CR 12 or higher) at 3rd level,
mythic (typically CR 18 or higher) at 4th level,
and deific {typically CR 25) at Sth level.



PIT TRAP
sth-level ranger: physical: 2 gp of trap-making matevials

Because of their nature, pit traps are deployed

in the space in which they are created as soon as
their construction is finished, and can’t be moved.
However, after the trap activates, it can still be
used again.

You dig a 7-foot-deep hole in dirt, or anoth-
er diggable surface, in a 5-foot square. You can
choose 1o fill the pit with sharpened stakes, spikes,
or any other sharp marerials.

‘When a Medium or smaller creature moves into
the trapped area, it must make a Dexterity saving
throw. On a failure, it falls into the pit, where it
lands prone, taking 4d8 piercing damage if the trap
is filled with spikes, On a success, i avoids the trap,
falling prone in the nearest unoccupied space to the
trap. A creature that succeeds on the save by § or
‘more doesn’t fall prone.

BEWILDERMENT
sth-fevel ranger, magical; ard-level speil slot

When activated, horrfying illusions abound and
psychic energy twists the minds of creatures. Each
creature in a 20-foot-radius sphere centred on the
trap must make a Wisdom saving throw. On a
failure, a creature takes 3d10 psychic damage and
becomes affected as per the confiusion spell for the
next minute. A creacure can repeat the saving throw
at the end of each of its turns, ending the effect on
itself on a success.

NET TRAP
gth-level rangers physicals 1agp of trap-making waterials;

With alarge, concealed net of rope or vines, and
an apparatus hidden in branches or a cave’s ceiling,
Jou create a 20-foot square trapped area. Choose a
5-foot square within the trapped area to act as the
trigger. When a Small or larger creature enters this
square, the trap activates and each creaturs in the
area must succeed on a Dexterity saving throw or
be restrained and hoisted 20 feet up into the air (or
as high as the canopy/ceiling allows).

A creature can use its action to make  Strength
check against your ranger save DC, freeing itsell
or another creature within its reach on a success.
Dealing 5 slashing damage 1o the net (AC 10) ends
the effect and destroys the net.

1f there is a Huge o larger creature in the
trapped area when it triggers, the trap breaks and
has no effect.

s

THUNDER CHARGE

‘gth-level ranger; magical; 3ri-level spellslot

‘When activated, a 30-foot-radius sphere centred
on the trap erupts with deafening thunder, Each
creature in the area must succeed on a Constitu~
tion saving throw or take 8d6 thunder damage and
be deafened for the next minute. The noise can be
heard 2,000 feet away, or even further in echoey
locations or underwater.

CATAPULT TRAP
$-Jovs rangor: physical 15 o oftrap

Because of their nature, catapult traps are deployed
in the space in which they are created as soon as
their construction is finished, and can’t be moved.

‘With bent trees, springs, or elastic rope, you
create a 20-foot square of tension. Choose a §-foot
square within the trapped area to act as the trigger.
When a Small ot larger creature enters this square,
the trap activates and each creature in the area must
make a Dexterity saving throw. On a success, a
creature can use its reaction to move up to its speed
50 that it is no longer in the area. If it's still in the
area, it is affected as if it faile save. A creature
that fails the saving throw is flung 60 feet in a direc-
tion you decide when you deploy the trap, landing
prone and taking 6d10 bludgeoning damage

If there is a Gargantuan creature in the trapped
area when it triggers, the trap breaks and has no
effect.

INFECTION
13th-level angers magical; 4thlevel spell siot

When you create this trap, choose one of the
diseases from the contagron spell. When activat-
ed, pustulant boils grow and erupt on surfaces in a
20-foot-radius sphere centred on the trap. Each
creature in the area must make a Constitution
saving throw. On a failure, a creature is affected as
if hit by the attack in the contagion spell (using the
disease you chose).

SNAPFROST

a3th-level ranger; magical; th-fevelspell ot

‘When activated, the area within a 20-foot-radius
sphere centred on the trap suddenly drops to a
debilitatingly low temperature for the next minute.
‘When a creature enters the area for the first time
o its turn of starts its turn there, it must make a

Constitution saving throw. On a failure, a creature
takes 6d6 cold damage, its speed is halved, and it
can't take reactions until the start of its next turn
On a success, a creature takes half as much damage
and isn't otherwise affected.

BANISHER
7th-level ranger; magical; 5thlevelspel slot

When activated, a 10-foot-radius sphere cen-
tred on the trap flares into life, attempting to suck
all creatures in it into a harmless demiplane. Kach
creature in the area when the trap activates must
succeed on a Charisma saving throw or be trans-
ported to the demiplane for the next minute. At
the end of this minute, the creature reappears in the
space it left, or in the nearest unoccupied space if
that space is occupied.

GRAVITY WELL
17th-level ranger; magical; 5th- level spellslot

When activated, gravity begins accumulating in
a 30-foot-radius circle centred on the trap, The
trapped area becomes difficult terrain until the end
of the ranger’s next turn. Each creature in the area
‘when the trap activates must succeed on a Dexter-
ity saving throw or be knocked prone. Furcher-
more, each creature in the area that is concentrating
must make a Constitution saving throw. On a
failed save, the creature’s concentration is broken.

A creature that starts its turn in the area must
succeed on a Strength saving throw or take 2d8
force damage and be pulled 15 feet towards the
trap’s centre.

At the end of the ranger's next turn, the gravity
reaches a critical mass and each creature in the area
must make a Strength saving throw. On a failure,
a creature is knocked prone, pulled w the trap’s
centre, and takes 6d8 force damage. On a success
a creature isn't knocked prone or moved, and takes
half as much force damage.



SORCERER
[SKINSHIFTER

Whether it be some distant doppelganger heritage or
over-exposure (o biomantic magic, your body thrums
with the potential for change. Though you may try 1o
channel that power into those around you, the magic
that inoculates your hody is just as likely to change
you, transforming your form into a myriad of magical
morphs. Will you end up with two left feet and pa-
per-thin skin, or rake through your enemies with toxic
claws as spells bounce off of your reflective carapace?

SKINSHIFTER MAGIC
Istelevel Skivshifter feature

You learn additional spells when you reach certain
levels in this class, as shownon the Skinshifter
Spells table. Each of these spells counts as a sorcerer
spell for you, but it doesn’t count against the num-
ber of sorcerer spells you know.

Whenever you gain a sorcerer level, you can
replace one spell you gained from this feature with
another spell of the same level. The new spell must
be a biomancy or transmutation spell from the sor-
cerer, warlock, or wizard spell lists.

SKINSHIFTER SPELLS

SorcererLevel  Spells

st chameleon skirt, inflict wounds

3rd barksiin, protection fiom poison
sth vampiric touch, zippit!*

7th freedomof movemen, frogsiein®
sth feverskin, greater restomtion

SKINSHIFT
18t-level Skirshifter feature

Your spelleasting stimulates the latent changeability
of your body. Immediately after you cast a sorcerer
spell of 1st level or higher, roll a d20. If the result
equal 100 lower than ene-third of your sorcerer
level (minimum 1), roll on the Skinshift Adaptations
table 10 magically alter your body in a random way
until the end of your next turn. Immediately after
you roll on this table; you can spend 1 sorcery point
{no action required) to extend the duration of the
effect to 10 minutes. If an effect calls for a saving
throw, the DC equals your sorcerer spell save DC.
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SKINSHIFT ADAPTATIONS

d20* Effect
Paper Skin. You have vulnerability to piercing and
slashingdamage.

Brittle Bones. You have vulnerabil

y to bludgeoning

20 SteelSkin® You gain resistance to slashing damage.
Tumour SKiK™. At the start of each ofyour turns, you
21 gaintemporary hit paintsequal toyour Charisma mod-
fier (minimum ).
Stimulated Metabolism'. Your speed increases by 10
22 feetand whenyou Lake the Attackaction onyour turn,

2 and thunder damage. you ean attack twiceinstead of once.
e T Empowered Strikes. Your unarmeds rikes are maglcal

3 i 23 and have abonus toattackand damage rolls equal to

. : halfyour proficiency banus, rounded down
Left Footed. Your right fout becomesaeft foor, You e
e HEAT : pleasingarray

RS B e RE L PRl e iour b oeds reion of colours, or changies to match your background. For

bytofeet :
the duration, you have aduantage on Charisma checks
The Wabbles. Your innerear s filed with fluid. You % forthe duration, you can use a bonus action to swap

5 h d i effect and
Perception chacks thatrely on pma.mg e e o)

ol Secreted ol Your urarmed strikes desl an aditonal

o rollsand on Perception checks that elyon sight when B Goa coice ien
you, the target of your attack, or whatever souare i) o nad i
tryingto perceive hys\gh[ Bindrecsinlight S e o e ceed o7 o

throw at the end of each of your turns or take this

7 yourlimbs. Vauh:vedlsaﬂvﬂnh'ennanackm\\s camage.

5 Shrink.Youdeaease nesize aregury, s perthe 4 Scaleskin™ Whileyoute notwearing armows, you gain
Reduce effect of the enlargefreduce spell a+2bonus w your AC.

Firefly. You can castthe light cantripwith yourse fas Relentless Metabolism’. Whenyou are reduced 0 o

2 o it points but not killed outright. youcan drop o1

it point instead, and you lose thisadaptation. Ifyou

o Dbl KR e i 27 benefit from this adaptation more than once before

Rt tx el mopelhe b e
P SStII N OB L K e eachtime you benefit from itafter the first.

Natural Weapon. You grow a natural weapon of your 7
i - - vou
choice (e.g claws. fangs, horns). Your unarmed strikes ; :

n e 7 5 #53 bonus action while you are grappling or are grap-
e i e L pledbya creature,you can male your skin fery hot for
paron! Lotlbd i amumemAw:wawnemuchmg)uumusimakea
Amphibisprings. With enhanced musclos and a ratchet- taking 3ds

12 ingmechanism in your tendons, yourjumpingdistance m.m or ha\f'lsmmhdamag:-mla success
Eiliplec Fortified Metabalisn. Youhve advantage on Consti-

= A Ad You can fing throw: EWEH

> ginaswimmi I toyourwalki # asan
Tentacle Arm. One of your limbs is replaced with an condition
cctopus-like tentacle. Your reachwith this temadle s Eie i C e

14 g dit oraspell Hack
items as normal. You have advantage on ability checks roll, rall a d6. On a4 (o5, you are unaffected an.ﬁ‘
made to grapplewithit. 3 youare unaffected, and the effect i reflected back at

1 Growth. Youincrease one size category, as per the the casteras thoughit originated from you. trningthe
Enlarge effect ofthe enlargereduce spell caster into the target

1 Aevial Adaptation, You gain a fing speed equal toyour e
walking speed. > titve e
Elemental esistance. You gain resistance toan R R el

17 elemental damage type Roll ad4 to determine which olderoneis o £ S
typest.acid: 2, colds 3, fi &,lvghlnmg

“Youcanonly ¢ of these adpeations

g RubberSkint™ e Foh 5 e i

% damage oldor gncis los.

19 Crystal Skin™ You gain resistance o piercing damage




Modify Shift. When you reach 6th level in this
class, you can add a benus to the result of the d20
you roll on the Skinshifter Adaptation table equal
10 up to half your sorcerer level. Tor example, at
6th level, if you rolled a 19 on the d20, you could
choose any result between 19 and 22

SELECTIVE SHIFT
ti-level Skinshifter feature

As a bonus action, you can spend 1 or more sorcery
points to magically transform your body for the
next 10 minutes. For each sorcery point you spend,
you gain one adaptation of your choice from the
Skinshift Adaptations table, the effects of which last
until the transformation ends. The adaptation must
have a value in the d20 column equal to or lower
than 20 plus half your sorcerer level. If you gain a
random skinshift adaptation that replaces one you
already had (for example, tumour skin replacing
rubber skin), this new adaptation lasts for the dura-
tion of the transformation.

REACTIVE MUTATIONS
1ath-leve] Skinshifter feature

Immediately after you take damage, you can use
your reaction to spend 1 sorcery point and gain
resistance to that damage type for 10 minutes or

until you use this feature again. If you take multiple
types of damage simultaneously, you choose one of
the damage types to gain resistance to.

SHAPESHIFT
18th-level Skinshifter feature

You unleash your inner shapeshifter, allowing
your body to react to all manner of environmental
stimuli. As bonus action, you can cause a metabolic
cascade that transforms your body for 10 minutes
granting you the following effects:

+ All grapple and restraining effects on you imme-
diately end.
You gain six adaprtations of your choice from the
Skinshifter Adaptations table. For these, you
ignore the restrictions on which adaptations you
can have simultaneously.

* You can’t use the Reactive Mutations skinshift-
er feature, and it ends if it is active.

Immediately after you take damage, you gain
resistance to that damage type. You can simul-
taneously sustain three damage resistances in
this way; if you gain another resistance from this
feature while at your limic, the oldest one is lost.

Afeer you activate this feature, you can’t do o
again until you finish a long rest

REACTIVE MUTATIONS

Looking for inspiration to describe how a skinshifter

physically

Try adapting the following examples!

+  Bludgeoning. Spongy growths bloom, cush-
foning the blows of impact weapons.
Piercing. Layer upon layer of pointy mem-
branes overlap one another, dispersing the
penetrating potential of piercing weapons.
Slashing. A hard coating of angled crystal

deflects blades.

+  Add. Secreted alkaline liquid neutralises acid
near the skin.

*  Cold &Fire. An insulating gel prevents the
transfer of heat.

«  Force. Pockets of antimagic dissipate incom-
Ing raw, magical energy.
+  Lightning. Channels of conductive metals in

the skin ground the flow of electricity.

o Necrotic. Pus-filled sacs wfimmunl:yenhaming

symbionts fortify
Radiant. The skinshifter takes on a brﬂn:m
ion of all
* Thunder. Amembrane expands out from
the skinshifter’s skin. A low-pressure void
between the two membranes inhibits the.
propagation of sound waves.
Polson, Vesicles rapidly excrete toxins before
they can do significant harm.
Psychic. A rush of bright purple hormones caus-
es the skinshifter’s psyche to relax, shedding
the mental harm that might have been caused.

sheen,
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TAMER

Flourshing a gided skull snaiched from within the

with wards of encouragement, tamers work through

their captured friends. Alone, a tamer possesses
little in the way of destructive ability. With care-
fully selected companions, a tamer can become an
unstoppable menagerie of mayhem.

CREATING A TAMER e

What prompted you to begin taming creatures?
Loneliness? A need to transport your favourite

folds of a cloak, a dwarf summons a
angel in a flare of blinding radiance, emphmcguy
encouraging it to fantastical feats of fury

Beaming from ear to ear, a chemical-stained
gnome admires her handiwork amongst the chut-
ter of her laboratory: a ‘snektopus’: eight ven-
om-fanged maws perfectly spliced with the intalli-
gence of a cephalopod.

Coughing in the smoking ruins of the cultists’
former hideout, a tiefling gives their fire-infused
owlbear a playful rub behind the ears, contemplat-
ing a job well done and the rewards to be claimed.

‘Whether imbuing their companions with the
primordial elements, enhancing them through the
*very tiny stitches’ of biomancy, or inciting them

ling through customs? A pathological desire
to catch ‘em all?

The bond tamers cxperience with their compan-
ions are incredibly intimate; both are privy to the
other’s innermost thoughts. However, such bonds-
differ between tamers: where one tamer might view
2 companion as friend and equal, another might
wview the creature as a tool with which to fulfill their
own goals. Have you lost a companion before? How
did you react? Perhaps it was emotionally traumatis-
ing, or perhaps it was simply 2 mere incovenience

QuICK BUILD

You can make a tamer by following this suggestion:
Choose Wisdom, Inelligence, or Charisma to be
your highest ability score, followed by Constitution.




THE TAMER
Pro dency Cantrips Spells  ~Svell Slots per Spell Level—

Level Bonus Features Known m ist znd 3rd g4th sth
8L ‘2z Pocket Familiar. Monster Trainer, Soul Bond, Tame Creature. — - -_— = - -
and 2 Bolster, Psychic Bond, Spellcasting 2 z : - = — —
ard RE3 Pocket Family |, Training Paradigm £ 1 3 ot R e =
4th 2 Ability Score Improvement 2 3 §oom et s
sth s Multiatrack, Malleable Presence 2 4 42— = —
sth 3 AlphaStrike, Wilful Blows 4 “ + 2
h 5 Pocket Family I, Training Paracigm Feature: 2 s L e e
sth " Ability Score Improvement 2 3 G
sth w = 2 6 4 3 2 — —
1ath + Training Paradigm Feature 3 o 4 3 2 R
nth " Pocket Family 1 3 7 4 3 3 — —
12ih u Ability Score Im provement 3 7 Lon e =
13th ] Switchero 3 8 3 8 1 =
1ath 55 Training Paradigm Feature 4 8 G
15th a5 Pocket Family IV 1 s 4 3 3 2 —
16th ' Ability Score Improvement 4 s by =
nth + Magnificen: Presence 1 1 g 5 A
18th "% Training Paradigm Feature 4 10 Te B sk b
19th + Ability Score Im provement, Pocket Family V. 1 m A
zo0th " Summon the Horde: 4 " 4 3 3 3 2

[CLASS FEATURES SR

Do + (a) scale mail or (b} leather armar

Hit Dice: 18 per tamer level - A simple melee weapon, a net, and a shield

Hit Points at 1st Level: 8 + your Constitution
modifier

Hit Points at Higher Levels: 1d8 (or 5) + your
Constitution modifier per tamer level after 1st

PROFICIENCIES

Armour: Light armour, medium armour, shields

Weapons: Simple weapons, nets

‘Tools: One type of artisan’s tools or one musical
instrumenc of your choice

Saving Throws

Skills: Choose two from Animal Handling, Insight,
Medicine, Nature, Perception, and Persuasion

EQUIPMENT
You start with the following equipmen, in addition
to the equipment granted by your background:

Censtitutien, Charisma

- Alight crossbow and 20 bolts
+ (a) a dungeoneer's pack or (b} an explorer's pack

1If you forgo this starting equipment, as well as the
items offered by your background, you start with
5d4 % 10 gp to buy your equipment.

OPTIONAL RULE: MULTICLASSING

1f your group uses the optional rule on multiclass-
g, use the following prerequisites, proficiencies,
and spell slots if you choose the tamer s one of
Your classes.

Ability Score Minimum: As a multiclass charac-
ter, you must have at least an Intelligence, Wisdom,
ot Charisma score of 13 to take a level in this class,
or to take a level in another class if you're already a
tamer. The ability you use to qualify te multiclass
into tamer must be your tamer spellcasting abiliry.

CHAPTER7 | CLags}
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Proficiencies Gained. If tamer isn't your initial
class, you gain the following proficiencies when you
take your first level as a tamer: light armour, shields,
simple weapons, and nets.

Spell Slots. Add half your levels (rounded down)
in the tamer class to the appropriate levels from oth-
er classes to determine your available spell slots

POCKET FAMILIAR ey

st-level Tamer feature

You become bonded to a companion that accompa-
nies you on your adventures and is trained to fight
alongside you. Choose a Small or smaller creature
with 2 challenge rating of % or lower that isn’t a
humanoid, giant, or swarm. When a creature be-
comes your companion, it has a maximum number
of hit points equal to the average of its Hit Dics,
as indicared in its statistics, and it can't cast spells.
Work with your GM to find a companion that suits
your campaign world. This companion obeys your
commands and is friendly to you and your allies.
Vessel. When not summoned, your companion
exists inside a magical vessel of your own design,
such as a painted animal skull, bejewelled egg, or
erystal sphere. While in this vessel, the companion
has full cover from all attacks and other effects, is
unaffected by area of effects that originate from out-
side the vessel, and exists in stasis; it doesn’t need
1o eat, drink, sleep, or breath, and it is immune to
poison and disease, although a poison or disease
already in its system is suspended, nor neutralised
A companion at 0 hit points is instantly stabilised
when it enters its ves:

If a vessel is broken, er a companion is released
from its vessel for any other reason, the creature
within it ceases to be a tamer’s companion. It acts
according to its own wishes and retains any im-
provements it gained while a companion.

A a ~

HOME PLANES

Some magical effects,like the banishment spell,
have the ability to permanently banish a creature
back to its home plane. When a creature be-
comes your companion, its home plane becomes

the demiplane within its vessel. If th
be banished by i, it
Simply reappears in this vessel.

~ ~ =

As an action, ¥ou can summon your companion
from this vessel, causing it to appear in an unoccu-
pied space that you can see within 30 feet of you,
or any unoccupied space within § feet of you. You
can dismiss a companion within 30 feet of you as a
bonus action or action, drawing it back into its ves-
sel. To summon or dismiss a companion, you must
be holding its vessel in hand. You can only have one
companion summoned at a time.

A - =~
DoMINATED COMPANIONS

A companion that is controlled by another crea-
ture, such as by the dominate monster spell, can
ry to resist being recalled into its vessel. When
you try to recall such a creature into ts vessel, it
can make a Charisma saving throw against your
‘tamer spell save DC. On a failed saving throw, itis
recalled, while on a success, itis not.

~ - [

Gombat. In combat, your companion shares your
initiative count, but it takes its turn immediately
after yours. It can move and use its reaction on
own, but the enly action it takes on its tum is the
Dodge action, unless you take a bonus action or
action on your turn to command it to take a differ-
ent action. That action can be one in its statistics
or some other action. If you are incapacitated, the
companion can take any action of its choice, not
just Dodge. Your companion can't take the Multi-
attack action until you reach 5th level in this class,
even if it would otherwise be able to.

Rest. A companion gains the benefits of a long
rest when its tamer finish a long rest; i it has at least
1 hit point, it regains all its hit points when you fin-
ish a long rest, Unlike other creatures, a companion
can’t spend its own Hit Dice to recover hit points
atthe end of a short rest. See the Soul Bond feature
for details on recovering hit points.

Items. Armour, barding, and weapons can be
equipped to enhance your companion. A companion
AN Wear Of carry any equipment that their size and
body shape permits. However, your companion must
be proficient with the armour or weapon to make
full use of it. If your companion wears armour that it
lacks proficiency with, it has disadvantage on any
ability check, saving throw, or attack roll that involves
Strength or Dexterity. A companion that is not profi-
cient with a weapen type does not add its proficiency
bonus to attack rolls made with that weapon type.
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Item Bonding. Over the course of an hour, you
can bond a companion to one object that it can
wear or carry that is not any sort of container or
storage. When a companion is recalled, all items it
is wearing or carrying that it is not bonded to are
dropped in the space from which it was recalled. /
companion can be bonded to up to 3 items at any
one time. Companions can’t attune to magic items,
unless they have a specific ability that allows them
o do so (e.g. mechakobold, page 237)

Companion Barding. You can purchase armour
for your companion. Any type of armour can be
purchased as barding. The cost and weight is
doubled for each size category above Medium, and
halved for each size category below Small. In addi-
tion, the cost is further doubled if the companion is
not humanoid in shape.

COMPANION BARDING CoST

Size  HumanoidShapeCost Abstract Shape Cost

Tiny o5k %
small  1x 2
Medium 1% £
large  2x ax
Huge  4x &

st-level Tamer foature

Companions make death saving throws, die, and
can be revived like any player character. A com-
panion that has been stabilised remains unceonscious
until it regains hit points, or until you finish a long
rest, Companions that are stable and have 0 hit
points when you finish a long rest regain half their
‘maxinmum hit points

Instead, you have a pool of healing power equal
to five times your tamer level that replenishes when
you finish a long rest. Whenever you finish a short
rest, you can choose to draw power from that pool,
resaring a total number of hit points amongst your
companions up to the maximum amount remaining
in your pool

NSTER TRAINER L

st-level Tamer feature

As you gain levels in this class, your companions
become more powerful. Your companions use your

proficiency bonus instead of their own, potentially
increasing their attack, saving throw, and skill mod-
ers, and their saving throw DCs.

Training. Whenever you gain an Ability Score
Improvement from gaining a level in the tamer
class, you pass on your hardened resolve to all your
companions, causing them to gain one addition-

al Hit Dice. Tncrease your companion’s hit poi
maximum by rolling this Hit Dice and adding your
companion’s Constitution modifier (minimum of 0)

Whenever you gain a level beyond Istin this
class, each companion to which you are bonded
gains one of the following improvements. The fa-
miliars in Chapter 8 have unique improvements that
can be taken instead of these

Any newly gained companions receive these
additional hit dice and improvements as if you had
them since your 1t level in tamer.

ComPANION IMPROVEMENT TRAINING TABLE

Improvement  Effect
Increase one existing speed by 15 feet up
Speed  toamaximum of150% of the creature's
Taining  basespeed rounded upto the nearest
s-footincrement™.
Your companion gains an additional Hit
Die, increasing its hit paint maximum..
Increase your companiors it paint max-
Toughen Uy % 5 g
BENLP  imum by rolling this Hit Dice and adding
your companioris Constitution modifier
(minimum of o)
o your
¥ scores by 1,0 a maximum of 20.
CoForthe  Yourcompanion gains 41 bonus toits
attackand damage rolls made with its
Throat .~
natural weapons orunarmed strikes™.
Survival  Yourcompanion gains proficiency in one
Instincts  saving throw.
. Yourcompanion gains proficiency with
War Training e B 2

Onearmour type or two Wezpons’

# Your companions can exch Bere it fromthis featire onee:

* ¥ouream panfon can's
mour ntl it has
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TAMER COMPANION SUMMARY

Tamei Maximum Msxlmw_n Maximu!n Improvements/Hit Dice Gained on Taming"
#ofBonded Companion  Companion
Companions  Size R CR¥- CR1 Rz CR3 CRa CRS CR6

1 o) Srmall ¥ ofo = = = = = =
2 1 Small 3 1o - — — - -
3 2 small ¥ 2fo — — — — —
4 z Medium 1 301 o/o = . bt 2
5 2 Medium 1 a1 1/0 — — — —
6 2 Medium 1 si 2/0 e e = =
7 3 Medium 2 &1 ajo  ojo — = = -
8 3 Medium 2 Iz W — — — —
9 3 Medium 2 8/2 sih 2/1 e L2 S 52
10 3 Large 3 9/2 &)1 31 ofo — — —
i 4 Large 3 wiz 7/ ah 1o — — —
7 4 Large 3 n/3 8j/z sz 21 = = —
13 4 Large 23 9jz  efz 3/ olo  — —
" 4 Large 13/3 1w0fz 7/2 4 1/0 o o
5 5 Large 4fs nj2 8f2  sh 20 — —
1% 5 Huge /4 23 93 6/2 31 gfg i—
7 5 Huge /4 B/3 10/3 7/2 ah 1o =
18 S Huge 7/4  14f3 {3 8/2 sh 2/0 e
19 6 Huge 185 1s/4 12/a 9/3 6f2 3 ofo
20 6 Huge 19/s 164 13/4 10/3 7l 41 fo

This ig indicated value 51T in the CRY’ el 10" row.

E - ~

15t-lovel Tamer feature VESSELS AND CosT

There’s one way to deleat deadlier foes: have
deadlier friends. As you explore, you will encounter
new creatures which you may wish to make your
companions. You can tame a Small or smaller crea-
ture of CR ¥ or lower, as described below. As you
levels in this class, the size and challenge raring
of ereatures you can tame increases, as shown in the
Tamer Companion Summary table

Vessel. To tame a companion, you must first
prepare a vessel using special inks, gems, or other
‘materials, Preparing the vessel takes 8 hours of work
and components with a value in gold pieces equal to
at least one hundred times the target creature’s CR.

At athlevel, you can capture creatures of CR 1
and below. To capture a R % or CR 1 creature,
you need a vessel worth 50 gp or 100 gp, respec-
tively. If you try to use a vessel worth 50 gp to
capture a CR 1 creature, the creature automati-
cally succeeds on its saving throw, and the vessel
«can be recovered. You can always break down
the components of an old vessel to craft a new
one as part of the vessel preparation process.

~
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Taming a Creature. As an action, you can throw
an cmpty vessel at a creature you can see within



30 feet of you. The creature must succeed on a
Charisma saving throw against your tamer spell

save DC or be trapped within the vessel. A creature

autematically suceeeds on this saving throw if:

+ Itis a humanoid, giant, or swarm;

+ Tt is larger than your maximum companion size
(use a creature's unaltered size if it is under the
influence of a size-changing magical effect such
as enlarge/reduce);

Tt has a higher CR than your maximum com-

panion CR (see the Tamer Companion Summa-

1y table);
It has & higher GR than the vessel can capture;
Tc has more than half of its hit points.

Ifa creature doesn’t automatically succeed on
this saving throw for one of the above reasons, and
has either fewer than ten hit points or one-quarter
of its hit points, it ausomatically fails this saving
throw. A creature that fails the saving throw is
trapped in your vessel and becomes you companion
‘when you next finish a long rest.

Lost Abilities. When a creature becomes your
companion, it loses the following from its stat block:
+ "The ability to cast any spells (though it retains

its spells known, see Psychic Bond, page 201).

4+ Any summoning actions or actions that create
additional ereatures (such as a wraith’s Create
Spectre or an ooze's Split reaction)

+ The Regeneration, Rejuvenation, and Legend-
ary Resistance traits.

+ Any legendary actions and legends
options.

+ Any lair actions and regional effects.

+ Any mythic traits and mythic action options.

ction

A - ~

OPTIONAL RULE: NoN-COMBAT TAMING

Ifa player impresses a celestial with an especially
noble act, or rears a creature from an egg, that
creature might be willing to become a tamer’s

companion. If so, feel free to gnore the usual
rules regarding saving throws on taming, and let
the beautiful story of companionship unfold!

~ -~ B
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ABILITIES AND PROFICIENCY

s your companions’ ability scores change, often
through Companion Improvement Training, their
skill modifiers, saving throws, attack modifiers and
saving throw DCs will also change. Working out
what ability a creature’s attack or saving throw uses
can reqire a bit of detective work. First you have to
know the creature’s proficiency bonus (PB). Luckily
thisis quite easy it all depends on the creature’s CR
and players’ PB. A creatures” base PB s +2 at CR 04
and +3at CR5-6.

Firstly, subtract the creature's PB from its modifiers/

save DCs. Next, for save DCs, subtract an additional

8 from the DC. Finally, match the remaining values
to the ability score modifiers.

Let's use the CR 4 red dragon wyrmling’s bite attack
and breath weapon as an example. It has a PB of +2,
aStrength of 19 (+4), aDexterity of 10 (+0), and a
Constitution of 17 (+3). Its bite attack has a +6 mod-
ffier, while its breath weapon has a DC 13 Dexterity

aving throw. ing the PB from
(and & from the DC) we are left with +4 and DC 3.
‘We can deduce that the bite attack uses Strength
(the +4 matches the wyrmling's Strength modifier),
and the fire breath uses Constitution (DC 3 matches
the wyrmling's +3 Constitution modifier).

As atamer can only tame a CR 4 creature at 13th level,

thewyrmling’s P Increases from +2 to +5 when it be-
comes a companion. This results in fts attack modfier
and save DC increasing to-+ and DC 16 respectively.

- -~ -

(SPELLCASTING S,

2nd-level Tawer feature

By Znd level, you have learned to harness your
mental fortitude to augment the potential of others.
You can cast tamer spells. See page 495 for the
tamer spell list

CANTRIPS

At 2nd level, you know two cantrips of vour choice
from the tamer spell list. You learn additional tamer
cantrips of your choice at higher levels, as shown in
the Cantrips Known column of the Tamer table.

CHAPTER 7| CLass

l SPELL SLOTS

oy

‘amer table shows how many spell slots you
have to east your tamer spells of 1t level and high-
er. To cast one of these tamer spells, you must ex-
pend aslot of the spell’s level or higher. You regain
all expended spell slots when you finish a long rest.

Tor example, if you know the 1st-level spell ani-
mal friendship and have a 1st-level and a 2nd-level
spell slot available, you can cast ansmal friendskip
using either slot.

SPELLS KNOWN OF IST LEVEL AND HIGHER
You know two Lst-level spells of your choice from
the tamer spell list

The Spells Known column of the Tamer table
shows when you learn more tamer spells of your
choice. Each of these spells must be of a level for
which you have spell slots. For instance, when you
reach Sth level in this class, you can learn one new
spell of 1st or 2nd level.

Additionally, when you gain a level in this class,
you can choose one of the tamer spells you know
and replace it with another spell from the tamer
spelllist, which also must be of a level for which
you have spell slots

SPELLCASTING ABILITY

When you gain your firstlevel in this class, choose

- - S

POWERFUL COMPANION ABILITIES
very d
aren't designed for use by players. The two most
<common are recharge actions and gazes. You can
help make a companion more balanced by chang-
ing these features slightly. [t's advised to approach
this on a case-by-case basis, as each feature is
different, and some might not require changing.

Recharge Abilities. Some creatures’ actions have
the addendum “Recharge (5-6)", This means that
after a creature uses that action, it can’t use it
again until it has recharged. At the start of the
«creature’s tumn, you roll a d6, and if the result is
a5 or higher, the action recharges, No class has
recharge abllities, in part because they add alot
of randomnss to the game. Instead of using this

hanic, you can simply
ability with a recharge to one of the iollmng

Condition  Companion Recharge
Recharge (4-6) Recharges after 1 minute
e Recharges:
B long rest

‘whether you use your
willpower (Wisdom, or force of personality (Cha-
risma) as your spellcasting ability for your tamer
spells. You use this spellcasting ability whenever a
spell refers to your spellcasting ability. In addition,
you use your spellcasting ability modifier when set-
ting the saving throw DC for a tamer spell you cast
and when making an attack roll with ene.

Spell save DC =8 + your proficiency bonus + your
spelicasting ability modifier

A
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Spell attack modifier = your proficiency bonus +
your spelicasting ability modifier

SPELLCASTING FOCUS
You can use a creature’s vessel as a spelloasting
focus for your tamer spells.

Abllitles. Some traits, like a
s S Petiifying G i 1 bk pet il
active and has the power of a 6th level spell, have
the potential to become overpowered and repet-
ftive. To balance this, you can add the caveat that
“after a creature makes a saving throw against
this effect, it is immune to the effect for the next
24 hours”, Work with your GM to find a balanced
solution for your game.
~ - 4

BOLSTER: =

2nid-leve] Taner featiire

While your companion is within 100 feet of you
and you are holding its vessel, or if you are holding
its vessel with it inside, you can use an action to
expend one spell slot to restore hit points
companion equal to your spellcasting ab
ifier (minimum 1) plus an additional 24 per level
of the spell slot expended.




PSYCHIC BON ——

2nd-ievel Tamer foature

‘While your companion is within 100 feet of you,
you can communicate with it telepathically. Ad-
ditionally, as an action, you can see through your
companion’s eyes and hear what it hears until the
start of your next turn, gaining the benefits of any
special senses that the companion has. During this
time, you are deaf and blind with regard to your
own senses

Spell Swap. While your companion is sum-
moned, is within 100 feet of you, and you hold its
vessel, any spells your companion knows are added
10 your known spells. Tn addition, when you cast a
spell with a range of self or touch, your companion
can be the target of that spell.

[ POCKET FaMiLY S,

3rek-level Tamer fenture

As you gain levels in this class, the number of
companions and maximum size of companion to
‘which you can become bonded increases. You can
be bonded to twa, three, four, five, ot six creatures
at 3rd, Tth, 11th, 15th, and 19th level, respectively.
Your companions can be sized Medium at Sth level,
Large at 9¢h level, and Huge at 13th level. H you
are already bonded to your maximum number of
companions and become bonded to a new compan-
ion, you must choose one existing companion to
release from its vessel.

When you bond with a new companion, the com-
panion gains improvements and Hit Dice based on its
CR and your tamer level. See the Tamer Companion
Summary table on the previous page for details

TRAINING PARADIGM ),

3rd-level Tamer feature

You choose the type of Training Paradigm you fol-
low from the list of available paradigms, which are
detailed after the class’s description. Your choice
grants you features at 3rd level and again at 7th,
10th, 14th, and 18th level.

ABILITY SCORE IMPROVEMENT

ath-level Tamer feature

‘When you reach 4th level, and again at 8th, 12th,
16th, and 19th level, you can increase one ability

score of your choice by 2, or you can increase two
ability scores of your choice by 1. As normal, you
can’t increase an ability score above 20 using this
feature,

[MULTIATTACK S,

Sth-level Tamer fature

Through rigorous training, you can access the
nate fury of your companions. When you take.

a bonus action or action to command your com-
panion, you can command it to use its Multiartack
action, if it has one.

MALLEABLE PRESENCE TN

sthlevel Tamer feature

‘While your companion is within 100 feet of you,
you can order it to change its behaviour towards
one creature you can see as part of the bonus action
or action you use to command it. Choose either the
aggressive or cautious behaviours. At the start of
each of the target creature’s turns for the next min-
ure, it must succeed on a Wisdom saving throw
versus your tamer spell save DC if it is within 30
feet of your companion and can see your compan-
ion. On a failure, it suffers the effects of the assos
ated behaviour until the start of its next tum. On a
success, it is unaffected.

» Aggressive. The creature has disadvantage on
attack rolls it makes against creatures other than.
your companion.

+ Cautious. The creature has disadvantage on
attack rolls against your companion if there s
another ereature hostile towards the attacker
within 3 feet of the attacker.

Afcer you use this feature, you can’t do so again
unil you finish a shorc or long rest.

Cacpria STRIKE S

th-fevel Tarner feature

While summoning a companion, your psychic
connection is at its closest, allowing you to quickly
relay your intent. As part of the action to summon a
companion, you can command it to take an action
its stat block or some other action, which it does
so.on its tum. You can use this feature a number of
times equal to your ramer spellcasting ability mod-
er (a minimum of once). You regain all expended
uses of this feature when you finish a long rest.

PrEn7| Crasses
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{WILFUL BLOWs S,

6th-level Tamer faature

Your magical potency is channeled through your
companions’ strikes. Your companions’ attacks
count as magical for the purpose of overcoming
resistance and immuaity o nonmagical attacks
and damage.

[SWITCHEROO

s3th-level Tamer feature

You learn how to switch places with your compan-
ion in the nick of time. While you and your com-
panion are within 100 feet of each other, you can
use a bonus action, ar a reaction when you or your
«companion is the target of an attack by an atacker
you can see, to magically switch places with your
companion. If performed as a reaction, the crea-
ture that appears in the targeted creature’s space
becomes the new target of the attack. You have a
‘number of uses of this feature equal to your tamer
spellcasting ability modifier (minimum of once). You
regain all expended uses when you finish 2 long rest

MAGNIFICENT PRESENCE

a7th-level Tamer feature

While your companion is within 100 feet of you,
you can arder it 1o change its behaviour as part of
the bonus action or action you use to command

it. Choose either the provoking poise or shrinking
violet behaviours.

* Provoking Poise. For the next minute, your
companion draws the attention of nearby crea-
tures. While within 15 feet of your companion,
any creature that is hostile towards your com-
panion and that can see it has disadvantage on
artack rolls it makes against creatures other than
your companion

+ Shrinking Violet. For the next minute, your
companion appears small and unassuming,
making little noise. Any creature that is hostile
toward your companion has disadvantage on
attack rolls against your companion if there is
another creature hostile towards the attacker
‘within 15 feet of the attacker.

After you use this feature, you can’t do so again
until you finish a long rest.

Awaw
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SUMMON THE HORDE o

20th-level Tamer feature

In times of great need, a tamer can summon many
of its companions simultaneously. As an action, you
can summon up to three companions whose vessels
are on your person, which remain summoned for 1
minute.

As an action on subsequent tums, you can issue
mental commands to all your companions at once,
allowing them to take an action in their stat block
or some other action. You choose the order in which
your companions act each round. After the minute
elapses, all your companions bar one (which you
choose) return to their vessels and a wave of lethargy
sweeps Over you; you can't move or take actions until
the end of your next turn. Once you use this feature,
you can’t do so again until you finish a long rest

TRAINING PARADIGMS
LEADER —— e .

‘Whether it be through a non-stop litany of en-
couraging apherisms, exaggerated movements,
and hands signals, or through a calm, telepathic
reinforcement, a leader exhorts their companions
to ever greater feats of brilliance. Leaders believe
that with the right support and teamwork, no task
is i ible for their 14 of

Whether you swear by positive reinforcement,
craft meticulous pre-fight gameplans, or ruthlessly
punish mistakes, communication and motivation
are your watchwaords

INSPIRE

3ri-leve Leader feature

As an action, you can inspire your companion
through shouts, gestures, and mental encour-
agement, Until the beginning of your next turn,
‘whenever your companion makes a saving throw or
attack roll, it can add a dé to its result.

You can use this feature a number of times equal
1o your tamer spellcasting ability modifier (4 mini-
mum of once). You regain any expended uses when
you finish a short or long rest.

“The die you grant when you use this feature
changes when you reach certain levels in this class.
The die becomes a d8 at 6th level, a d10 at 10th
level, and a d12 at 14th level.



LEADER SPELLS

3rd-leved Leader feature

You learn additional spells when you reach certain
levels in this class, as shown in the Leader Spells
table. Each spell counts as a tamer spell for you, but
it doesn’t count against the number of tamer spells
you know.

LEADER SPELLS

Tamer Level  Spells

3rd ivine favor, protection fromevil and goosd
sth ineguality’, warding bond

sth beacon of hope, haste

13th death ward, freedom of movement

17th dispel evil and good, endure™

*Sec Appendix B

ACTION SURGE

7th-level Leadey feature.

You can push your companion beyond its normal

limits for a moment. When you use an action or

bonus action to command your companion, you can

extol it to exert. greater effort. On your companion’s

turn, it can take one additional action of your choice.
Once your comparion has benefited from your

use of this feature, you must finish a short or long

test before that same companion can benefit from it

again. Starting at 18th level, your companions can
benefit from Action Surge twice before a rest, but
only once on the same turn.

LEADER'S FORTITUDE
10th-level Leader feature

When an attacker that you can see hits your com-
panion with an attack, you can use your reaction to
bolster your companion’s resilience. As a reaction,
you companion fortifies itself, halving the atcack’s
damage against it.

COMBO
14th-level Leader feature

As an action, you can summon a second compan=
ion from a vessel you are holding to an unoccupied
space you can see within 30 feet of you. When you
use an action or bonus action to command your
companion, you can command borh of them simul-
taneously, giving a different command to each.

‘The two companions take their turns simultane-
ously. Atthe start of their turn, you can mentally
choose one creature you can see (no action required).
Both your companions have advantage on artack
rolls against this creature until the end of their turn.

After being summoned for 1 minute, or if your
second companion is ever more than 100 feet away
from you, the second companion is dismissed. Once
you use this feature, you can't do so again uatil you
finish a long rest

Infusers meld the power of the elements with their
ions through the act of ing. How

you came across this power is anyone’s guess. Per-
haps you took a tumble across the Elemental Flux
during an inter-planar voyage, were born with some
primordial heritage, or were tutored by an elemen-

ist wizard. However it happened, you have the
to empower those with which you are most
closely bonded: your companions,

INFUSE
3ri-level infiser feature

You have a deep connection with the elements and
can infuse your companions with primordial en-
ergy. When you finish a long rest, you can choose
one of the following elements with which to indi-
vidually infuse each of your companions: acid, cold,
fire, or lightning. When you dosso, any previous
infusion on those companions end. The first time
your companion hits a target with an attack on its
tum, it deals 1d4 additional damage of the infused
type. This damage increases when you reach cer-
tain levels in this class: 1d6 ac 6th level, 1d8 at 10th
level, and 1d10 at 14th level,

INFUSER SPELLS
3rck-level Infuser feature

You learn additional spells when you reach certain
levels in this class, as shown in the Infuser Spells
table. Each spell counts a5 a tamer spell for you, but
it doesn't count against the number of tamer spells
you know.

INFUSER SPELLS

Tamer Level  Spells

and tiellsh rebulee, peppermint plate®
sth eelshint, riptide®
sth protection fyom energy, wind wall
13th control waier, fireshield
mth feverskin, wal ofstorie

*See dp;

ELEMENTAL DISCHARGE
7thlevel nfissr foature

Your companions gain the ability to unleash a
torrent of elemental energy in a devastating blow.
When you infuse a companion at the end of a long
rest, it gains an action option corresponding to.

the chosen element. The DC for the saving throw
equals your tamer spell save DC.

e



Acid: Caustic Mist. Your companion disperses
an acidic vapour into a 20-foot cube originating
from it that lasts for 1 minute, or until dispersed
by a wind of moderate o greater speed (at least
10 miles per hour). Each other creature that
starts its turn in the area must make a Constitu-
tion saving throw, taking 4d4 acid damage on
a failure, or half as much damage on a success.
Cold: Snap Freese. Your companion absorbs

the heat in a 10-foot-radius sphere around it.
Each other creature in the area must make a
Constitution saving throw, On a failed save, a
creature takes 4d8 cold damage and its speed is
‘halved until the end of its next turn. On a suc-
cessful save, it takes hall as much damage and
its speed isn’t affected.

Fire: Flamotongue. Your companion unleashes
a raging inferno in a 25-foot cone. Each crea-
ture in the area must make a Dexterity saving
throw, taking 6d6 fire damage on a failure,

or half as much damage on a suceess. The fire
ignites any flammable objects in the area that
aren’t being worn or carried.

Lightning: Sparkstep. Your companion dis-
charges lightning in a 10-foot-radius sphere.
Each other creature in the area must make a
Dexterity saving throw. On a failure, a crea-
ture takes 4d6 lightning damage and it can’t
take reactions until the start of its next turn.

On a suecess, it takes half as much damage and
can take reactions as normal. After the saving,
thows are resolved, your companion can imme-
diately fiy up to 30 feet as part of this action.

Once a companion uses one of these actions, it
can't use any action granted by this feature again
until you finish a short or long rest. Starting ar 18th
level, a companion can use this action twice before
arest, but only once on the same turn.

PRIMORDIAL SHIELD
20t h-level Infuser feature

Your companion gains resistance to the element with
which it is infused. When your companion takes dam-
age of that type, you can use your reaction to bolster
its defences, granting it immunity to that damage
type, including against the triggering damage, until the
start of your next urn. Once you use this reaction, you
can't do 50 again until you finish a short or long rest.

UNSTABLE FUSION
14th-level Infuser feature

Sometimes, more is better. As an action, you can
infuse your companion with a second element for 1
minute, choosing from the options in the Infuse fea-
ture. Your companion gains the benefits of the Infuse,
Elemental Discharge, and Primordial Shield features
for both of the elements with which it is infused. If
you activate your Primordial Shield feature while Un-
stable Fusion is active, your companion gains immu-
nity to both damage types. Once you use this [eature,
you can't do so again until you finish a long rest.

NECROMANCER )

‘Whether through the tutelage of a lich, a career as
a gravedigger, or an innate affinity for the world
beyond, you have learnt to manipulate the very es-
sence of life. You can strip it from those that would
do you harm, and imbue it in those that serve

your aims. Weaving threads of necromantic magic
around bone, flesh, and sinew, you create gruesome
facsimiles of life—undead puppets that move 1o the
rhythm of the threads you pull.

LIFE HACK
3rek-level Necromancer featire

Your command of necromantic magic and affinity
for the no-longer-living allows you to drain your
companions’ life force, converting it into a tempo-
rary boon. Once per turn, when your companion
hits a creature with an attack, you can mentally
command the companion to shed some of its life
force (no action required). Your companion takes
1d4 necrotic damage that can’t be reduced in any
way, gains an equal number of temporary hit points,
and deals an equal amount of necrotic damage to

its target. This damage increases when you reach
certain levels in this class: 1d6 at 6th level, 1d8 at.
10th level, and 1d10 at 14th level.

POST-MORTEM

3rd-leve Netromancer feature

Death is no barrier to your taming magic. You can

attempt to tame one creature within 1 minute of it

dying, adhering to the normal rules for taming a new:

companion, with the following changes:

+ When you attempt te tame a dead creature, its

soul makes a Charisma saving thraw against
your tamer spell save DC.
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+ Humanoids and giants don't automatically suc-
ceed on this saving throw.

On afailure, the creature’s soul becomes bound
10 its body; its type changes to undead and it
becomes one of your companions.

On a success, you fail to tame the creature and
you can't attempt to tame the creature again until
it has been brought back to life by other means

INECROMANCER SPELLS
3rel-level Necromancer feature

You learn additional spells when you reach certain
levels in this class, as shown in the Necromancer
Spells table. Each spell counts as a tamer spell for
you, but it doesn’t count against the number of
tamer spells you know.

NECROMANCER SPELLS

TamerLevel  Spells

3nd e ife,iflict wounds
sth blindnessfdeafiess,rey of enfecblement
sth influenza’, winpirc toich
13th confsion, death ward
wth bone cage’,endure’

“See appendinl

ANIMATE DEAD
7th-level Mesromancer feature

You learn how to use your taming magic o tempo-
rarily raise new allies and bind them to your will.
You learn the animate dead spell, you always have




it prepared, it doesn’t count against the number of
spells you know, and you can cast it once without
using a spell slot. After you do so, you can’t cast it
in this way again until you finish a long rest. Once
you reach 18th level, when you cast this spell using
this feature, the creature you animate has the statis-
tics of 4 ghast (if Medium or smaller) or a minotaur
skeleton (if Lasge or larger)

When you issus a command to your companion
using eicher a bonus action or action, you can issue
the same command to any creatures you have cre-
ated with ansmate dead 0 long 8 the creatures are
within 100 feet of you.

ENERVATE
10th-level Necramancer feature

You learn to channel life force between you and
your companions. As an action while your sum-
moned companion is within 100 feet of you, you
can deal necrotic damage to your companion up to
a value equal to twice your tamer level, This dam-
age can't be reduced in any way. You then regain
points equal o the damage dealt. Alternatively,
you can deal the necrotic damage to yourself and
restore hit points to your i

Through readly tiny stitches, you alter the physiology
of your subjec~ er... companions, in an unending
quest for perfection. Many Splicers delve into the
world of adventuring in the hopes of discovering
exciting new improvements with which to augment
their companions. Your foray into the world of bio-
mancy, whether through wizarding school, working
with biosmith artificers, or as the surgical assistant
10 a mad scientist, has resulted in a singular obser-
vation: subjects are much more malleable when
they're psychically bonded to you.

AUGMENT
3rd-level Splicer feature

You can fiddle with the very essence of your com-
panions, crafting minor improvements and modifi-
cations. When you choose this paradigm, you gain
3 splicer points. Each time you gain a level in the
tamer class, you gain 1 additional splicer point. You
can spend these points to modify your companions
with the following augments—features and traits
that take effect when you next finish a long rest.
Splicer points are shared across all your compan-

equal to the damage you taok.

AURA OF UNDEATH
14ti-level Necromancer feature

As an action, you tap into deep pools of necromantic
encrgy, imbuing your companion with an aura of
undeath for the next minute. While imbued with this
aura, your companion can, as a bonus action on its
turn, force one creature it can see within 15 feet of it
to make a Constitution saving throw against your
tamer spell save DC. On a failure. the creature
takes 4d8 necrotic damage and your companion gains
a number of temporary hit points equal to half the
damage dealt.

In addition, for the duration, when your com-
panien would be reduced to 0 hit points, it doesn’t.
fall uncenscious. [nstead, it is reduced to L hit point
and gains one failed death saving throw. If your
companion gains three failed death saving throws
during the minute, or five failed death saving throws
has the undead type, it immediately dies. At the
end of the minute, your companion drops to 0 hit
points, falls unconscious, and is stable.

Once you use this feature, you can't do so again
until you finish a long rest.

ns. If a i ever released, it loses any
augments it had and the splicer points are refunded.
Augments can be gained only once unless otherwise
stated. See the Splicer Augments table on the next
page for more details.

Surgeon’s Tools. You also gain proficiency with
surgeon’s tools (see page 121). You can spend 1
hour removing all augments from one companion
with your surgeon’s tools, causing it to lose all the
associated effects. You regain all splicer points spent
on that companion and can re-allocate those points
a5 you see fit.

SPLICER AUGMENTS

Augment.
Cost: 0 Splicer Points

Effect Summary. Splicer Point Cost

Water Breathing. Can only breathe water o
Amphibious Can breathe airandwater
Darkvision Gains orextends darkvision 1 per 6o ft.
Extra Limb* Can grapple more creatures 1 per limb
Fins & Webbing Gains 30-faot swimming speed 1
Ilumination Sheds light (10 ft.10 ft.) 1
Keen Hearing: Advantage on hearing 1
Keen Sight Advantage on sight 1
Keen Smell Aduantage on smell 1
Poveerful Build Can push, drag. and carry more 1
Prehensile Tail Gains 3-faot climbing speed 1
Slippery Advantage ta avoid grapples 1
Sure-Footed Advantage ta resist prone 1
Web Sense +Web Walk Can sense and walkon webs 1
Cost: 2 Splicer Points
Burrowing Claws Gains15-foot burrowing speed 2
LongLimbed Increases reach of attacks 2
Mimicry Canmimic saunds 2
Natural Armour™ Gainsa +1 bonus 0 AC 2pers
Poisonous Touch*** Deals bonus poison damage 2
Spider Climb Canclimb without checks 2
Camouflage Hasadvantage t hide while motionless 3
Corrosive Touch™* Deals bonus acid damage 3
G 3persf
Wings Gains 30-foot flying speed. 3
Cost: Splicer Points
Blindsight + Echolocation Gans or extends blindsight aperish
Decaying Touch™* Deals bonus necratic dammage 4
Fiyby Doesrit provoke opportunity attacks 4
Growth Hormone**+* Increases size categary and HP 4

* Eachcts

penion can take this augment 4 times.
“* Each companion can talte this augment up to3 times.

T hese th rec Soueh’ augments, bus ean take fsee

s, butean never cause s comp 1d the maimum size dietatee by

tamer level (see Gompanian Summary table, page 195).




SPLICER SPELLS

3rcblevel Splicer feature

You learn additional spells when you reach certain
levels in this class, as shawn in the Splicer Spells
table. Bach spell counts as  tamer spell for you, but
it doesn’t count against the number of tamer spells
you know.

SPLICER SPELLS

TamerLevel  Spells

d chameleon skin',disguise self
sth barkshin, eelskin®

sth wass lezch’, zippitt”

13th frogskin', stoneskin

7th contagion, fevershin®

MODULAR UPGRADES
7thelevel Splicer festure

You can upgrade each of your companions wi
exotic organs and appendages. At the start of a long
rest, you can choose one of the following upgrades for
each of your companions. At the end of the long rest,
the biomantic meld completes, and your companion
ains the associared action option. The DG for the
saving throw equals your tamer spell save DC
+ Compelling Plunage. Each creature in n 25-
foot cone that can see your companion must
succeed on a Wisdom saving throw or be
charmed by your companion’s dazzling display
of colour for the next minute, While charmed
in this way, the creature is incapacitated and
has a speed of 0. The effect ends for an affected
creature if it takes any damage, if someone else
‘uses an action to shake the creature out of its
swpor, ot if the companion moves out of the
creature’s line of sight or is ever more than 25
feet away from the creature

T

* Phosphoburst. Each other creature in a
10-foot-radius sphere centred on your com-
panion must make a Constitution saving
throw against the dizzying burst of light your
companion emits, On a failure, a creature takes
2d10 radiant damage and is blinded until the
end of its next turn. On a suceess, a creature
takes half as much damage and isn’t blinded.

+ Poison Web. Your companion launches an
unfurling web of sticky silk in a 20-foot cube
originating from it. All surfaces in the area be-
come lined with webbing for the next minute.
Each creature that touches one of these surfaces
for the first time on its turn or starts its turn
doing so must succeed on a Dexterity saving
throw or become restrained for the duration,
or until it breaks free. A creature restrained
by the webs takes 2d4 poison damage when it
becomes restrained and at the start of each of
its turns. A creature can use its action to make a
Strength check against your tamer spell save
DC, freeing itself or another creature restrained
by this webon a success.

Sirenshriek. Fach other creature in a
15-foot-radius sphere centred on your com-
panion must make an Intelligence saving
throw as your companion lets forth a brain-cur-
dling mental shriek. On a failure, a creature
takes 3d8 psychic damage and, if it is concen-
trating on a spell, loses its concentration. On a
success, a creature takes half as much damage
and makes saving throws to maintain its con-
centration as normal.

‘Once a companion uses one of these actions, it
can’t do so again until it finishes a short or long rest,
Starting at 18th level, a companion can use this
action twice before a rest.

BATTLEFIELD HARVESTER
10th-level Splicer feature

You augment your companions with a highly adap-
tive mutagen, allowing them to gain the strengths of
foes they defeat-and confer it to your other compan-
ions through a synchronous quantum biomantic link.

As an action, you can command your companion
to consume the corpse of a non-swarm creature that
has been dead for less than 1 minute, Choose one of
the consumed creature's damage resistances, dam-
age immunities, or condition immunities (except
immunity to exhaustion). All of your companions

gain resistance te one damage type to which the
slain creature was resistant or immune, ot gain
immunity to one condition to which the creature
was immune.

After you use this feature, you can't do so again
until you finish a long rest. When you use this fea-
Tt Again, yous companions lose any benshtithey
had previously gained from this feature. Consuming
a corpse in this way prevents it from being harvest-
ed for components.

ADRENAL OVERLOAD
2ath-level Splicer feature

As an action, you trigger a hidden, intemal switch
thin your companion, triggering a cascade of
rapid mutations that lasts for the next minute, with
the following resulls:

» Itimmediately grows to Huge size (if itisn'c
already).

+ Its weight increases by a factor of 8 per size
category increased

+ It gains temporary hit points equal to ten times
your tamer level

+ Tis Strength score increases to 22 {if it isn't
already higher)

+ It gains proficiency in the Athletics skill.

+ Tt sprouts an appendage with which it can
make melee weapon attacks with a reach of 5
feet that deal bludgeoning, piercing, or slash-
ing damage (your choice when you take the
action), equal to 3d6 plus its Strength modifier
(+6) on ahit.

+ It gains the Multiattack action option: The
companion makes three attacks with its
appendage.

After the minute elapses, your companion falls
unconscious for 1d4 hours and gains 2 levels of
exhaustion. Once you use this feature, you can't do
50 again until you finish 4 lang rest.



SPLICER AUGMENTS
SPLICER POINT COST: O

WATER BREATHING
The creature can breathe only underwater.

SPLICER POINT COST: |~ Sy

AMPHIBIOUS

The creature can breathe air and water.

DARKVISION

“The crearure gains darkvision out to 60 feet. Ifit
already has darkvision, the range is increased by 60
feet up to a maximum of 120 feet.

EXTRA LIMB

The creature gains an additional limb, allowing it to
have one additional target grappled, A creature can
gain atotal of four extra limbs from this augment.

EINS & WEBBING

The creature gains a swimming speed of 30 feet. If
it already has a slower swimming speed, this speed
is increased to 30 feet.

ILLUMINATION

“T'he creature sheds bright light in a 10-foot radius
and dim light for an additional 10 feet.

KEEN HEARING

The creature has advantage on Wisdom (Percep-
tion) checks that rely on hearing,

KEEN SIGHT

he creature has advantage on Wisdom (Percep-
tion) checks that rely on sight.

KEEN SMELL

The creature has advantage on Wisdom (Percep-
tion) checks that rely on smell.

POWERFUL BUILD

The creature counts as one size larger when deter-
mining its carrying capacity and the weight it can

push, drag, or lift.

PREHENSILE TAIL

The creature gains a climbing speed of 30 feot. If
it already hasa slower climbing speed, this speed is
increased to 30 feet.

SLIPPERY
“The ereatiite has nidvastuge on ability checks and
saving throws made to escape a grapple.

SPLICER POINT COST: 3 Sty

CAMOUFLAGE
The crearure has advantage on Dexterity

SURE-FOOTED (Stealth) checks made while not moving.

The creature has advantage on Strength and
Dexterity saving throws made against effects that
would knock it prone.

CORROSIVE TOUCH

The first time the creature hits with a weapon
attack on its tum, it deals an additional 1d6 acid
damage. A creature can take this augment again at
13th level, increasing the bonus to 2d6 acid dam-
age. While a creature has this augment, it can’t take
the Poisonous Touch or Decaying Touch augments.

WEB SENSE + WEB WALK
‘Whils in contact with a web, the creature knows
the exact location of any other creature in contact
with the same web. The creature ignores movement
restrictions caused by webbing.

TREMORSENSE
SPLICER POINT COST: 2 The creature gains tremorsense out to 15 feet. If
it already has tremorsense, the range is increased
by 15 feet up to a maximum of 30 feet. A creature
with tremorsense can detect and pinpoint the ori-
gin of vibrations within a specific radius, provided
that the monster and the source of the vibrations
are in contact with the same ground or substance.
Tremorsense can't be used to detect flying or
incorporeal creatures

BURROWING CLAWS

The creature gains a burrowing speed of 15 feet. If
it already has a slower burrowing speed, this speed
is increased to 15 feet. It does not leave an opening
behind it while burrowing.

LONG LIMBED

‘When the creature makes a melee attack on its tun,
its reach for it is 5 fect greater than normal. WINGS

The creature gains a flying speed of 30 feet. If
it already has a slower flying speed, this speed is
increased to 30 feet,

MIMICRY

The ereature can mimic simple sounds it has heard,
such as a person whispering, a baby crying, or an
animal chittering. A creature that hears the sounds
can tell they are imitations with a successful Wis-
dom (Tnsight) check. The DC equals & plus your
proficiency bonus;

NATURAL ARMOUR
“The creature gains a +1 bonus toits AC. It can take

this augment a maximum of 3 times, gaining an
additional 1 bonus cach time.

POISONOUS TOUCH

“The first time the creature hits with a weapon
attack on its turn, it deals an additional 1d4 poison
damage. A creature can take this augment again at
9th level, increasing the bonus to 2d4 poison dam-
age. While a creature has this augment, it can’t take
the Corrosive Touch or Decaying Touch augments

SPIDER CLIMB
‘The creature can climb difficult surfuces, including

upside down an ceilings, without needing to make
an ability check.
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SPLICER POINT COST: 4™ iy

BLINDSIGHT + ECHOLOCATION

“The creature gains blindsight out to 15 feet. If it
already has blindsight, the range is increased by 15
feet up to a maximum of 30 feet. A creature with
blindsight can perceive s surroundings without re-
Iying on sight, within a specific radius. The creature
can’t use its blindsighe while deafened,

DECAYING TOUCH

The first time the creature hits with a weapon at-
tack on its turn, it deals an additional 1d8 necrotie
damage. A creature can take this augment again
at 17th level, inereasing the bonus to 2d8 necrot-
ic damage. While a creature has this augment,

it can’t take the Poisonous Touch or Corrosive
Touch augments.

FLYBY

The creature doesn’t provoke opportunity attacks
when it flies out of an enemy’s reach

GROWTH HORMONE

The creature’s siz is increased by one category. In
addition, the size of its Hit Dice is increased by 1;
add 1 to the creature's maximum hit points for each
Hit Dice it has when it gains this augment. Note,
this augment can be taken multiple times but can't
increase a companion’s size beyond that permitted
by your tamer level (see ‘Tamer Companion Sum-
mary table, page 198)



WARLOCK

You have bonded, mind and body, with a rate
and enigmatic being that calls your body home,
whether you like it or not, Its origins are unknaws
perhaps it came from a vat of biomantic mut-x, the
nightmares of an astral projector, or a subterranean
pool of primordial ooze. Survival is its wachword
and you are its host.

EXPANDED SPELL LIST
1st-level Parasite feature

The Parasite lets you choose from an expanded
list of spells when you learn a warlock spell. The
following spells are added to the warlock spell list
for you.

PARASITE EXPANDED SPELLS

SpellLevel  Spells

st heroism, sanctuary
2nd enhance ability. enlarge,reduce
ard haste, spirit guardians
4th ilack tentacles. freedom of moverment
sth endure’,doninate person
A -
FLAVOURING SPELLS

Some of the spells in the Parasite Expanded
Spells table have a divine flavour to them. Feel
free to cormupt these to fit your parasitic patron!
For example, sanctuary might be represented
s part of your parasitic symbiont warding the
target of your spell from damaging blows. Spirit
guardians probably deals necrotic damage, even
if you're not evil, and could manifest as viscous
threads of corrupting ichor that whirl around you
with a mind of their own. If you're espedially into
horror, you could even express dominate person
as a part of your patron physically invading your

target's cranium through a nostril A

PARASITIC WEAPON
15t-level Parasite feature

Your patron can manifest on and protrude from your
body in the form of a parasitic weapon—claws,
teeth, tendrils, or other appendages. As a bonus
action, you can manifest this parasitic weapon; you
ain a new attack option that you can use when you
take the Attack action on your turn, This special at-

tack is a melee weapon attack, with a reach equal o
five times your proficiency bonus, You are proficien
with this weapon and, when you make a weapon
attack with it, you must use your Chatisma modi-
fier instead of your Strength modifier for the attack
roll. The attack deals 1d 12 bludgeoning, piercing,
or slashing damage on a hit (your choice when you
manifest the weapon). You don’t add your ability
modifier to the damage of the parasitic weapon.

The parasitic weapon retracts back into your
body if you are incapacitated or you use a bonus
action to end it.

Parasitic Flurry. ‘T'he number of atracks you can
make with your parasitic weapons when you take
the Attack action on your turn increases when vou
reach certain levels in this class, increasing to two
attacks at 5th level, three attacks at 11th level, and
four attacks at 17th level. If you have another fea-
ture that allows you to make multiple attacks as part
of the Atrack action (such as Extra Attack), making
any of those extra attacks each replace one of these
parasitic weapon artacks.

Magical Weapons. Starting at 6th level, your
attacks with your parasitic weapon count as magical
for the purpose of overcoming resistance and immu-
nity to nonmagical attacks and damage.

A - [N

OPPORTUNITY ATTACKS & PARASITIC WELPON

This parasitic weapon can’t be used for opportu-
nity attacks; it specifies that it Is only usable when
you take the Attack action, Opportuntty attacks
are made using reactions. Opportunity attacks.
‘with a 30-foot-reach weapon are hard to keep
trackoft

~ - -

SYMBIOTIC REINFORCEMENT
1st-level Pavasite feature

Invested in your survival, your patron manifests

in protective ways. You can use your Charisma
modifier in place of your Strength modifier when
making Strength saving throws. In addition, as a
bonus action, you can cause your patron to manifest
as a shield in your free hand, with which you are
proficient. This shield disappears if you are inca-
pacitated or if you dismiss it as a bonus action. The
increase to AC rises to 3 when you reach 10th level
in this class.

LIQUEFIED BODY
6ith-level Parasite feature

As a bonus action, you can transform your body
into a viscous, liquid form for 10 minutes. You
choose whether your equipment falls to the ground
in your space or merges into your new form. For the
duration, you can squeeze through a space as nar-
row as 6 inches wide, and moving through difficult
terrain costs you no extra movement. After you use
this feature, you can't do so again until you finish a
short or long rest.

BIRTH PARASITE
sth-level Parasite feature

Over the course of 1 minute, you can extrude an
independent piece of your patron, causing it to

manifest in an unoccupied space within 5 feet of
you. T'his parasite acts as a familiar, as if with the
find familiar spell. See this creature's game stat
in the parasitic ooze stat block (page 215), which
uses your proficiency bonus (PB) in several places.

1f you have the Pact of the Chain feature, the
parasite counts as a familiar for you for the purpose
of applying any benefits from that feature or your
invocations.

Atrer you irth a parasite, you can't do so again
until you fi a short or long rest. If you use this
feature while you already have a parasie, the previ-
ous one dissolves in a puddle of goo.

TRANSMIT PARASITE
20th-level Parasite fenture

At 10th level, vou learn new ways to use your
parasitic ooze to aid your friends or harm your foes.
As a bonus action while your parasitic ooze isn't
capacitated, you can command it to immediately
use one of the options helow.

Detonate Qoze. The ooze moves up to its speed
and then explodes, causing it to drop to 0 hit points.
Each creature within 10 feet of the soze must make
a Dexterity saving throw against your warlock
spell save DC. On a failed save, a creature takes
4d6 necrotic damage and is blinded until the end
of your next trn. On a successful save, the crearure
takes half as much damage and isn’t blinded.




Symbiote’s Ward. The ooze moves up to its
speed and attaches to the body of a willing creature
within 5 feet of it. While attached in this way, the
ooze is incapacitated, has a speed of 0, and you can
communicate telepathically with the creature it's
attached to, whether or not you share a common
language. Whenever the creature the ooze is at-
tached to takes damage, the ooze takes the damage
instead. As a bonus action, you can command the
parasite to detach from the creature.

VIRULENT FORM

24th-leve Parasite feature

Your patron allows you to unleash a modicum of its

true power as it envelops your form. As an action,

you can gain the following benefits for 1 minute;

+ You grow in size by one category—from Medi-

um to Large, for example. If you lack the room
10 grow, your size doesn't change

+ You gain a number of temporary
equal to your Charisma modifier (minimum 1)
at the start of each of your rurns

+ The damage dice of your parasitic weapon
increases to 2d8.

+ Your parasitic weapon attacks score a critical hit
on a roll of 19 or 20.

+ Whenever you take damage from a creature
within your parasitic weapon's reach, you can
use your reaction to make an attack with the
parasitic weapon against that creature.

Onoe you use this feature, you can't do so again
until you finish a short or long rest.

[

PARASITIC OOZE

Tiny o6ze, unaiigned

TarmourClasss « PB (natural armour)

Hit Points 5+ three times your warlock level
Speed s+ 5% PBft;climbs «5x PBIL
"STR  DEX CON INT
ngo) 6(2) 1833 7(2)
Saving Throws Dex-2 plus PB. Con =3 plus PB

Skills Stealth -2 plus z < PB.

Damage Resistances necrotic

Condition Immunities blinded, charmed, deafened, exhaus-

tion,frightened. prone
Senses blindsight 60 ft. (blind beyend this radius) passive
Perception 10

Languages understands the languages youspeak

Challenge — Proficiency Bonus +2
"morphous. The aoze can move throughaspace as narrow as1
inch wide withaut squeezing.

While the ooze itis

indistinguishable from an oy pool o wetrock.

Spider Climb. The a0ze can elimb difficult surfaces, including up-

ceilings, bility check.

CHA
503

wis
10 (+0)

AcTions

Pszudopod. Melee Weapon Attack: your spell attack modifer to
hit, reach 5 t, one target. Hit:1dé-+ PB bludgeoning damage

Cre—
ELDRITCH INVO

TIONS

PARASITIC LEECH

Eldritch Invocation (Prerequisite. Parasite patron):

When you score a critical hit with your parasitic
‘weapon or reduce a creature to 0 hit points with it,
you gain a number of tsmporary hit points equal to the
number rollec] on the weapon's damage dice. If you
later gain the Pact of the Blade feature, you gain this
benefic to critical hits scored with your pact weapon.
A - B

INVOCATIONS & PARASITIC WEAPON

If you are the GM, consider allowing invocations
that have the eldritch blast cantrip as a prereq-
uisite to also benefit attacks the warlock makes
with their parasitic weapon. For example, Repel-
ling Blast would permit the parasitic weapon to
push targets, while Agonizing Blast would allow

to add their Ci toits
damage rols. However, take this with a pinch of
salt; Eldritch Spear extends the weapon's reach

by 2 factorof 2.5 only, not 180 feet!
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WIZARD
{SCHOOL OF BIOMANC Y~ SNl

Practitioners of biomancy tend to have a growth
mindset and an endless propensity for self-im-
provement. You likely bear symptoms of this
continual desire to improve yourself: parch-
es of scales, manes of peacock feathers, (
hawk’s eyes, adhesive palms, gills...
the list is as long as there are ideas
to try. Biomancers are masters of
biomantically-enhanced surgery,
transplanting specially-grown
(or ampurated)
appendages onta
other creatures

—

BIOMANCY SAVANT
2ndlevel Schaolof Blomancy feature

Beginning when you select this school at 2nd level,
the gold and time you must spend to copy a bio-
mancy spell into your spellbook is halved. In addi
tion, you gain proficiency with surgeon’s tools, and
the following spells are considered biomancy spells
for you instead of their normal school.

BIOMANCY SPELLS"
Level Spells
18t {aise e, longstrider
and alterself.darhvision, spiderclimb
3rd haste, water breathing
4th stoneskin
sth fesh tostone
7th simulacrim
oth shapechange

e page a4 for the ful Tt of spells thatan be from the

o
sehcol of biomancy.

BIOSTIMULATION
2nd-level School of Biomancy feature

You learn to channel biomantic
magic into your cells, restoring your
vitality. When you cast a biemancy

spell of 1st level or higher, you can
simultaneously redirect a strand of

) the spell’s magic to energise and

repair you or your target’s body

¥ You o your target (your choice)

regains a number of hit points
equal to twice the spell’s level

SELF IMPROVEMENT

6th-level School of Biomancy feature

You can perform miner surgery
on your body, improving yourself
in a very literal sense. Over the
course of 1 hour (which can be
«done during a rest), ¥ou can en-
hance yourself with one bio-mag-
ical improvement, choosing from
the following options:



Amphibisprings. With enhanced quads and
a raicheting mechanism in your achilles, your
jumping distance is tripled.

Extra Appendage. You gain a prehensile tail

or an extra arm, allowing you to hold one more
thing and conferring advantage on any ability
checks you make to climb.

Detachable Hand. As an action, you can
detach your hand and imbue it with biomantic
magic. The hand follows the rules of the unseen
serpant spell, except it is not invisible and waits
patiently if ever more than 60 feet away from
ou. If your hand is ever reduced to 0 hit points,
it is destroyed, and you grow a new one over the
course of a short or long rest.

Firefly Skin. You can cast the fight cantrip

at will with yourself as the target. As a bonus
action, vou can flash brightly for a moment;
each creature within 5 feet of you that can see
you must succeed on a Constitution saving
throw against your wizard spell save DC or be
blinded until the end of your next turn. Afrer
you use this bonus action, you can't do so again
until you finish a short or long rest.

Owl Eyes. You gain darkvision out o a range of
120 feet.

Slime. You exude slime; checks made o grap-
ple you have disadvantage.

Scales. Your skin is covered in overlapping
scales, You gain a +1 bonus to AC when you
aren’t wearing armour.

Spidersense. You gain a 1d4 bonus to your
initiative rolls.

Talon. One of your hands is replaced with a
wicked giant hawk’s talon, a natural weapon
that you can use to make unarmed strikes. If
you hit with it, you deal slashing damage equal
to 1d8 + your Strength modifier, instead of the
Dludgeoning damage normal for an unarmed
strike. If you are grappling a creature with this
talon, you can autematically deal this damage
to the grappled creature once on each of your
turns as a bonus action.

Third Leg. Your speed increases by 10 feet
and you have advantage on ability checks and
saving throws made against effects that would
knock you prone.
Tri ism. You can cast th

spell on yourself at will (no mateial components
or concentration required).

Your body has enough latent biomantic magic
to sustain one improvement at a time. When you
reach 10th and 14th level, you can sustain up to
two and three improvements at 4 time, respectively.
1f you gain a new improvement while you have your
maximum aumber of sustainable improvements ac-
tive, you must choose one improvement to lose; this
improvement withers away and ceases to function
the moment you finish the surgery on your new
improvement.

SPELL SPLITTER
10th-level School of Blomancy featire

Your focus, nay, obsession with self-improvement
has led to the ability to benefit from the magic you
ereate. When you cast a wizard spell that targets
only one creature and doesn't have a range of self,
you can choose to simultancously target yourself
with the same spell. You can use this feature a
number of times equal to your Intelligence modifier
(minimum once), regaining all expended uses when
you finish a long rest.

ENDOCRINE OVERLOAD
14th-level School of Biomancy feature

Over the course of 1 hour (which can be done
during a rest), you can craft a capsule of potent
stimulants, choosing from either the Brutish or
Swift archetypes, and embed it within your adrenal
gland, With a slight tensing of your brain muscles,
You can crack this capsule as a bonus action, stimu-
lating your body. For the next minute, you gain the
following benefits based on the archetype you chose:

BRUTISH

+ If you are smaller than Large, you become
Large, and your weight increases proportionate-
Iy. If you lack the room to become Large, your
size doesn’t change.
Your Strength score increases to match your
Tntelligence score if it isn’t already higher.
You have advantage on Strength and Gonsti-
tution checks and Strength and Constitution
saving throws.
You grow an appendage with which you can
‘make melee weapon attacks. When you grow
the weapon, you decide whether it deals
bludgeoning, piercing, or slashing damage. You
are proficient with this weapon and use your
Strength modifier for attack and damage rolls.
The weapon deals 2410 damage.

=
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» You can auack twice, instead of ance, when you

take the Attack action on your turn. You ignore
P this benefit if you already have a feature, like Ex-

tra Attack, that lets you attack more than once

‘when you take the Attack action on your turn.
You gain temporary hit points equal to twice
your Intelligence modifier (minimum of 2) at
the start of each of your turns.

SwiFT
+ Your Dexterity score increases to match your
Intelligence score if it isn't already higher.
+ You have advantage on Dexterity checks and
saving throws.

+ Your cantrips with a casting time of 1 action

have a casting time of 1 action or 1 bonus action.

+ You gain the benefits of the Aaste spell, which
can't be dispelled:

9 Your speed is doubled.

0 You gain a +2 bonus to AC.

9 You can take one additional action on each
of your turns, which can be used only to take
the Attack (one weapon attack only), Dash,
Disengage, Hide, or Use an Object action.

Relapse. When the minute elapses, you gain one
level of exhaustion, and you can’t move or take ac-
tions until after your next turn, as a wave of lethar-
¥ sweeps over you. You must craft another capsule
before you can use this feature again.

e S




BLADE BARRIER
Prerequisite: proficiency with haiadies

Your expertise with the haladie allows you to tum
your defensive flourish into an offensive strike.
+ When you use a bonus action to flourish with
a haladie, you can make one additional melee
attack with the weapon. This attack uses the
same ability modifier as the primary attack, and
the weapon's damage die for this artack is a d4.
+ When you use the Alourish special action with a
haladie, until the start of your next wrn, other
creatures provoke an opportunity attack from
‘you when they enter your reach or make a me-
lee attack against you

CAT’S CARESS
Prerequisite: proficiency with claws

Manipulating your bladed digits with preternatural
delicacy, you can switch from exsanguinating slash
1o soft caress with a deft flick.

+ After you take the Attack action using a claw in
one hand, you can use a bonus action to make
either one or two melee attacks with a different
claw that you're holding in the other hand. You
don’t add your ability medifier to the damage of
the bonus attack(s), unless that modifier is nega-
tive, or you have the two-weapon Fighting Style.
You have advantage to hit a target you are
grappling with an attack using a claw.

You can equip or unequip eithera single or a pair
of claws using either a bonus action or action.

FEARSOME FLOURISHER
Prerequisite: proficiency with nunchics

Your deadly speed with nunchucks can strike fear
o your foes
+ When you take the attack action and attack

with a nunchuck, you can use a bonus action
to make one additional melee attack with the
weapon. This attack uses the same ability modi-
fier as the primary attack and the weapon's
damage dic for this attack is a d4.

‘When you flourish special action with a nun-
chuck, you can use a bonus action to make it
especially intimidating towards one creature
within your reach. If you don’t fail on your
Dexterity check toflourish the weapon, your
target must succeed on a Wisdom saving
throw or becoms frightened of you unil the
start of your next turn. The DC for the saving
throw equals 8 + your Dexterity modifier. If you
are proficient in the Intimidation skill, you can
add your proficiency bonus to the DC

SCOURGE MASTER
Prerequisite: proficiency with whips o¥ tetheshaoks

Your skill with whips and tetherhooks allows you to
manipulate items at a distance.

+ Increase your Strength or Dexterity score by 1,
o a maximum of 20.

+ When you hit a creature with an attack using a
tetherhook or whip, you can use a bonus action
to attempt to disarm the creature of a shield, or
of one item it is holding. Make a Strength or
Dexterity check (your choice) contested by the
rarget’s Strength check. If you succeed, the irem
is dropped on the ground midway between you
and the creature.

+ You can use your whip or tetherhook to grab
items weighing less than 1 Ib within the reach of
your weapon, pulling them back to your person.

SPRAY ‘N' PRAY

Proraquis witha f o

You've learned to unleash a the full potential of
mechanised ranged weapons, leaving aiming down
to lady luck. You gain the following benefits:

You can reload firearms as a bonus action or an
action.

Being within 5 feet of a hostile creature doesn't
impose disadvantage on your ranged attack rolls.
+ When you use the Artack action and attack
with a one-handed weapon, you can use 2 bo-
nus action to attack with a one-handed firearm
or tommybow you are holding,

o, .. %

After you take the attack action with a tommy-
bow or magitech firearm, you can use a bonus
action to quickly make one or two additional
ranged weapon attacks using the same weapon.
If you choose to make two attacks, you take a
-5 penalty to both attack rolls. You don't add
your ability modifier to the damage of the bonus
artack(s), unless that modifier is negative.

CRAFTING FEATS

EXPERT ENCHANTER
You manipulate magical essence with a quick and
subtle touch

+ Inerease your Intelligence, Wisdom, or Charis-
ma by 1, to a maximum of 20.
‘When you make an Enchanting check with a
skill with which you are proficient, your profi-
ciency bonus is doubled
“When you roll for enchanting quirks, you can
apply a bonus or penalty to the result of the roll
equal to half your proficiency bonus.
Each hour you spend enchanting an item counts
as 2 hours towards the item's completion.

EXPERT FORGER
An expert with your chosen tools, you can subtly
alter an item’s final form,

+ Increase your Strength, Dexterity, or Constitu-
tion by 1, to a maximum of 20,
When you make a Manufacturing check with a
tool with which you are proficient, your profi-
ciency bonus is doubled

+ When you forge an item and roll for enchanting.
andfor manufacturing quirks, you can apply a
bonus or penalty to the result of the roll equal to
half your proficiency bonus.

Each houryou spend forging an item counts as
2 hours towards the item's completion

EIELD COOK

Able to whip up a tasty meal from the barest in-
gredients, your meals fuel the resolve of the most
stalwart adventurers,

You gain proficiency with coak's utensils

You can replace one ingredient in a recipe with
any other once per recipe.

+ Before rolling for quirks, you can choose to
replace one roll on the boon table with inspira-

tion, granting inspiration to each creature that
consumes at least one portion of your meal.

+ Afeer rolling for quirks, you can remove one
flaw of your choice, or add a boon te the dish
by rolling on the boons table (your choice).

FORGEMASTER

Prevequisite: Expert Forger

Your deftness with your tools of choice is unparalleled.
+ Tncrease your Strength, Dexterity, or Constitu-

tion by 1,10 a maximum of 20.

When you make a Manufacturing check with

a 100l with which you are proficient, you have

advantage on the roll.

+ You gain proficiency with Z tools of your

choice.

+ Fach hour you spend forging an item counts as
3 hours towards the item's completion.

JACK OF ALL TOOLS
You learn to wield tools with precision and efficien-
cy, improvising where necessary.

+ Increase your Strength, Dexterity, or Constitu-
tion by L, 108 maximum of 20.

* You gain proficiency with 3 eools of your
choice.

+ When you make a manufacturing check using a
tool with which you are not proficient, you can
add half your proficiency bonus instead, and do
not suffer any disadvantage due to not having
proficiency with the tool.

+ Each hour you spend manufacturing an item
counts as 2 hours towards the item’s completion.

'WEAVEBONDER

Prevequisite: Expert Enchanter

With a nuanced touch, you can manipulate even
the smallest ebbs and flows of an item’s magic.

+ Increase your Intelligence, Wisdom, or Charis-
ma by 1, to a maximum of 20.

+ When you make an Enchanting check with a
tool with which you are proficient, you have
advantage on the roll

+ When you roll for a quirk’s random element
(such as damage type, skill, or creature type), you
can roll the die twice and choose either result.

* Kach hour you spend enchanting an item counts
as 3 hours towards the item’s completion.




RVESTING FEA =

EXPERT HARVESTER
You have a knack for retrieving exceprional compo-
nents from the gnarliest of corpses.

« Increase your Dexterity or Intelligence by 1, to
a maximum of 20.
When you make a Harvesiing check using a
skill with which you are proficient, your profi-
ciency honus is doubled.

+ When you attempt to harvest a creature for
which you don't have the required skill profi-
ciency, you can add half your proficiency bonus
to the result of the roll.

1f you are helping with a Harvesting check, and
you aren't proficient in the skill associated with
the monster's type, you can still add half your
proficiency bonus to the check's result.

You do not suffer disadvantage on your Har-
vesting checls as a result of choosing to perform
Doth the Assessing and Carving check alone.

REAPMASTER
Prevequisice: Expert Harvester
Few hunters can match your knowledge and skill in
obtaining pristine components.

+ Increase your Dexterity or Intelligence by 1, to
a maximum of 20
You gain proficiency in one skill from the fol-
lowing options: Arcana, Investigation, Medi-
cine, Nature, Religion, or Survival
When you make a Harvesting check using a
skill with which you are proficient, you have
advantage on the roll
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FAMILIARS
(BESPOKE COMPANIONS NN

GENETIC MEMORY

PREREQUISITE: BECo

(il bhove o problen. Whot [ kave & on
chundonce of friesd, Furry iends, scoly friends,
athereol friends, even some posi-life frierds. Zowbo
doesit e e sord adeoid I oure. Looln for
sometbing wore bespole, ol fo Hunperdls bes
gpHen very proficieet of fhat biosancy shilf. i
couple of drops of unigue blood end bell be able
{o male fou & cokparion unlile oll the others ouf
Fhere.

— Heliona, Doeswt Have A Probles.

FIND-A-FRIEND s

This section details new familiars that can be
crafted from the remains of the unique boss mon-
sters found in this book, as well as other, exotic
creatures. Using any of the creature’s components,
Ir aeluik Dopd lavert ~veidentar ol
Biomancer, can craft a new, smaller, cuter creature
While generally friendlier than their monstrous
counterparts, these familiass often also have annoy-
ingly adorable flaws.

CRAFTING FAMILIARS e

To cralt a familiar, Humperdink (or another bio-
mancer) needs one of the unique monster's compo-
nents, a drop of the player character’s blood, and a
fee equal to 20 times the player character's level in
gold pieces. After 24 hours, the familiar is crafted

and is immediately bonded to the character from

whom the blood was donated. When that charac-
ter casts the fird familiar spell, they can choose
this familiar instead of one of the normal
options.

“T'hese crafred familiars are primed to be trained by
monster tamers (see page 194). A creature crafred
in this way can be tamed by its bonded tamer with-
out requiring an ability check. Upon being tamed,
the creature can no longer be summoned by the find
fzmiliarspell and becomes a bespoke companion.

Shared Resilience. When bespoke familiar be-
comes a companion, it gains the "Bonus Tamer Im-
provements’ listed in its section, without requiring
the tamer to spend one of its improvements. Fur-
thermaore, as a tamer increases in power, its link to
its bespoke companions emboldens them. When a
character reaches 3rd, Sth, 11th, or 17¢h level in the
tamer class, each of its bespoke companions gains
one additional Hit Die. Each time this happens,
the companion’s hit peint maximum increases by a
roll of the Hit Die plus the companion’s Constitu=
tion modifier (minimum of 0). These increases are
also applied retroactively, should the tamer gain a
bespoke companion after they have reached these
levels.

Bespoke Improvements. These crafted creatures
gain new ways to benefit from the improvements
granted by a tamer’s Monster Trainer feature.
When a tamer gains a level, they can choose to
grant these creatures an improvement from the
creature-specific options listed in theit familiar’s
section instead of the narmal ones available to all
creatures tamed by a monster tamer.

INFECTIOUS MUCOUS

RUBBERY HIDE I

PreRsquisiTe

ABOLING

e o 5 el Lo, bves on in
e obaligs biokantic code. Zis wnd reade ist
Soby persusive, e bas ein neat Ufle frick 4o
lelp i rum ve, dest dowf chore i, unless qpu
ot o dge qpur cloves blocl.

| — Huperdls Lovnderer

Type: aberration

Creature Component: aboleth or broodmother
aboleth

Bonus Tamer Improvement: Genetic Memory
and +2 Hit Dice

Encoded within aboleth ichor are the memories of

In its base state, an aboling makes a functional

A Dl

its donor, secreted amongst the fluid's genetic code.

ENTRANCE

MULTIATTACK
e

[EORTIFIED MIND
PaeRsquisHTE

8 fortif

amphibious companion, with a minor ability
to sense the motives of other ereatures.
Upen bonding and training with a tamer,
an aboling can fulfil its potencial as a mind
reader and repository of knowledge, sharing
insights and information its progenitor
acquired over its long life.

If any of the aboling’s traits or actions
require saving throws, it is always against the
aboling’s save DG, as calculated below.

Save DC = 8 + the tamer’s proficiency
bonus + the aboling’s Constitution modifier




MONSTER TRAINER =4

In addition to the improvements you can normally
give your companions, you can choose to grant
the aboling the following improvements using your
Monster Trainer feature:

GENETIC MEMORY
Prerequisite: become a tamer’s companion
Type: Passive (tamer)

While the aboling is summoned, its tamer has pro-
ficiency in the History skill, If the tamer is already
proficient in this skill, it can add double its proficien-
¢y bonus whenever it makes an ability check using.
this skill. It cannot benefit from a feature that doubles
its proficiency bonus with a skill more than once.
The aboling gains this improvement when it becomes
a companion; it doesn’t cost an improvement

ENTRANCE
: 3rd-level tamer
Type: Active (action)

As an action, the aboling can target one creature it
can see within 30 feet of it. The target must suc-
ceed on a Wisdom saving throw or be magically
charmed by the aboling for 1 hour. This effect
ends early if the aboling dies, is recalled, ison a
different plane of existence from the target, or if
you ot your companions do anything harmful to the
target. The charmed creature regards the aboling as
a friendly acquaintance. When the effect ends, the
creature knows it was charmed by the aboling

Once the aboling uses this action, it can’t de so
again until its tamer finishes a short or long rest.
SLIME

Prerequisite: 3rd-level tamer
Type: Passive (companion)

‘The aboling has advantage on any ability checks
or saving throws it makes to avoid or escape being

grappled or restrained.
INKJET
Prerequisite: 5ih-level tamer

Type: Active (action)

As an action, the aboling can squirt ink at a crea-
ture within 10 feet of it. The creature must succeed
on a Dexterity saving throw or be blinded until

the start of its next turn. The aboling can then move

up to half its speed as part of the same action. If this
action is taken underwater, immediately before the
aboling moves, it creates a 5-foot-radius sphere of
heavily obscured water that lasts until the start of its
next turn.

After the abeling uses this action, it can’t doso
again until 10 minutes have passed

‘When the aboling's tamer reaches 13th level in the
tamer class, the aboling can choose to target all crea-
tures within 10 feet of it, instead of just ene ereature.

MULTIATTACK
Prerequisite: Sth-level tamer
Type: Active (action)

As an action, the aboling can make two tentacle
attacks,

RUBBERY HIDE [

Prerequisite: Sth-level tamer

Type: Passive (companion)

The aboling gains a +2 bonus to its AC while it
isn’c wearing armour.
—

ABOLING

Tiny abesation, neutral evil

Armour Class 12 (natural armour)
Hit Points 4 fid4 + 2)
Speed 25 fi., swim 46 ft.
STR DEX CON INT
3H) 9(1) 1432 142
'Skills Arcana =4, History+4, Insight+2, Perception +2
Senses darkvision126 it passive Perception 12
Languages understands emotionsandimagery but doesrit
speal, telepathy 3¢ fr.
Challenge 1/ (25 XP)
"amphibious. The aboling can breathe air and water.

wis
1 (+0)

CHA
13 (1)

Proficiency Bonus 12

AcTiONS
Tentacle. Melee Weapan Attach: +3 1o hit, reach 5 L., ane targe. A
Hit:4 (1d6+1) bludgeoning damage.

b
thoughts of ane creature it can see within 30 feet of t farthe
nextminute. It can attempt to probe deeperint the same
ereature's mind, usingan action to forea the targetto make
aDC 12 Wisdom savingthrow. If it fails, the aboling gains
insightintoits reasaning if any),its emotional state, and.
something that leams large in its mind such as something

itworries over, [oves, or hates). Ifit succeeds, the effect ends,

Eitherway, the target knaws that the aboling was probing ! l
deepintits mind. g

FORTIFIED MIND
Prerequisite: Yth-level tamer
Type: Passive (companion & tamer)

“T'he aboling gains proficiency in Intelligence saving
throws. While it is summoned, its tamer also has
proficiency in Intelligence saving throws. 1f its tam-
eralready has this proficiency, the tamer instead
gains proficiency in Charisma saving throws.

INFECTIOUS MUCOUS

Prerequisite: 9th-level tamer, Slime
Type: Active (bonus action)

Asa bonus action, the aboling can secrete infec-
Houd mucous that lasts iatil the end of its next turs,
choosing one of the diseases from the comtagion
spell. For the duration, each time the aboling hits a
creature with a tentacle attack, the creature must
succeed on a Constitution saving throw or be
affected by the anragion spell for 1 hour (con-
centration not required). In addition, a creature
that is grappling the aboling, or a creature that the
abeling has grappled, must make a Constitution
saving throw at the start of each of the aboling’s
turns asif it had been hic by a tentacle attack.

Once the aboling uses this bonus action, it can't do
50 again until its tamer finishes a short or long rest.

ENTHRAL
Prerequisite: 13th-level tamer, Entrance
Type: Active (action)

Asan action, the aboling can target one humanoid
or beast it can see within 30 feet of it. The target
must succeed on a Wisdom saving throw or be
ally charmed by the aboling for 1 minute.
The charmed target follows the aboling’s com-
mands and can’t take reactions. While charmed in
this way, the aboling and the target can communi-
cate telepathically with each other over any dis-
tance. The aboling can specify a simple and general
course of action, such as “Attack that creature,”
“Run over there,” or “Fetch that object.” If the
creature completes the order and doesn'’t receive
further direction from the aboling, it defends and
preserves itself to the best of its abilivy.
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On its subsequent turns, the abeling must use
its action to maintain this effect, or the effect ends,
Whenever the charmed target takes damage, the
target can repeat the saving throw. On a success
the effect ends. This effect also ends early if the
aboling dies, is recalled, or is on a different plane of
existence from the target.

Once the aboling uses this action, it can't do so
again untl its tamer finishes a short or long rest.
RUBBERY HIDE Il

Sth-level tamer, Rubbery Hide [
Type: Passive (companion)

The aboling gains a +2 bonus to its AC while it
isn't wearing armour, This improvement is in addi-
tion to the bonus from Rubbery Hide I

PROBING MIND
Prerequisite: 17th-level tamer, Enthral
Type: Passive (companion)

The aboling is always under the effects of the derect
thoughtsspell while it is summoned and can relay
these read thoughts directly 1 its tamer while the
aboling is within 100 feet of the tamer.




GROWTH I
PRERFQUISHTE: 270

GrowTH II
B

BLINDSIGHT

GrowTH IIT
PRERRQY

DRAGONLING

114l ein best Ho downplon ze greed.
tendencies but zese adorable: drales just
Lowt belp zemselues. f you veed e bof
$oddy or bold beer . giffy, chuck von
& gold or silver i nd voeh it get fo
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— Husperdink, Hot Chocolate Aficionedo

Type: dragon

Creature Component: any dragon

Bonus Tamer Improvement: Growth [ and
+2 Hit Dice

HARDEN I

PaErEquisiTE: —

BREATH WEAPON I

PaerequisiTe:

MULTIATTACK
Presrouisie:

WiNG ATTACK

PREREQUISITE| —

Like a dragon, but a little less greedy and a little
more pliant, dragonlings are Humperdink’s attempt
at retaining a dragon’s useful characreristics and
limiting the more... tyrannical ones. Able to shift

its makeup depending on the metals to which it is
exposed, the dragonling is an adaptable, if distracti-
ble, companion

1t any of the dragonling’s traits or actions require
a saving throw, it is always against the dragonling's
save DG, as calculated below.

Save DC = 8 + the tamer’s proficiency bonus +the.
dragonling’s Constitution modifier
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MONSTER INER STy

In addition to the improvements you can normally
give your companions, you can choose to grant the
dragonling the following improvements using your
Monster Trainer feature:

GROWTH |

become a tamer’s

HARDEN [
Prerequisite: 3rd-level tamer
Type: Passive (companion)

The dragonling gains a+2 bonus to its AC while it
isn’t wearing armout.

BREATH WEAPON |

Type: Passive (companion)

The dragonling’s size increases t Small, ics Hic
Die size ineseases to a d6 (its hit point maximum
consequently increases by 1 for each of its Hit
Dice). The damage die of its bite attack increases
to a d8. The dragonling gains this improvement
when it becomes a companion; it doesn’t cost an
improvement.

DRAGONLING

Tiny dragon, lawful good

‘Armour Class14 (naturalarmour)
HitPoints3 (1ds +1)
Speedasfr. fly 3o .

STR. DEX CON INT WIS CHA
14(+2) 10(0) 12(n) 9(1) Tiko) W)

Skills Perception +z

Damage Resistances see Coln Charaser trait
Senses darkvision 60 ft. passive Perception 12
Languages —

Challenge 1/8 (25 XP) Proficiency Bonus +2

'CoinCharacter. When the dragonlings tamer finishes a long.
rest, i :
ciated with the first coin it louches. This affinity grants the
dragonling resistance to thatdamage type and lasts until its
tamernext finishes along rest Copper givesacid affnity. gold.
gives fire, and magnetite & silver give cold.

Greedy. Whenever the dragonling first detects treasure worth
100 gp or more that isnit being worn ar carried, itmust succeed
o a DC11 Wisdom saving throw o get distracted While dis-
tracted, it spendls its move ment and actions trying to get close
to,and frolicin, the treasure. A distracted dragonling repeats
thesaving thrawat the end of each of its tums, ending the
efferton a suceess and becoming immune 1o the allure of that
treasure for the next 24 hours.

Actions

Bite. Melce Weapon Attack: +4.to hit,reach s ft, one target. Hit:5
f1dé+2] piercing damage.

Sth-level tamer
“Type: Active (action)

As an action, the dragonling can unleash a torrent
of elemental energy. Each creature in an area must
make a saving throw, taking 17 (5d6) damage on

a failed save, or half as much damage on a success-
ful one. The area, damage type, and saving throw
depend on the dragonling’s affinity (see its Coin
Character trait):

+ Copper. A 30-foot line that is 5 feet wide,
requires a Dexterity saving throw, and deals
acid damage.

+ Gold. A 20-foot cone that requires a Dexterity
saving throw and deals fire damage.

+ Magnetite. A 20-foot cone that requires a
Dexterity saving throw and deals piercing
damage.

+ Silver. A 20-foot cone that requires a Consti-
{ution saving throw and deals cold damage.

Alfter the dragonling uses this action, it can't do
50 again until ics tamer finishes a short or long rest.

When the dragonling’s tamer reaches 9th level in
the tamer class, this action's damage increases to 24
(7d6).

MULTIATTACK
Prerequisite: 5th-level tamer
Type: Active (action)

As an action, the dragonling can make two bite
attacks.



GROWTH 11
Prereq th-level tamer: Growth |
‘Type: Passive (companion)

The dragonling’s size increases to Medium and its
Hit Die size increases to a d8 (its hit peint maxi-
mum consequently increases by 1 for cach of its Hit
Dice). The damage dic of its bits artack increases
from 2 d8 to.a d10.

BLINDSIGHT
Prerequisite: 9th-level tamer
Type: Passive (companion)

The dragonling gains blindsight to a range of 15 feet.

HARDEN Il
Prereq 9th-level tamer, Harden |
Type: Passive (companion)

The dragonling gains a +2 bonus to its AC while it
isn’c wearing armour. ‘This improvement is in addi-
tion to the bonus from Harden [.

BREATH WEAPON 11
Prerequisite: 13th-level tamer, Breath Weapon 1
Type: Active (action)

“The damage of the dragonling’s Breath Weap-
on increases to 31 (9d6), the area of the cones
increases to 30 feet, and the length of the line
increases to 90 feet. The dragonling gains a +1
bonus to the save DC of this action.

When the dragonling’s tamer reaches 17th level
in the tamer class, the Breath Weapon's damage
increases w0 42 (12d6).

GROWTH 111

Prereq 13th-level tamer, Growth I
Type: Passive (companion)

The dragonling’s size increases to Large and its it
Die size increases to a d10 (its hit point maximum
consequently increases by 1 for each of its Hit
Dice). ‘The damage die of its bite attack increases
froma d10 to 2d6.

WING ATTACK
Prerequi
Type: Active (action)

17th-level tamer

As an action, the dragonling can beat its wings
Each creature within 10 feet of the dragonling must
succeed on a Strength saving throw (DC = 8 +

the tamer’s proficiency bonus + the dragonling’s
Strength modifier) or take bludgeoning damage and
be knocked prone. The damage equals 4d6 plus
the dragonling’s Strength modifier. Creatures larger
than the dragonling automatically succeed on this
saving throw, The dragonling can then fly up to half
its flying speed.
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SANCTUARY

PRERIQUISITE: ENGULE

GELATINOOZE
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ot o fauourite, fancy-ponts vont

either; qou never Liow when ifs goinl fo
storf oozirle.

— Husperdink, Mo Conger Hos Gloves

Type: 06ze

Creature Component: any polyhedrooze

Bonus Tamer Improvement: Growth |
and +2 Hit Dice

PaersquisiTE

“_and new ] conld wse .

ERUPT

Pasncquisim

REAGTIVE MUTATIONS

Passzqu

GROWTH I

PREREQUISITE: GROWTH |

it it

GROWTH III
PREREQUISHTE: GROWTH 1T

Stap b

GROWTH IV

Pasa

A relatively recent creation, the gelatinous poly-
hedrooze builds on its forebears’ mere six sides.
Able to more selectively dissolve the objects it
engulfs, this companion makes use of the arms
and armour found lying around dungeons to form
impenetrable barriers of overlapping shields and
phalanx-like spears.

1f any of the gelatinooze’s traits or actions
require a saving throw, it is always against the
gelarinooze's save DC, as ealculated below.

SaveDC = § + the tamer's proficiency bonus + the
gelatinooze’s Strength modifier




MONSTER TRAINER =4

In addition to the improvements you can normally
give your companions, you can choose to grant the
gelatinous the following

An engulfed creature can try to escape by taking
an action to make a Strength check against the

using your Monster Trainer fearure:

GROWTH |
Prerequisite: become a tamer’s companion
Type: Passive (companion)

The gelatinooze’s size increases to Small, it be-
comes shaped like a d6, its Hit Die size increases to
a d6 (its hit point maximum consequently increases
by 1 for each of its Hit Dice), and the damage die of
its pseudopod attack increases to a 6. The gelati-
nooze gains this improvement when it becomes a
companion; it doesn’t cost an improvement.

REACTIVE MUTATIONS

Prerequisite: 3rd-level tamer
Type: Active (bonus action)

As abonus action, the gelatinooze activates its
immune system for the next minute, Immediately
after the gelatinooze next takes damage, it gains
resistance to that damage type for 1 minute.

After the gelatinooze uses this action, it can't do
so again until its tamer finishes a long rest

ENGULE
Prerequisite: 3rd-level ramer
Type: Active (action)

As an action, the gelatinooze can move up to its
speed. While doing 5o, it can enter the space of
creatures smaller than its size. Whenever the gek
nooze enters a creature’s space, the creature must
make a Dexterity saving throw.

On a successful save, the creature can choose to
be pushed 5 feet back or to the side of the gelati-
nooze. A creature that chooses not (o be pushed
suffers the consequences of a failed saving throw.

On a failed save, the gelatinooze enters the crea-
ture’s space, stops moving an engulfs the creature
which takes 7 (2d6) acid damage. ‘I'he engulfed
creature can't breathe, is restrained, and takes 7
(2d6) acid damage at the start of each of the ge-
latinoeze's wrns. When the gelatinooze moves, the
engulfed creature moves with it, The gelatinooze can
have only one creature engulfed at a ime.

s save DC. On a success, the creature
escapes and enters a space of its choice within 5 feet
of the gelatinooze.

GROWTH Il
Prerequisite: Sth-level tamer, Growth 1
Type: Passive (companion)

The gelatinooze’s size increases to Medium, it be-
comes shaped like a d8, and its Hit Die size increas-
es toa d8 (its hit point maximum consequently.
increases by 1 for each of its Hit Dice). The damage
die of iis pseudoped and spit attacks increase from a
d6 to a d8, and its Engulf action's damage increases
10 10 (3d6).

MULTIATTACK

Prerequisite: Sth-level tamer
Type: Active (action)

As an action, the gelatinooze can make two pseu-
dopod attacks

GELATINOOZE

Tiny ooze, unaligned

"Armour Class 12 (natural armour)

HitPointsss 1d4 +3)
Speed s ft. climb 25 t.
"STR DEX CON INT WIS CHA
B+ 6(2) 16(+3) 403 8(1) 4(3)
Damage Immunities

acid
Senses blindsight 60 . (blind beyond this radius), passive
Perceptions

guages
Challenge 1/8 125 XP) Proficiency Bonus +2

Acidic Touch. At the start of the gelatinooze's tum, it can choose
tosecretea small dose ofacid (noaction required). Each
creature thatis grappling it or that it is grappling Lakes acid.
damage equal ta the gelatinooze's Constitution madifier.

course of 1 minute, the gelatinaoze cn dissolve upto 1 paund
ofnonmagical metal itis touching.

AcTIONS

Pseudopod. Melex Weapon Attack: +3 to hit, each 5 ft., one tar-
get Hit: 3 (1d4 +1) acid damage.

Cr————
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SpIT
Prerequisite: Sth-level tamer
Type: Active (action)

The gelatinooze gains a ranged weapon attack:
Spit. The damage die of the spit attack increases
with the specified die size in the gelatinooze’s
Growth improvements.

Spit. Ranged Weapon Aitack: Str or Dex modifier
+ PB to hit, range 20/60 ft., one targex. Hitr 26 +
Str or Dex modifier acid damage.

PHALANX

Prerequisite: 9th-level tamer
Type: Active (action)

As an action, the gelatinooze can brace itself in
place, reducing its speed to 0 and presenting a
phalanx of spiky things it has found. A crearure that
hits the gelatinooze with a melee attack while with-
in 5 feet of it takes 2d6 piercing damage.

As a bonus action, the gelatinooze ean return to
normal, regaining its normal speed.

TURTLE

Prerequisite: Sth-level tamer
“T'ype: Active (action)

As an action, the gelatinooze can hunker in place,
reducing its speed to 0 and presenting a wall of met-
aland wood on one of its faces. Choose a direction
and project a cone as if casting a cone-shaped spell
with infinite length; the gelatinooze gains a +10
bonus to AC against all artacks originating from
within that cone.

As a bonus action, the gelatinoozs can return to
normal, regaining its speed and its notmal AC.

GROWTH 111
Prerequisite: 9th-level tamer, Growth 11
“Type: Passive (companion)

The gelatinooze’s size increases to Large, it be-
comes shaped like a d10, and its Hit Die size
increases to a d10 (its it point maxirmum conse-
quently increases by 1 for each of its Hit Dice).
“The damage die of its pseudopod and spit artacks
increase from a d8 to a d10, and its Engulf action's
damage increases to 14 (4d6). This growth im-
provement ignores the normal maximum compan-
fon size for a tamer.

e

GROWTH IV
Prerequisite: 13th-level tamer, Growth 111
‘Type: Passive (companion)

The gelatinooze's size increases to Huge, it becomes
shaped like ad12, and ics Hit Die size increases toa
d12 (its hit point maximum consequently increases
by 1 for cach of its Hit Dice). The damage die of its
pseudopod and spit attacks increase from a d10 0
d12, and its Engulf action’s damage increases o 17
(5d6). ‘This groveth improvement ignores the normal
maximum companion size for a tamer.

SANCTUARY

Prerequisite: 13th-level tamer, Engulf
Type: Active (action)

As an action, the gelatinooze can move into the
space of an object or willing crearure that is smaller
than it and encapsulate it within its body. The ob-
jector creature can be seen but has total cover. No
energy or spell effects that either originate from or
target the encapsulated object or creature can pass
through the gelatinooze. The gelatinooze naturally
diffuses air to the object or creature within it, allow-
ing it to breathe, The gelatinooze can contain up to
1 creature of a size smaller than it, whether it has it
engulfed (using the Engulf action) or encapsulated
using this trait

An encapsulated creature can exit the polyhed-
rooze by expending 2 feet of movement for each
foot of gelatinooge that it passes through. As a bo-
nus action, the gelatinooze can expel the object or
creature into an adjacent, unoccupied space of the
gelatinaoze’s choice.

17th-level tamer, Phalanx or Turtle
Type: Active (action)

As an action, the gelatinocze can fire all the shrapnel,
armour, and weapons it has accumulated in its body.
It can choose to focus this in 2 60-foot cone or erpt.
in all directions in a 20-foot-radius sphere centred
on itself. Each creature in the area other than the
gelatinooze must make a Dexterity saving throw.
A creature takes 14 (4d6) bludgeoning damage, 14
(4d6) piercing damage, 14 (4d6) slashing damage,
and 14 (4d6) acid damage on a failed save, or half as
much damage on a successful one.

Atter the gelatinacze uses this action, it can’t use.
its Erupt, Phalanx, or Turtle actions until it spends 1
hour absorbing rocks, metal, and other bric-a-brac.




HELPFUL
PREREQUISITE: 5EC¢

DETRITIVORE
Prcazqut

Damp DARR DWELLER
Paznquiste: DeTRTIRD
and”

HYPHAN

L belpful fungal friend, fhe beppbons
cliobing ebilhy nokes i especielly ureful
for dusting Hhose bord-to-reach corvers:
s also very. good of stopping bor Fights
el A o

1o rerenber fo pud ik iw Fhie basenent:

1 when we wond fo reclly Lef Loose ond

break sowe: furwifure.

— Heliene, Tevern Browler

Type: plant
Creature Component: fungal heart

Bonus Tamer Improvement: Helpful and

+2 Hit Dice

HALLUCISPORES
PaerequisiTe:

Funcar Frurts

PrerequisTE:

PurFBALLS I
Parerquisme:

PurFBALLS IT
PREREQUISITE: PUFF oA

MyCELIAL REGONSTITUTION
PrexquisiTe: —

Always keen to offer aid, hyphans make excellent
support companions, both on the battefield and
emotionally. Able to calm intense emotions, charm
aggressors, and disappear into the earth, they are
experts in de-escalation and can aid a party’s es-

cape by lacing large areas with necroising puffballs,

Ifany of the hyphan’s traits or actions require a
saving throw, it is always against the hyphan's save
DC, as calculated below.

Save DC = 8 + the tamer’s proficiency bonus + the
hyphan'’s Constitution modifier
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In addition to the improvements you can normally
give your companions, you can choose to grant the
hyphan the following improvements using your
Monster Trainer feature:

HELPFUL

become a tamer's
Type: Active (bonus action)

As a bonus action, the hyphan takes the Help action.
The hyphan gains this improvement when it be-
comes a companion; it doesn't cost an improvement.

[Ir—— pr—

HYPHAN

Tiny plant, nectral good

ArmourClass 11 (natural armour)

Hit Points4 (1d4 + 2)

Speedas f clmbasft.
"SIk DEX CON INT WIS CHA
7(-2) 10(+0) 14(+#2) 12(+) 13(#1) 10(+0)

Skills Medicine +3, Nature +3

Damage Resistance necrotic

Senses darkvision 120 f,, passive Perception 1

Languages —

Challenge 118 (25 XP)

smucnmb The hyphan can climb difficulLsurfaces, including
ding o make an abils

lings, withoutn
eheck
Sunlight Sensitivity, Wihile insunlight, the hyphan has disad-
vantage on attack rells, as well as on Wisdom (Perception)
checksthatrely on sight

Actions

Poison Spray. One creature within1s feetof the hyphan must
succeed ona DC 12 Constitution saving throw or take 6 (1d12)
poison damage.
Calming Spores (1/Day). One  reature within 30 feetof the:
hyphan must succeed on a DC1z Charismasaving throw
or haveits emotions calmed for the next minute. Avwilling
ereature can choose to failthis saving throw: The hyghan can
ing the target

orfrightened. When this effectends, any suppressed effect
resumes, provided that its duration hasn't expired in the mesn-
time. Alternatively, the hyphan can make the target indifferent
about areatures of its choice that the target s hostile toward.
This indifference ends if the target is attacked or harmed by a
spel orif it witnesses any of its friends being harmed. When

ile again, unless the

GM rules otherwise.

DETRITIVORE
Prerequisite: 3rd-level tamer
Type: Active (action)

As an action, the hyphan can drain one Small or
larger corpse within its reach, regaining hit points
squal to twics its tamer's level. Once the hyphan
has used this action, it can’t do 5o again until its
tamer finishes a long rest. A corpse can be drained
by this or similar abilities only once.

GROWTH

Prerequisite: Sth-level tamer
Type: Passive (companion)

The hyphan's size increases to Small, its Hit Die
size increases to a d6 (its hit point maximum conse-
quently inereases by 1 for each of its Hit Dice), and
the damage of its Poison Spray increases to 2d12.

HALLUCISPORES

Prerequisite: Sth-level tamer
Type: Active (reaction)

As a reaction when the hyphan takes damage, it can
jettison out a cloud of spores. Each creature within
10 feet of it must succeed on a Wisdom saving
throw or be charmed by the hyphan until the end
of its next turn.

“T'he hyphan has a number of uses of this ability
equal to its Constirution modifier (minirnum 1) and
regains all expended uses when its tamer finishes a
long rest.

PUFFBALLS |

Prerequisite; Sth-level tamer
‘ype: Active (action)

As an action, the hyphan can cause two 10-foot
squares of dirt, rock, or wood it can see within 60
feet of it to sprout tiny puffball mushrooms, which
last for 1 hour or until the hyphan dismisses them
as an action. The squares must be contiguous with
one another.

When a creature enters the area, the 10-foot
square of puffballs explodes, disappearing into a
cloud of spores. Each non-hyphan creature in the.
area or within 5 feet of the area must make a Con-
stitution saving throw, taking 13 (2d12) necrotic
damage on a failed save, or half as much damage on
a successful one.



Afrer the hyphan uses this action, it can’t do so
again until the tamet finishes a short or long rest.

‘When the hyphan’s tamer reaches Sth level in
the tamer class, the hyphan can create one addi-
tional 10-foot square of puffballs (three total), and
the damage increases to 19 (3412).

DAMP DARK DWELLER

Prerequisite: 9th-level tamer, Detritivore
Type: Passive (companion & tamer)

“The hyphan has immunity to necrotic damage. In
addition, while the hyphan is summoned, its tamer
has darkvision out te a range of 60 feet. If its tamer
already has darkvision, the range is increased by
30 feet.

FUNGAL FRUITS
Prerequisite; 9th-level tamer
Type: Active (1 minute)

Over the course of a minute, the hyphan can grow
a random assortment of mushrooms on its body.
Each time it does this, roll a d4 twice and consult
the options below to determine which two mush-
rooms grow
1-Bloomshroom. As an action, a creature can
eat this mushroom, regaining 2d4 + 2 hit points

4-Gloomshroom. As an action, a creature can
<at this mushroom. For the next hour, it gains
darkvision out to a range of 60 feet. Ifit al-
ready has darkvision, the range of this vision is
increased by 30 feet.

‘The mushrooms last until the hyphan’s tamer
next finishes a long rest, but lose all magical effects
10 minutes after they are plucked. You can pluck a
mushroom as part of the action to use it. Afrer the
hyphan uses this trait, it can't do so again until its
tamer finishes a long rest.

MULTIHELP

Prerequisite: 13th-level tamer, Helpful
Type: Active (action)

When the hyphan rakes the Disengage action, it
can take the Help action up to three times on that
turn as part of the same action. After it uses this
action, it can’t do so again until its tamer finishes a
short or long rest.

PUFFBALLS 11
ite: 13th-level tamer, Puffballs 1
Type: Active (action)

Prereqy

When the hyphan uses its Puffballs action, it can
create an additional 10-foot square of puffball
h for a total of four 10-foot squares.

and gaining ge on all C
saving throws for 1 minute.

2-Boomshroom. As an action, a creature can
throw this volatile mushroom at a point it can
see within 60 feet of it, where it explodes in a
10-foot-radius sphere of flames. Each crea-
ture in the area must make a Dexterity saving
throw, taking 14 (4d6) fire damage on a failed
save, or half as much damage on a successful
one. The fire ignites flammable objects in the
area that aren’t being worn or carried.

3-Daomshroom. As an action, a creature can
throw this dusky mushroom at a peint it can
see within 60 feet of it, where it explodes ina
10-foot-radius sphere of purple spores. Each
creature in the area must suceeed on a Con-
stitution saving throw or become afflicted
by the danz spell for 1 minute (concentration
ot required). An affected creature can repeat
the saving throw at the end of each of its tums,
ending the effect on itself on a success.

“The damage they deal increases to 26 (4d12). The
hyphan gains a +1 bonus (o the save DC of this
action

When the hiyphan's tamer reaches 17th level in
the tamer class, the hyphan can create one addi-
tional 10-foot square of pufballs (five total), and
the damage increases to 32 (5d12).

MYCELIAL RECONSTITUTION
Prerequisite: 17th-level tamer
Type: Active (action)

As an action, the hyphan can dissolve into mycelia,
ending the grappled and restrained conditions on

it and reappearing in an unoccupied space on the
ground it can see within 30 feet of it.

Pack TacTiCS

GROWTH
PRESEQUISITE PRERE

PREHENSILE TAIL

UncanNY DopGe

Prexzqu

ay! W

MECHAKOBOLD

i This s#Le frend is sebr belphul. Sonefives fon
Felphul. Von Fine, vhen | ves barvestil ein red
hogons breath sol, | asled for  scalpel und i
dropped if. Poinf down. lufo ze sol My bair's onliy
st grown becls

! — Humperdin, Recently Simged

“T'ype: construct

Creature Component: koboldilla

Bonus Tamer Improvement: Pack Tactics and -2
Hit Dice

From the erude blood-oil of the mecha koboldzilla
can be harnessed the progenitor genetic code of
the modern kobold. A combination of flesh and

MULTIATTACK

NimBLE EscaPe

Puppy DRAGON EYES
Passrquisre:

What, . Catey”

DyNoBooM I

DyNoeoom II

PROTO-ATTUNEMENT

PCAEQUISITE;

metal, the mechakobold retains much of the
modern kobold's ingenuity and penchant for
mischief. Mechakobolds' belief powers their
magical inventions; the force of their person-
ality directly augments their creations., Ex-
pect homemade explosions, picked pockets,
and the pressing of any big, red burtons.

If any of the mechakobold’s traits or
actions require asaving throw, it is always
against the mechakobold’s save DC, as
calculated below:.

Save DC = § + the tamer’s proficiency
bornus + the mechakobold’s Charisma
modifier

i
Bl
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MONSTER TRAINER =i

In addition to the improvements you can normally
give your companions, you can choose to grant the

the following using
your Monster Trainer feature:

PACK TACTICS
Prerequisite: become a tamer’s companion
Type: Passive (companion)

The mechakobold has advantage on an attack roll
against a creature if at least one of the mechakob-
old's allies is within 3 feet of the creature and the
ally isn’t incapacitated. The mechakobold gains
this improvement when it becomes a companion; it
doesn't cost an improvement.

PUPPY DRAGON EYES
Prereq 3rd-level tamer
Type: Active (action)

As an action, the mechakobold can stare endear-
ingly at one creature it can see within 30 feet of it.
If the creature can see it, the creature must make a
‘Wisdom saving throw. On a failed save, the crea-
ture is charmed by the mechakobold for 1 minute.
This effect ends carly if the mechakobold harms the
creature. If the creature observes the mechakobold
acting contrary to the creature’s goals, the crearure
can repeat the saving throw, ending the effect on a
success.

After the mechakobold uses this action, it can’t
do'so again unl its tamer finishes a short or long
rest

DYNOBOOM |

Prereq

Type: Active (action)

Sth-level tamer

As an action, the mechakobold can throw a home-
made explosive device at a point it can see within
60 feet of it, where it explodes. Fach creature in a
10-foot-radius sphere centred on that point must
make 2 Dexterity saving throw, taking 17 (5d6)
thunder damage on a failed save, or half as much
damage on a successful one.

After the mechakobold uses this action, it can’t
do 50 again until its tamer finishes a short or long:
rest, during which it crafis a new explosive device
using bits, babs, and pure belief.

When the mechakobold's tamer reaches 9th
level in the tamer class, the damage of this action
increases to 24 (7d6)

GROWTH
Prerequisite: Sth-level tamer
Type: Passive (companion)

The mechakobold's size increases to Small, its Hit
Die size increases to a 6 (its hit point maximum
consequently increases by 1 for each of its Hit
Dice), and the damage die of its slingshot attack
increases to a d8.

MULTIATTACK

Prerequisite: Sth-level tamer

Type: Active (action)

As an action, the mechakobold can make two
slingshot attacks.

MECHAKOBOLD

Tiny construct, newtral good

‘hrmourClass 12
Hit Pointsz (1d4)
Speed s ft, climba2sft.

"STR DEX CON INT WIS CHA
7202 142 1G] 12(43)  9¢1)  150H2)

Skills Deception +4, Investigation +3, Sleight of Hand +4,
Stealth 4.

Senses darkvision 120 ft. passive Perception 11

Languages —

Challenge 1/8 (25 XP) Profidency Bonus +2

"Helpful-ish. The mechakobold desires 1o help other creatures
n their abilit b
action in non-combat situations. However,if the check an
which helps is a failure,
are ahways catastrophic (GM's discretion).

roll
‘tion) checks that rely on sight.

ACTIONS

Slingshot. Ranged Weapon Attack: +410 hit, range 20/60 ft one
target. Hit 4 (144-+2) bludgenning dama ge.

Tie Laces. The mechakobold attempts o tie together the lower
limbsafa creature within s feet of it using a pair of spare laces.
tomakesa, ity (Slei

e

Ona suceess, thetargers walking and climbing speeds are
halved untilit unties its laces asan action, or cuts them with an
auackwith a slashing weapon,

Graprens | Favinians

g

al

i
;

PREHENSILE TAIL
Prerequisite: Yth-level tamer
Type: Passive (companion), Active (bonus action)

“T'he mechakobold gains proficiency with thieves’
tools. In additien, it can use its bonus action to
make a Dexterity (Sleight of Hand) check (for
example, to pickpocker a creature), to use a setof
thieves' taols to disarm a trap or open a lock, or to
take the Use an Object action.

NIMBLE ESCAPE
Prerequisite: 9th-level tamer
Type: Active (bonus action)

The mechakobold ¢an take the Disengage or Hide
action as a bonus action on each of its turns.
DYNOBOOM II

Prerequisite: 13th-level tamer, Dynoboom I
Type: Active (action)

The damage of the mechakobold’s Dynoboom
action increases to 31 (9d6), and the size of the ex-
plosion increases to a 20-foot-radius sphere. The
mechakobold gains a #1 bonus to the save DC of
this action

When the mechakobold's tamer reaches 17th
level in the tamer class, the damage of this action

increases to 42 (12d6).

UNCANNY DODGE

Prerequisite: 13th-level tamer, Nimble Escape
Type: Active (reaction)

When an attacker that the mechakobold can see
hits it with an atack, the mechakobold can use its
reaction (o halve the aitack’s damage against it.

PROTO-ATTUNEMENT

Prerequisite: 17th-level tamer
Type: Passive (companion)

‘The mechakobold can attune to one magic item
gaining the magic item’s benefits, If the mecha-
kobold is wearing or holding this item when it is
recalled, the item is recalled with it into the vessel,
‘When it attunes to this item, it becomes bonded
1o it; however this item doesn’t count towards the
number of items 4 companion can be bonded to
(see Item Bonding, page 197)




IMPROVED ADHESIVE

Puenquisire

GrROWTH IT
PaERzQuisITE:

THICK SKIN

PrErQuIstTE: —

AcCIDIC SWEAT
PrssquisiTe:

GrowrTH III

Prcarquisie:

Type: monstrosity (shapechanger)
Creature Component: any mimic
Bonus Tamer Improvement: Growth I

and +2 Hit Dice

With an appearance like regular house-
hold objects and the ability to change
shape at will, minimics are easy to lose.
Their adhesive epidermis sticks to
everything; tamers wich minimic com-
panions often have a bottle of solvent on
hand. A minimic's ability to keep a loe
grappled can be a useful battlefield con-

MINIMIC

o Wort! Mot Hhat fonlard. And ot that
plode! H lools like the winwics have
been brecding agoin. You con fell by
Hhe eges. Everone check qour purses
for minic eqas, follis!

GRAPPLER

——

— Helan, Wary of Cois

MULTIATTACK
PREREQUISITE: —

REGURGITATE I
PREREQUIBITE: —

REGURGITATE 11

ParrsquistT

If any of the minimic’s traits or actions require a A
saving throw, it is always against the minimic's save
DG, as caleulared below. AL

Save DC = & + the tamer’s proficiency bonus + the
minimic’s Constitution madifier.

trol tactic, especially when deployed as an A
inanimate object for ambush operations.

CrapreR s | Fantians

MONSTER TRAINER -

In addition to the improvements you can normally
give your companions, you can choose to grant the
minimic the following improvements using your
Monster Trainer feature:

GROWTH |

become a tamer’s

GRAPPLER
Prerequisite: 3rd-level tamer
Type: Passive (companion)

The minimic has advantage on attack rolls against
any creature grappled by it

IMPROVED ADHESIVE

Type: Passive (companion)

The minimic's size increases to Small, its Hit Die
size increases to a d6 (its hit point maximum conse-
quently increases by 1 for each of its Hit Dice), and
the damage dice of its bite and pseudopod attacks
increase to a d6. The minimic gains this improve-
ment when it becomes a companion; it doesn't cost
an improvement.

MINIMIC

Tiny manstrosity (shapechangen), unaligned

‘Armour Class12 (natural armour)
HitPoints 4 (1d4 +2)
Speedasfr

3rd-level tamer
Type: Passive (companion)

Creatures grappled by the minimic have disadvan-
tage on ability checks made to escape its grapple.

GROWTH 1l

Prerequisite: Sth-level tamer, Growth 1
Type: Passive (companion)

The minimic's size increases to Medium, its Hit Die
size increases to a d8 (its hit point maximum conse-
quently increases by 1 for each of its Hit Dice}, and
the damage dice of its bite and pseudopod attacks
increase from a dé 1o a d8.

MULTIATTACK

"STR DEX CON INT WIS CHA
2(+1) n(+0) 142 4(3) 10(+0) 6(2)

Skl stealth 2

Damage I mmuniies acid

Condition Immunities prone

Senses: darkvision 60 ft., passive Perceptibn 10

Languages —

Challenge 1/8 (25 XF)

‘Adhesive. The minimic adheres to anything that touches it. A
larger than the minimic that

is adhered to the minimic salso grappled by I (escape DC.

equals save DC)

Proficiency Bonus +z

Iy).
remains motionless, it s inclistinguishable from an ordinary
object

T
into an ahjectequal toitin size, or back intoits tru, amor-
phous form, Itsstatistics are the same in each form. Any
equipment itis wearing or earrying isnit transformed. |t reverts
taits true formif it dies

AcTioNs

Pseudopod. Melit Weapon Attacie +3to hit. reach s ft, ane
target. Hit: 31dq +1) bludgeoning damage. The target is sub-
jected tathe minimic's Adhesive trait

Bite. Milee Wieapon Astack +3 %0 hit, feach s f.. one target. Hit: 3
{14 +1) piercing damage plus 2 (1d4) acid damage.

Sth-level tamer
Type: Active (action)

As an action, the minimic can make two artacks:
one with its pseudopod and one with fts bire

REGURGITATE |
Prerequisite: Sth-level tamer
Type: Active (action)

As an action, the minimic can regurgitate a torrent.
of acidic bile. Each creature in a 15-foot cone must.
make a Dexterity saving throw, taking 17 (5d6)
acid damage on a failed save, or half as much dam-
age on a successful one.

After the minimic uses this action, it can't do so
again until s tamer finishes a short or long rest.

When the minimic's tamer reaches 9th level in
the tamer class, the damage of this action increases
to 24 (7d6).

THICK SKIN

Prerequisite; 9th-level tamer

Type: Passive (companion)

The minimic gains a +2 bonus to its AC while it
isn’t wearing armour.



ACIDIC SWEAT
e: 13th-level tamer
Type: Active (bonus action)

As a bonus action, the minimic can secrete acid.
Each creature grappling or grappled by the minimic
takes acid damage equal tothe minimic’s current
damage die sizo (1d4, or highet, if it has furthr
Growth improvements)

REGURGITATE Il
Prereqy 13th-level tamer, Regurgitate |
Type: Active (action)

The damage of the minimic’s Regurgitate action
increases to 31 (9d6), and the size of the cone
increases to 25 feet. The minmic gains a +1 bonus
to the save DG of this action.

At 17th level, the damage of this action increases
1042 (12d6).

GROWTH 11
Prerequi : 1 7th-level tamer, Growth 11
Type: Passive (companion)

“The minimic’s size increases to Large, its Hit Die
size increases to a d10 (its hit point maximum con-
sequently increases by 1 for each of its Hit Dice),
and the damage dice of its bite and pseudopod
artacks inerease from a d8 to a d 10,

CHAPTER 8| FAMILIARS.
e

ENGOURAGER I i) IMMATERIAL

PrsrequIsTE: —

SLowING Ray GROWTH I

ParrrquisiTE: PrEREquisITE:

PEEPER

F e o i, 75 ice 4o bave
fricnd ell qou Hho o G skl A if oo dont
bave o friend—sonctines fhey gef incmercted—a
bonded conpanian thet can never Leave qou will do.
b fhod right, Peeper? . Peepert ustsait ety o

i

i g bk o

— Helians, Encfionally Supported

Type: aberration

Creature Component: dreamholder or other ‘cye
tyrant’

Bonus Tamer Improvement: Eye Rays [ and +2 Hit
Dice

Boepurahvaps b

ENCOURAGER T

ExcouRageR |

PREREQUISITE: —

EvERaysIl

Pras ERavs]

TELEKINETIC RAY

Prenequ

DISINTEGRATION RAY

PrREREQUISITE:

Peepers are creatures of hope, optimism, and
positive vibes. The ultimats cheerleaders,
they are as cowardly as they are encourag-
ing. Their overdeveloped survival instincts
Kick in whenever a large enough source of
fear rears its harrowing head, causing them
ta flee without hesitation

If any of the peeper’s traits or actions re-
quire a saving throw, it is always against the
peeper’s save DC, as calculated below.

Save DC= 8 + the tamer’s proficiency
bonus + the peeper’s Constitution modifier




MONSTER TRAINER

In addition to the improvements you can normally
give your companions, you can choose to grant
the peeper the following improvements using your
Monster Trainer feature:

EYE RAYS |
Prerequisite: become a tamer’s companion
Type: Active (action)

The peeper learns to use its eye stalks. As an action,
the peeper can shoot one of the following magical
eye rays at random (roll a d4), targeting a creature it
can see within 60 feet of it:

1.Charm Ray. The target must succeed on a
Wisdom saving throw or be charmed by the
peeper for 1 minute, or until the peeper harms
the target

2, Fear Ray. The target must succeed on a
Wisdom saving throw or be frightened of the
peeper until the end of the peeper’s next turn.

3. Nightmare Ray. The target must succeed on
an Intelligence saving throw or take 5 (2d4)
psychic damage as it is assailed by illusory man-
ifestations of its fears.

4. Wounding Ray. ‘The target must make a Con-
stitution saving throw, taking 7 (3d4) necrotic
damage on a failed save, or half as much dam-
age on a successful one,

The peeper gains this improvement when it be-
comes a it doesn't cost an

ENCOURAGER |
Prerequisite: 3rd-level tamer
“Type: Passive (companion)

The size of the pecper’s Cone of

IMMATERIAL

Prerequisite: 3rd-level tamer

Type: Active (bonus action)

As 3 bonus action, the peeper can tum partially incor-

poreal. Until the start of its next turn, it has resist-
ance to bludgsoning, piercing, and slashing damage

After the peeper uses this action, it can't do so
again until its tamer finishes a short or long rest.

: Sth-level tamer
Type: Passive (companion)

The peeper's size increases to Small, its Hic Die size
increases to a d6 (its hit point maximum conse-
quently increases by 1 for each of its Hit Dice), and
the damage dice of its bite attack and Eye Rays
action increase to a d6.

[ ay—

PEEPER

Tiny aberrawion, neutral good

et

‘Armour Class 12

Hit Points.q (1dq + 2)

speedoft, fly3o f. (hover)

"'sTR DEX CON INT WIS CHA
5(3) 402 14(x2) 1) 10(k0) T(2)

Skills Perceptian i

Condition Immunities prone

Senses darkvision 60 ., passive Perception 14

Languages Common

Challenge 1/8 (25 X) Proficiency Bonus +2

7 The peeper I ts 2 beatif-
icgaze, f ina

Atthe and of each af s turns, the peeper docides which way
the cone faces. See Reactions formore details.

sum The peeper hs disadvantage on ah\l\tychecks and

increases to 60 feet and the bonus increases to a dé.

When the peeper’s tamer reaches 9th level in
the tamer class, the bonus increases to a d8 and the
peeper gains one additional use of Cone of Encour-
agement (3/Day).

say -
icall \y fails these saving throws ifit can see the source of |tsfear
and the source is two or mare size categories larger thanit.
AcTions

Bite. Melee Weapon At tack: +4 10 hit, reach 5 fL, one target Hit: 5
{1d6+2) plercing damage

REACTIONS

reaction when hin th

peeper's cone of encouragement makes an attack roll orsaving
throw, the peeper can emit verbal ur psychic encouragement,
granting the targeta bonus d4 to its roll.

rE——
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EYE RAYS Il
Prerequisite: Sth-level tamer, Eve Rays |
Type: Active (action)

When the peeper uses its Eye Rays action, it shoots
two rays at random instead of one (reroll dupli-
cates), choosing one or two targets it can see within
120 feet of it.

SLOWING RAY
Prerequisite: Sth-level tamer
Type: Active (action)

Asan action, the peeper can fire a ray at one crea-
ture it can see within range of its eye rays (see Eye
Rays [ & I1). The target must make a Dexterity
saving throw. On a failed save, the target’s speed is
halved for 1 minute. In addition, the ereature can’t
take reactions, and it can take either an action or

4 bonus action on its turn, not both. The creature.
can repeat the saving throw at the end of each of its
tuns, ending the effect on a success. To maintain
this effect, the peeper must concentrate on it as if it
‘were concentrating on a spell,

After the peeper uses this action, it can't do so
again until its tamer finishes a short of long rest.

TELEKINETIC RAY

Prerequisite: 9th-level tamer
Type: Active (action)

Asan action, the peeper can fire a ray at one object
or creature it can see within range of its eye rays
(see Eye Rays T & II). If the target is a creature, it
must succeed on a Strength saving throw or the
peeper can move it up to 30 feet in any direction. It
is restrained by the ray’s telekinetic grip until the
start of the peeper’s next turn or until the peeper is
incapacitated.

If the target is an object weighing 300 pounds or
less that isn't being worn or carried, the peeper can
move it up to 30 feet in any direction. The peeper
can also exert fine control on objects with this ray,
such as manipulating a simple tool or opening a
door or a container.

Afrer the peeper uses this action, it can't do so
again until irs tamer finishes a short or long rest

ENCOURAGER Il
Prerequisite: 13th-level tamer, Encourager |
‘Type: Passive (companion)

“The size of the peeper’s Cone of Encouragement
increases to 120 feet and the bonus increases 1o a
d10. The peeper gains one additional use of Cone of
Encouragement (4/Day).

When the peeper's tamer reaches 17th level in
the tamer class, the bonus increases to a d12 and
the peeper gains one additional use. of Cone of Ex
couragement (5/Day).

INCORPOREALITY
Prerequisite: 13th-level tamer, Immaterial
Type: Passive (companion), Active (bonus action)

‘While the peeper is under the effect of its Imma-
terial trait, it can move through other ereatures
and objects as if they were difficult termin. It
takes 5 (1d10) force damage if it ends its turn
insidle an object.

DISINTEGRATION RAY

Tth-level tamer

Prerequisit
Type: Passive (companion)

As an action, the peeper can fire a ray at one object
or creature it can see within range of its eye rays
(see Eye Rays | & II). If the target is a creature, it
must succeed on a Dexterity saving throw or take
42 (12d6) force damage. 1f this damage reduces the
creature to 0 it points, its body becomes a pile of
fine grey dust.

1f the target is a Large or smaller nonmagical
object or creation of magical force, it is disintegrat-
ed without a saving throw. If the target is a Huge
or larger nonmagical object o creation of magical
force, this ray disintgrates a 10-foot cube of .

After the peeper uses this action, it can't do 5o
again until its tamer finishes a long rest.




CAT’S CURSE

PrescquisiTe: Brce

LIMITED ANTIMAGIC GROWTH I
PRERzouisITE: e

PREREQUISITE

‘WIND STRIKE

PrerequisiTE: —

GrowTH IT
PREREQUISHTE G

Where is

RAKITTEN

P e e 2o Loboratory.
Underctood? The lost one destroged
e whale collection ov swowglbes
from ze Oufer Plaves. H v even gt
ep o tebrout ou g beplueasib uat
wed ifs stupd ogeel poul

— Hubperdinle, Srowlobeless

Type: fiend

Creature Component: any rakshasa

Bonus Tamer Improvement: Cat’s Curse
and +2 Hit Dice

MULTIATTACK

GROWTH III

PREREqUISKTE: CRowTit

RAKISH RESILIENCE
PRERKQUISITE

Thetrarmeys

We've all heard of a bull in a porcelain shop, but a
rakitten is much worse. They can’t help but knack
off anything close to an edge, especially if it looks
delicate and valuable. Fortunately, they make up
for this irritating, fiendish behaviour with an ability
1o control spelicasters, redirecting their spells and
cursing them with antimagic properties.

If any of the rakitten's traits or actions require
saving throws, it is always against the rakitren's
save DG, as calculated as follows:

Save DC = 8 + the tamer’s proficiency bonus + the
rakitten’s Charisma modifier

CrapreR s | Fantians

EMONSTER TRAINER SN

In addition to the improvements you can normally
give your companions, you can choose to grant the
rakitten the following improvements using your
Monster Trainer feature:

CAT'S CURSE

become a tamer's
Type: Active (bonus action)

‘When the rakitten hits a creature with a claw actack
on its turn, it can use a bonus action to attempt to
afflict the creature with the cat’s curse for 1 min-
ute. The creature must succeed on a Charisma
saving throw or be unable to benefit from spells of
a level lower than the tamer’s proficiency bonus. A
creature affected by this curse can repeat the saving
throw at the end of each of its turns, ending the
effect on a success.

After the rakitten has used this action, it can’t do
50 again for 1 minute

“The rakiteen gains this improvement wwhen it be-
ccomes a companion; it doesn't cost an improvement.

GROWTH 1

Prerequisite: 3rd-level Lamer
Type: Passive (companion)

The rakitten’s size increases te Small, its Hit Die
size increases to a d6 (its hit point maximum conse-
quently increases by 1 for each of its Hit Dice), and
the damage die of its claw attack increases to a d6,

LIMITED ANTIMAGIC

Prerequisite: 3rd-level tamer

Type: Passive (companion)

The rakitten can’t be affected or detected by spells
of 1t level or lower unless it wishes to be.

‘When the rakitten's tamer reaches 9th, 13th, and
17th level in the tamer class, the level of spell against
which the rakitten can’t be affected or detected
increases to 2nd, 3rd, and Sth level, respectively.

RAKISH RESILIENCE
Prerequisite: Sth-level amer
Type: Passive (companion)

The rakitten gains a bonus two its AC equal w its
Charisma modifier while it isn't wearing armour.

[T

RAKITTEN
Tiny frend, tawful evil

Armour Class13 (natural armour)

HitPoints3 (1ds+1)

Speed 3sft

"STR DEX CON INT Wis CHA
(0] UG 1360 12610 BE) 1562
'Skills Deception +4, Insight +3

Senses darkvision 50 ft., passive Perception 11

Languages

Challenge 1/5 (25XP) Proficiency Bonus +2
Cats Grace. When the rakitten falls and s incapaciatedl it
nsubtract from falling

damage. In addition, ithas advantage on ability checks and
saving throws made toawoid the prone condition

Swipey. Wihile not in combat, the rakiten takes any op portuni=
tyit can o knack things off shelves and ledges.

AcTIONS

Claw. Melee Weapon Altack: +4 10 hit, reach S 1L, one target. Hit:

4144+ 2)slashing damage.

Ethereal Paw: A speciral, magical, floating paw appears ata

point the rakitten chouses within 30 feet of it. The paw lasts

fort minute ar until the rakitten dismisses it as 2 bonus action.
p ifitis ever more

rakitten or if the rakitten uses this action again.

The rakitten can use ts action to conrol the paw: Ircan use

s i bi i

L iner, or

of avial. ltean P

pour 30
feet each time it usesit. The paw can'tatiack, activate magic
=

iterms, or carry mors than 10 pounds,

MULTIATTACK
Prerequisite: Sth-level tamer
Type: Active (action)

As an action, the rakitten can make two claw attacks.

WEAVEBENDER

Preroquisite: Sth-level tamer
Type: Active (reaction)

As areaction when a ranged spell attack or a spell
with an area of effect centred on a point targets a
creature or point within 30 feet of the rakitten, the
rakitten can redirect the spell. It can cause a ranged
spell atzack to targer a different creature within 10
feet of the original target (after the attack rell is
made but before the outcome is determined), or it



«can move the area of effect’s point. of origin up to 10
feet in any direction.

The rakitten can use this reaction a number of
times equal to its Charisma modifier. It regains all
expended uses when its tamer finishes a long rest.

GROWTH Il
Prerequisite: 9th-lovel tamer, Growth 1
Type: Passive (companion)

The rakitten’s size increases to Medium, its Hit Die
size increases toa d8 (its hit point maximum conse-
quently increases by 1 for each of its Hit Dice), and
the damage die of its claw attack increases from a
d6toads,

WIND STRIKE

Prerequisite: 9th-level tamer
Type: Active (noaction)

For the next minute, the rakitten can use a bonus
action to teleport up to 30 feet to a space it can see.
1f it makes a claw attack immediately after eleport-
ing and the attack hits, the target takes additional
force damage equal to the rakitten’s Charisma
modifier (minimum 1).

After the rakitten uses this action, it can't do 50
again until its tamer finishes a long rest.

DEVIL'S PURR

Prerequisite: 13th-level tamer
Type: Active (action)

As an action, the rakirten lets out a low, thrumming
purr. Each creature of the rakitten's choice within
30 feet of it that can hear it must succeed on a Wis-
dom saving throw or be charmed by the rakitien
until the end of the rakitten’s next trn. A creature
charmed in this way regards the rakitren as its own
offspring, acting protectively towards it.

After the rakitten uses this action, it can’t do so
again until its tamer finishes a short or long rest.
GROWTH 111

Prerequisite: 17th-level tamer, Growth IT
Type: Passive (companion)

The rakitten size increases to Large, its Hit Die size
increases toa d10 (its hit point maximum conse-
quently increases by 1 for each of its Hit Dice), and
the damage die of its claw attack increases from a
d8roadlio.
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Creature Component: suneater owlbear
Bonus Tamer Improvement: Growth | and +2

FLAME RETARDANT

Pasazquusm

SUNEATER

A ferocious beast when roused, this cutie also
likes belly rubs, sunbathing, and sweet treats.
Be sure nor to leave your dust of deliciousness
unattended, or you'll have an extremely easy-
to-beguile owlbear. Such is the sunsnacker’s

If any of the sunsnacker's traits or actions
Type: fey require a saving throw, it is always against the
sunsnacker’s save DC, as calculated below.

Hit Dice Save DC = 8 + the tamer’s proficiency bonus
+the sunsnacker's Constitution modifier




MONSTER TRAINER =4

In addition to the improvements you can normally
give your companions, you can choose to grant the
sunsnacker the following improvements using your
Monster Trainer feature:

GROWTH |
Prerequisite: become a tamer’s companion
Type: Passive (companion)

‘The sunsnacker’s size increases to Small, its Hit Die
size increases to a d6 (its hit point maximum conse-
quently increases by 1 for each of its Hit Dice), and
the damage die of its beak attack increases to a d8.
“The sunsnacker gains this improvement when it be-
comes 4 it doesn’t cost an

imurn consequently increases by 1 for each of its
Hit Dice), and the damage die of its beak attack
increases from a d8 to d10.

SUNSTEP

Prerequisite: th-level amer
Type: Active (honus action)

As a bonus action when the sunsnacker is in bright
sunlight, it can teleport up to 30 feet to an unoccu-
pied space it can see that is also in bright sunlight.

| —

SUNSNACKER

it

FLAME RETARDANT

Prerequisite: 3rd-level tamer
Type: Passive (companion)

The sunsnacker has resistance to fire damage.

SOLAR BEAM |
Prerequisite: Sth-level tamer
Type: Active (action)

As an action, the sunsnacker can unleash a beam
of radiant energy from its distended maw. Each
creature in 2 30-foot-long, 5-foot-wide line must
make a Dexterity saving throw, taking 17 (Sd6)
radiant damage on a failed save, or half as much
damage on a successful one.
Adfter the sunsnacker uses this action, it can’t do
s0 again until its tamer finishes a short or long rest
‘When the sunsnacker’s tamer reaches 9th level in
the tamer class, the damage of this action increases
t0 24 (7d6).
MULTIATTACK
Prerequisite: Sth-level ramer
Type: Active (action)
As an action, the sunsnacker can make two heak
artacks.
GROWTH 11
Prerequisite: Sth-level tamer, Growth I
Type: Passive (companion)

The sunsnacker’s size increases to Medium, its
Hit Die size increases to a d8 (its hit point max-

Tiny

‘Armour Class13 (natural armour)

Hit Points 3 (1d4 +1)

Speed 30 ft.

"STR DEX CON INT WIS CHA
14(+2) 1000 12(+1) 7(2) o) 14(+2)

Sklls Intimidation +4

Damage Resistance radiant

Senses passive Perception 1o

Languages —

Challenge 13 (25 XP)

"Flaw: Hungry. Whenever the sunsnacker first detects the
presence of sweet food that isn't being worn or carried, it must
succeed ona DC1 Wisdom saving throw or get distracted.
While distracted, itspends its movement and actions trying to.
get close o the food and eat it A distracted sunsnacker repeats
the saving throw at the end of each of its turns, ending the
effect on a success and becoming immune 1o the allure of that
source of food for the next 24 hours.

Keen Swiell. The sunsnacker has advantage on Wisdom (Per-
ception) checks that rely on smell,

AcTIONS

Beak. Melee Weapon Attack:+4 to hit, reach 5 It onetarget. Hit:
5 (16 +2) piercing damage.

Light. The sunsnacker ereates a glowing orb that hovers in the
air within S feet of it or the next minute, moving with it The
orbsheds bright lightin a 10-foot radius, and dim light foran
additional 10 feet

&;’) —_—

SUNEATER
Prerequisite: Yth-level tamer
Type: Active (reaction)

‘Whenever the sunsnacker would take radiant
damage, it can use its reaction to instead take no
damage, metabolising the energy and regaining a
number of hit points equal to the damage it would
have taken after taking into account its resistance to
radiant damage. It can use this reaction a number of
times equal to its Constitution modifier {minimum
of ence) and regains all expended uses when its
tamer finishes a long rest.

EYE TYRANT
Prerequisite: 13th-level ramer
Type: Active (action)

As an action while in dim light or darkness, the
sunsnacker can cause its featherfronds to grow
luminous and dance, appearing like a floating eye
monster. Each ereature within 150 feet of the sun-
snacker that can see the sunsnacker but that doesn't
know that it isn't an eye monster must succeed on
2 Wisdom saving throw or become frightened of
the sunsnacker for 1 hour. A creature frightened in
this way must use all its movement to move away
from the sunsnacker, An affected creature can re-
peat the saving throw at the end of each of its turns,
ending the effect on itself on a success. A target
that successfully saves is immune to this sunsnack-
er's Eye Tyrant action for the next 24 hours. The.
sunsnacker can lower its featherfronds as a bonus
action, causing it to cease being luminous and no
longer appear like a floating eye monster.

The effect ends early on a creature if the owlbear
ceases appearing like a floating eye monster, o if
the creature perceives the sunsnacker's true form
(for example if the sunsnacker becomes brightly lic).

GROWTH 111
Prerequisite: 13th-level tamer, Growth I1
Type: Passive (companion)

‘The sunsnacker’s size increases to Large, its Hit
Die size increases to a d10 (its hit point maximum
consequently increases by 1 for each of its

Hit Dice}, and the damage die of its beak attack
increases from 1d10 to 2d6.

SOLAR BEAM Il
Prerequisite: 13th-level tamer, Solar Beam |
‘Type: Passive (companion)

The damage of the sunsnacker's Solar Beam action
increases to 31 (9d6), and the length of the line
increases to 60 feet. The sunsnacker gains a +1
bonus to the save DC of this action.

‘When the sunsnacker's tamer reaches 17th
level in the tamer class, the damage of this action
increases to 42 (12d6)

GROWTH IV

Prerequisite: 17th-level tamer, Growth II1
Type: Passive (companion)

The sunsnacker's size increascs to Huge, its Hit
Die size increases to a d12 (its hit point maximum
consequenty increases by 1 for each of its

Hit Dice), and the damage dice of its beak attack
increases from 2d6 to 2d8.
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Types elemental

Creature Component: tar-rasque

Bonus Tamer Improvement: Growth T
and +2 Hit Dice

NECROTAR TONGUE 1

ARCANE ANIMATION

ARCANE ACTIVATION ..\\ X

PaerEquisiTE: —

MULTIATTACK
Prrssquisiee:

NEcROTAR TONGUE IT

PRERZQUISITE: NECH

TITANSPAWN

“Tarlings can draw upon the arcane power source
around which they re crafted in order to enhance
the decompositive powers innate to tar elemen-
tals, They can even manipulate the corpses of the:
deceased, puppeteering them as flesh suits that can
absorb incoming blows. Biemancers posit that such
companions can even assume the immense size of
tarrasques for a short time,

If any of the tarling's traits or actions require a
saving throw, it is always against the tarling’s save
DC, as caleulated below.

Save DC = & + the tamer’s proficiency bonus + the
tarling’s Constitution modifier

CrapreR s | Fantians

MONSTER INER STy

In addition to the improvements you can normally
give your companions, you can choose to grant

the tarling the following improvements using your
Monster Trainer feature:

GROWTH |

become a tamer's
Type: Passive (companion)

The tarling’s size increases to Small, its Hit Die size
increases to a dé (its hit point maximum conse=
quently increases by 1 for each of its Hit Dice), and
the damage die of its bite attack increases to a dé.
The tarling gains this improvement when it becomes
5 ion; it doesn’t cost an i

ARCANE ACTIVATION
Prerequisite: 3rd-level tamer
Type: Active (bonus action)

Asa bonus action, the tarling can activate its arcane
power source for 1 minute. For the duration, the
tarling has resistance to necrotic damage and deals
an additional 3 (1d6) necrotic damage when it hits
a target with a melee attack.

After the tarling uses this action, it can’t doso
again until its tamer finishes a long rest.

GROWTH 11

3rd-level tamer, Growth |
Type: Passive (companion)

The tarling's size increases to Medium, its Hit Die
size increases to a d8 (its hit point maximum conse-
quently increases by 1 for each of its Hit Dice), and
the damage dice of its bite and tail attacks (see be-
low), as well as its Arcane Activation, increase from
2d6 to:a d8, This growth improvement ignores the
normal maximum companion size for a tamer.

MULTIATTACK
Prerequisite: Sth-level tamer
Type: Active (action)

The tarling gains two new action options: Tail and
Multiattack, The damage die of the tail attack
increases with the specified die size in the tarling’s
Growth improvements.

Tail. Mefoe Weapon Antack: Str modifier + PB to
hit, reach 10 ft., one target. #if; 1d6 + Str modifier
bludgeoning damage.

Multiattack. As an action, the tarling makes two
attacks: one with its bite and one with s i

NECROTAR TONGUE |
Prerequisite: Sth-level tamer
Type: Active (action)

As an action, the tarling can spew a whip-like
rongue of elastic tar at a creature no larger than
itself that it can see within 20 feet of it. The tar-
get must succeed on a Strength saving throw or
become grappled (escape DC equals save DC)

by the tarling and be pulled up to 15 feet closer

to the tarling. Until this grapple ends, the target is
restrained, takes 9 (2d8) necrotic damage at the
start of each of its turns, and the tarling can’t use its
bite attack against a different target. On a successful
save, the creature takes half as much damage and
isn't grappled, pulled, or restrained

After the tarling uses this action, it can’t do so
again until its tamer finishes a short or long rest.

‘When the tarling’s tamer reaches 9th level in the
tamer class, the recurring damage of this action
increases to 13 (3d8).

[ Iym—

TARLING

Tiny elemental,unaligned

"Armour Class 3 (natural armour)
HitPoints4 (idd + 2)
Speed 30 ft., swim 3a ft.

STR DEX (CON INT WIS CHA
14(+2] 100+0) 15(+2) 4(3) 10(0) 8

Damage Resistances acid, piercing. poison
Senses darkvision 60, passive Perception 10
Languages —

Challenge J: (25 XP) Proficiency Bonus +2

Flammable.If the tarling takes fire damage, it ignites. tand
anyareature itis grappling take 2 (1da) fire damageatthe starc
ofeach ofitsturns anditsweapon attacks deal an additional
2/1d4) fire damage on a hit. Ithe tarling s subject to heawy
rainfallorit takes sor more cold damage in a single instance,
the flames are extinguished,

il Form. When the tarling tries to move through water, it

i i i toskim

surface; it car't submerge belaw the surface of water without a
powerful detergent.

AcTions

Bite. Melee Weapon Attack: +4 w hit, reach 5 fi,one target. Hit: 4
t1d4 +2) pierding damage.

C—



REFRACTIVE EXTERIOR
Prerequisite: Sth-level tamer
‘Type: Passive (companion)

When the tarling is targeted by a sagic misstle spell
or a spell that requires a ranged artack roll, roll a dd.
On a 4, the tarling is unaffected and the energy is
refracted into a random elemental type and a bolt
of energy fires back at the caster as a ranged spell
attack, using the caster’s spell attack modifier and
dealing damage equal to the tarling's current Hit
Die size (see Growth improvements) on a hit. Roll
another d4 to determine the damage type: L-acid,
2-cold, 3-fire, 4-lightning.

ARCANE ANIMATION
Prerequisite: 9th-level tamer, Arcane Activation
Type: Active (action)

As an action, the tarling can reanimate one corpse
within 5 feet of it, merging its body with the corpse
for the next hour. The corpse must have been a
creature with a challenge rating equal to or lower
than the tamer’s proficiency bonus and been of
size equal to or smaller than the tarling.

For the duration, the tarling gains the non-flying
speeds of the corpse’s original creature and has two
pools of hit points: its own and those from the corpse
itinhabits. The corpse’s pool of hit points equals
half the original creature’s hit point maximum
Whenever the tarling takes damage, half of the
damage is transferred to the corpse and subtracted
from that pool of hit points instead of the tarling’s.
1f the corpse’s pool of hit points is reduced to 0, the
reanimation ends and the corpse is destroyed

After the tarling uses this action, it can't do 50
again uniil its tamer finishes a long rest.
GROWTH 111

Prerequisite: 9th-level tamer, Growth 11
Type: Passive (companion)

The tarling’s size increases to Large, its Hit Die size
increases to a d10 (its hit poine maximum conse-
quently increases by 1 for each of its Hir Dice), and
the damage dice of its bite and tail attacks (see be-
low), as well asits Areane Acti increase from
2 d& 1o ad10. This growth improvement ignores
the normal maximum companion size for a tamer

GROWTH IV
Prerequisite: 13th-level tamer, Growth 111
Type: Passive (companion)

The tarling’s size increases to Huge, its Hit Die size
increases to a d12 (its hit point maximum conse-
quently increases by 1 for each of its Hit Dice), and
the damage dice of its bite and tail attacks (sec be-
low), as well as its Arcane Activation, increase from
2d10 to a d12. This growth improvement ignores
the normal maximum companion size for a tamer

NECROTAR TONGUE I1
Prerequisite: 13th-level tamer, Necrotar Tongue I
Type: Passive (companion)

“T'he range of the tarling’s Necrotar Tongue action
increases to 40 feet, it can pull the target up to 35
feet closer to it on a failed save, and the damage
dealt 10 the grappled target increases to 18 (4d8)
necrotic damage.

When the tarling’s tamer reaches 17th level in
the tamer class, the recurring damage of this action
increases to 22 (5d8).

SIEGE MONSTER
Prerequisite: 17th-level tamer, Growth TV
Type: Active (bonus action)

As a bonus action, the tarling can grow to Gargan-
tuan size for 1 minute. It gains a number of rem-
porary hit points equal to its maximum number of
Hit Dice, and the damage dice of its bite and tail
attacks increase to 4dd. For the duration, the tarling
deals double damage to structures and objects.

TITANSPAWN
Prerequisite; 17th-level tamer
Type: Passive (companion)

The tarling is immune
to the charmed and
frightened conditions.

CHAPTER S | FAMMIARS

253 7%
i

18T, BTH, 11TH LEVEL

“0I0-YOU ALWAYS
HAVE WEBBED HANDS?”




INTRODUCTION

This hunt, Polyhedroaze, is intended for 3to 7
characters and is optimised for a parcy of 4 with an
average player level (APL) of 1, 6, or 11. Charac-
ters who complete this hunt should earn enough
experience to progress all the way to Znd level, or
one-third of the way to 7th level, or three-quarters
of the way to 12th level. The adventurers must find
the Frockit clan, a group of goblins that build dun-
geons for mysterious underlords, and rid their latest
project ofits gelatinous inhabitants.

Afrer finding the dungeon deep in the jungle,
the party must navigate a series of traps before
testing their mettle against an ooze capable of rapid
adaptation, The ability to deal a plethora of differ-
ent types of damage, as well as characters capable
of identifying and disabling traps, will prove greatly
advantageous in this hunt!

BACKGROUND

Years ago, an anonymous set of chambers could be
found high up in a mountain, accessed through the
caldera of an active volcano. Served by a throng of
kobolds, Tuckerthranx the Red called this caldera
home. Home, that is, until a group of adventurers

slew the fearsome dragon. During the fight to rid the

land of this avaricious drake, the entire mountain
collapsed. However, sustained by its magic, the lair

teleported itself to the Maphrok jungle, where it laid

dormant until an enterprising young biomancer—
Dr. Francis Norman Stein—made it his laboratory.
‘The local populations of jungle gnomes, wood
elves, and lizardfolk grew irksome after several of
the prolific golemancer's creations escaped. In a
rare display of unanimity, they decided to politely
ask him to leave. When their request fell on deaf
ears, pitchforks and flaming torches soon followed,
and the underland was rid of Dr. Stein’s biomantic
menaces... for a time.

‘The ultimate product of this research was Mut-x,
2 biomantic mutagen capable of rapidly adapting
flesh to hostile environments. The substance slowly
seeped out of its storage tanks, causing unsus-
pecting creatures to become unwilling partici-
pants in Dr, Stein's experiments. A primitive,
dungeon-dwelling ooze known as a gelatinous
cube was exposed to Mut-x, spawning a whole
subspecies of ‘polyhedroozes”. Side-effects of the
Mut-x included the polyhedroozes absorbing the

latent psychic energy of an area; in this case, the
prodigious greed of Tuckerthranx the Red.

More recently, when an enterprising group
of goblins exploring the jungle found this vacant
lair, they were overjoyed. A family-run affair, the
Frockit elan are specialist dungeon builders. Their
current client, a mysterious figure known only
as Murdob’norab, is prepared to purchase a fully
kitted-out dungeon. One of the clan’s first tasks was
to create a secure vault and transfer all the client’s
treasure there. However, en route to delivering the
treasure, the goblins were ambushed by a colossal
ooze they refer to as “The Motherload’ and the
treasure was stolen.

Heliana has had trouble persuading adventur-
ers to take on this contract, the wanted poster

for which asks any who accept the quest “Bryag
iresha. Lots oz i#.” This request—nay, demand—
has roused more than 2 small amount of suspicion
amongst other adventurers. Despite this, Heliana
stands by the request; “Goblins are peaple too!” she
can be heard bellowing around the inn.

’
¥
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Here’s the main info to absorb:
Which Monster? The Motherload, a Gargantuan
This tered gelati-
nous cube has absorbed the greed-filled psyche of
the dragon that once lived in the area.

Monster's Motivation. A basal desire to consume
organic matter and grow, as well as an overwhelm-
ing: desire to acquire precious metals and gems

Monster’s Previous Actions. The Motherload
has stolen all the treasure of the client for whom the
Frockit clan goblins are building a dungeon.

Where's the Monster? The ooze is submerged in
a deep pool of acidic goo at the northern end of the
dungeon, It must be baited out and slain where the
treasure can be regathered.

ADVENTURE HOOKS s

An ooze with amazing biomantic powers, goblins
willing to pay good coin, and the former lair of a
red dragon... ICs an adventuring smorgasbord! Here
are some hooks with which you can motivate your
adventurers to get involved:

+ Curiosity: Mutating Ooze. Myths and folklore
occasionally drift up from faraway places, and
usually serve as good reasons to avaid leaving
home. However, the latest rumour is of erea-
tures that dynamically mutate, requiring adroit
adventurers to take them down. Whatever the
cause is, there’s surely new magic or technology
that could be harnessed and used to power all
sorts of efforts.

* Morality: Goblins Are People Too. * The Frockis
clan are a reliable and mosthy-honest company of
builders,” say Heliana to any who will listen. No
one has taken on this contract, a fact that Helia-
na deems goblinist. Heliana believes that they
deserve help just as much as the next distressed
customer and she is very disappointed in those
thar don’t take notice of the generous contract.

+ Compensation: Murdob’norab. Aware of the
Tate of their treasure hoard, Murdob’norab has
promised one-quarter of the treasure to any
group of adventurers that can rid their soon-
10-be-dungeon of this mutating invader. By all
accounts, it's a sizable hoard...



Bogbolz. Bogbolz s a shrewd and mater-of-fact
elderly female goblin (LN, foreman, elder, and
matriarch of the Frockit clan, She doesn't balk at the
apportunity to criticise the party or tell them how
they should have done something. Bogbolz acts as
the party’s guide, meeting them at the goblins con-
struction camp in the jungle and guiding them on the
short walk to the Big Bad Base. She shows the party
a captured polyhedrooze, allowing them to experi-
ment on it and uncover the clues on page 258.

HUNT REWARDS

Huntlevel SuggestedReward XP Per Character®
st 300gp 300
sth 4,2008p 3,000
Tith 14,000 g0 11,000

*lncludesall seri characiers.

GETTING THERE

One of the reasons the Big Bad Base (as Mur-
dob'norab has named it) is such a great dungeon
location is that it's so hard to find. Notonly isita
long way away from any other civilisation, deep
within the Maphrok jungle, but when the lair
teleported from its caldera, it arrived in a part of the
jungle with no known paths, effectively isolating
itself. Finding the base involves following multiple
twisting tunnels and flipping u-turns at the plethora
of now-dead-ends

FTRACKING ~

Using the Tracking rules on page 23, it is suggest-
ed that each Tracking check takes one day and that
four checks and two successes are required, using
the random encounters for the jungle (page 60)

UNIQUE FLORA & FAUNA

‘Within 6 miles of the lair, there’s an abundance of
mutated fauna (see page 269 for regional effects).
includes monkeys with hexagonally curled
tails, plants with polygonal flowers, and fruit
shaped like perfect dice: cubes, octahedrons, and
even twenty-sided icosahedrons. If an adventurer
looks in their putse, they might even find that the
once-round coins are now oddly angular hexagons,
octagons, and decagons.

BoGBOLZ
Humanoid (joblin). foreman, shefiter

Personality. Autheritative, down-to-earth,

easily exasperated

Physical. Tall (fora goblin), restingunim-
pressed expression, patchwork clothes,
carries cliphoard and quill

Desire. To get the job done on time and in
budget

Fear, Tax collectors.

“Tobequite honest, itsa health and sofety night=
mars. Do’ el the soions.”

[ S

When the party nears the base, read or para-
phrase the following:

The smell is the first indication of the presence
ofa large population, quickly followed by the
yammering and clanging of dozens upon dozens
of hammers at work. However, rather than the
unruly and unwashed horde of goblinoids you
might expect, these individuals are all wearing
appropriate personal safety equipment, working
well in small teams, and they smell well-washed:
The stench is being emitted from a neat line of
authouses and sewer trenches that look to fertik

Metallurgists cast steel in a variety of shapes,
herders drive teams of oxen, and a monocled
Iocksmith appears o be adding the finishing
touches to an incredibly complex vault door.
Neat rows of tents lit by smokeless red torches
depict a scene of communal living, with

100d being shared, wounds tended to, and
rhythmic music enjoyed by all. An elderly goblin
approaches you, a satchel full of scrolls and
quills bumping against her patchwork clothing.
Eyeing each of you with a quick glance, she
announces in perfect Common: “Welcome to
the Frockit Clan Co-operative, where we help
ach other to help you help yourself.”

CHAPTER 9 | POLYHEDRODZE
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se a surprisingly healthy-looking mushroom field.

KNOW THY ENEMY

After Bogbolz introduces herself, she brings the
party to the Big Bad Base, where they learn some
key pieces of information for the hunt ahead.
+ The enemies are oozes that like to engulf pre-
cious metals, gems, and the occasional goblin
for sustenance.

+ They are biomantically altered and dynamically
change their resistances.

+ ‘The Big Bad Base is littered with traps from its
previous occupants (kobolds and Dr. Stein).

The aozes are drawn to all manner of precious
metals and gems, as well as organic matter {presum-
ably for sustenance), dissalving the latter with acid.
They're slow, but can cover a lot of ground when
they re about to engulf someone. Bogbolz explains
how the Frockit clan had been storing the client’s
treasure in a makeshift treasury in the base, when
suddenly this big blob (The Motherload) came and
sucked it all up, along with several of her relations
(she doesn't seem too put out at this last part)
Bogholz informs the party that they might need

to lay out some treasure as bait for the big polyhed-
rooze; it hasn't been seen since

Hanpour 9.1.
PoLyHEOROOTE
APPETITE

TRAPPED OOZE

Before releasing the 0o7¢ from the magically-re-
inforced erate, Bogbolz asks the party for some
treasure for a demonstration. She lays down two
piles: the first contains some treasure, and the sec-
ond, some rat meat. She warns the party to keep
their distance, and to observe how the ooze acts
before attacking. Roll initiative when the cage
removed. On the ooze’s turn, it first uses its Eny
action to assimilate the treasure that Bogbolz set
down, and then the rat meat. After this, its atten-
tion shifts to the nearest creature, which it tries to
engulf.

CLUE 2: REACTIVE MUTATIONS

As a result of the latent biomantic magic their
progeniter absarbed, the oozes gain resistance (o a
damage type immediately after they take that type
of damage. The players’ understanding of this trait
can be enhanced if the GM uses the descriptions
in the Reactive Mutations sidebar during the fight
with Bogholz's caprured ooze. If the players learn
this trait, prepare a variety of damage types, and
then retate their attacks and effects during combar,
the fight will be much easier. The maximum num-
ber of resistances a polyhedraoze can have equals
its proficiency bonus, so adventurers at higher lev-
els need an even broader variety of damage types
than these at low levels,
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REACTIVE MUTATIONS
Throughout the fight, pay spedial care to narrate how the
hanges with its shifting resis You

an use the following examples to do sa:

Bludgeoning. Spongy growths bloom from
‘the outer membrane, cushioning the blows
of impact weapons.

Piercing, Layer upon layer of pointy mem-
branes overlap one another, dispersing the
penetrating potential of piercing weapons.
Slashing. A hard coating of angled crystal

Necrotic. Pus-illed sacs of immunity-enhanc-
ing symbionts grow within the coze, fortify-
ing it against decay.

Radiant. The ooze takes on a brilliant sheen,
reflecting radiation of all descriptions.
Thunder. A second membrane expands out
from its own. A low-pressure void between

deflects blades. he inhibits the

Cold & Fire. An insulating gl is excreted of sound waves.

from the coze’s membrane, preventing the = Poison. Vesicles rapidly excrete toxins before
transfer of heat. they can do significant harm.
Lightning, The metal engulfed within the +  Psychic. Arush of bright purple hormones
e annels Bown to oh d the s basal and.

redirecting the flow of electricity. (as well as its physical form) to relax, shedding

the mental harm that might have been caused.
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CLUE 3: TRAPS! Wiz

The Big Bad Base used to be occupied by kobolds
who were keen on using traps that could only be
activated by creatures heavier than a couple of
average kobolds (more than 69 Ibs). The goblins ha-
ven't discovered them all; the ones they have, they
marked with a big, smiley face

EXPLORATION

In the middle of the empty space in front of the base
is a 10-foot-by- 10-foot smiley face drawn in chalk.
1f a creature that weighs more than 69 pounds walks
on the smiley face, they fall into a 20-foot-deep pit.
Luckily, their fall is broken by lots of jagged spikes,
dealing Vdam piercing damage. In front of the smi-
ley face is a erudely painted sign that reads:

Diz woz wan ovar sympul trappez.
De odaz wyl blo yu upp.

Goh awayenow.

— Fayfully, Kobboldz
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BIG BAD BASE

The base is a decrepit warren filled with rickety,
belief-powered kobold artifices, magical biomantic
storage apparatus, and recent signs of sprucing up
at the hands of the Frockit clan. Read or paraphrase
the following when the party arrives at the lair.
Note, the metal crate mentioned in the read-aloud
relates to the ooze in Clues 1 and 2.

Atthe end of a twisting, root-strewn path through
dense jungle forest, a large wooden facade sits
inamossy rock face riddled with tunnels, broken
machinery, and misspelled graffitl. Signs of ne-
glect are plentiful: the wooden staircase’s planks
hang loose, the scent of mouldering lumber
perfumes the air, and large cobwebs can be seen
down the tunnels. However, it’s also clear the.
goblins have been at work. Wheel tracks and foot-
prints lead into every tunnel, and an array of small
towers in the farecourt—presumably the Frockit
clan’s offices—can be reached by ladders.

The air tingles, as if anticipating the hunt ahead,
while the distant sounds of the industrious goblins
are muffled by the foliage behind you. Alarge
smiley face is drawn in chalk on the ground and
surrounded by yellow and black twisted ribbon.
Some ten feet to its right is a large, heavy-ooking
metal crate that occasionally vibrates, shifting a
few millimetres across the bareock floor.

GENERAL FEATURES
The lair has the folloveing fearures:

Ceilings, Walls, & Floors. The surfaces of the lair
are all made of a magically-reinforced, black rack
that can't be damaged by nonmagical means, or by
spells of 5th level or lower. The ceilings undulate
between 10 and 15 feet high

Doors. Any locked door requires a Dexterity
(thieves® toals) check to unlock (see table on page
269 for DC). The metal doors have AC 19, 27 hit
points, and immunity to peison and psychic dam-
age. Also, they re almost all trapped.

Light. The lair is dark, except for the tanks,
which shed dim light in a 10-foot radius (see
“Tanks” below), and the main chamber (see
roomm 14, page 267)

The lair is filled with a combination of traps fash-
ioned by kobolds and Dr. Stein, as well as apparatus
that can easily malfunction after years of neglect.

Explosive Barrels, The barrels with a red drag-
on’s head symbol painted on their top are filled with
explosive liquor. If a barrel takes 5 or more fire or
lightning damage at once, it explodes. Each creature
within 10 feet of an exploding barrel must make a
VDG Dexterity saving throw, taking Vdam fire
damage, or half as much damage on a suceess

Tanks. Four huge brass tanks filled with u solu-
tion of glowing, blue Mut-x shed dim light in a
10-foot radius. One can be found in each of rooms
3,4, 10, and 13. The vats have a variety of levers,
wheels, and pulleys. If a creature messes with any
of them, roll a d20. On an L1 or higher, Mut-x
sprays out at all creatures within 10 feet of the
tank; each creature in the area must make a VDC
Constitution saving throw or develop a random
mutation from Table A of the Biomancy Traps
section (page 262).

Weighted Triggers. Traps that use weight as
trigger required a weight greater than 69 pounds to
trigger (the average weight of a kobold is 30 pounds
and the average weight of a goblin is 40 pounds).

BIOMANCY TRAPS

Some of the traps and environmental features of the
base have been influenced by the Mut-x and latent
biomancy magic permeating the area. Mut-x is a
blue liquid that is quickly absorbed by biological
matter, rapidly aliering it in unpredictable ways. If
a creature fails a saving throw against a biomancy
trap, they must roll on Table A to determine the
nature of the mutation, and ‘T'able B to determine
its duration. Some results in Table A prompt you
to roll on Tables C and D. A creature can only gain
each type of mutation once; if it rolls the same mu-
tation twice, nothing happens after the second roll.
‘The greater restoration spell or similar magic can
remove one of the effects per casting of the spell
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TABLE A: MUTATIONS

d6

2

3

4

5

3

Mutation

Vulnerability

Debilitatio

Two Left Feet

Webbed H:

iands

Literal Third Eye

Resistance

TABLE B: DURATION

da
1

2
3
4

Effect

Thecreature gains vulneral
toa random damagetype in
TableD.

Thecreature has disadvantage
on ability checks and saving
throws associated with one
random ability from Table C.

Thecreature's walking ap-
pendages deform; it gainsa-1
penalty toits AC and its walking
speed is reduced by s feet.

The creature gains a swimming
speed of 20 feet o, ifitalready
hasa swimming speed. this
speed ingreases by 10 feet. In
addition, it has disadvantage
on Sleight of Hand chedls.

The creature grows athird eye
and has advantage on Percep-
tion checks and initiative rolls.
In addition, it has disadvantage
on Perstiasion checks against
humanoids that can see the eye.
The creature gains resistance
toa random damage type on
TableD.

Duration

10 minutes

+ hour
1day
1week

TABLE C: ABILITIES

ds

Ability

Strength
Dexterity

Canstitution

Intelligence
Wisdom
Charisma

TaBLE D: DaMAGE TYPES

&0 DamageType Resistance Description
The creature’s skin secretes a
liquid that causesthe acid to
bubble and turn to.. water?
Layers of thick furand blubber
coat the creature, insulating it

1 Add

2 Cold

The creature's skin billows
thick smoke, extinguishing
flames before they strike.

3 Fire

Force energyis deflected, as
ifby an impossibly strong
magnet.

The lightning ripples across.
the creature's skin, earthing
itselfatits feet

4 Force

5 Lightning

The creature's flesh appears to
grow backin rapid, cancerous
lumps:

6 Necrtic

The creature’s lymphatic
system inflates assame sort of
antitoxin suffusesit

7 Poison

The creature’s single-minded-
ness prevents any newropathic
overstimulation

8 Pgychic

The creature’s skin turns
golden, absorbing radiation in
avarm glow.

9 Radiant

Abarrier of low pressure
air surrounds the creature,
distortingts breathing and
footsteps.

10 Thunder



The following locations are keyed to the map of the
Big Bad Base (page 264).

L1 - STAIRWAY .

“This steep stairway of polished rock has a gradient
of over 45 degrees and a rope bannister on the left.
If a creature forgoes using the rope, it must suc-
ceed on a DC 15 Dexterity (Acrobatics) check to
reach the top.

Trap: Mut-x Pit. Dr. Stein adapted one of the
Kobold's traps. Ask for your party’s marching arder
before they attempt to navigate the stairs.

“Trigger. If a creature that weighs more than 69
pounds uses this bannister, the trap is triggered
‘when that creature reaches the penultimate step,
and grease begins to pour out of a small tunnel
up to the lefr. Furthermore, the floor at the bot-
tom of the stairs retracts to reveal a 5-foot-wide,
10-foot-long, 20-foot-deep pool of Mut-x.

Falling. This trap can quickly become a comi-
cal ehain reaction of creatures falling into one
another. Fach creature on the stairs, starting
with the lowest, must make a DC 15 Strength
saving throw. On a success, that creature halts
its descent and becomes stationary.

If a creature immediately above a stationary
ereature on the stairs fails its saving throw, it
crashes into the stationary creature below it.
The stationary creatute must then make an
additional Strength saving throw, the DC for
which equals 15 plus 5 for each additional crea-
ture that has collided with it

A creature that falls all the way to the bottom of
the stairs falls into the pool of Mut-x. A creature
standing on top of the hidden pool must suc-
ceed ona DG 15 Dexterity saving throw or
fallinto the pool.

Consequences. Each creature that falls into the
pool takes Vdam acid damage and must make a
VDG Constitution saving throw or be sub-
jeet to a random mutation from Table A in the
Biomancy Traps section (page 262).

STORAGE CRATES S

This corridor storage room is lined with old crates
filled with rotted food, moth-eaten cloth, and unre-
fined ore, A stack of barrels with painted red dragon
heads on top stands to the southeast, with a further
barrel to the south

Lame Loot. A creature that spends 10 minutes
making an Intelligence (Investigation) check to
look through the crates finds usable cloth, leather,
and iron ore, each with 4 value in silver pieces equal
to the result of its check. On a result of 20 or higher,
the creature finds one sokeile mote of earth (a magi-
cal component).

3 - TANK ROOM ON _—

To the northern side of the room, a 15-foot-tall tank
made of brass glows with the blue liquid that fills

it. Pipes run from the specially-treated barrels filled
with yellow acid into the tank. A stack of barrels
with a red dragon's head sits to the west. A locked,
thick, metal door with a keyhole can be found
through a short corridor to the northeast. Creatures
with a passive Perception of 15 or higher notice a
scent not dissimilar to a skunk’s, A successful DC
15 Wisdom (Perception) check reveals this scent
to be coming from vials stored in the ceiling, one of
which is broken

‘Trap: Door. The doaor is trapped against any
attempt to unlock it, as revealed by a successful
DC 15 Intelligence (Investigation) check. The
trap can be disarmed with a successful Dexterity
(thieves’ tools) check (see table on page 269
for DC). A creature that tries to unlock the door
swithout disarming the trap, or who fails the check
to disarm the trap by 5 or more, causes the vials of
wreated skunk juice above to break, pouring on all
creatures within the 15-foot-long corridor to the
south of the door, dealing Vdam poison damage
and causing them to stink. Until a stinky creature
spends an hour in a hot bath or otherwise removes
the smell, other creatures that can smell have ad~
vantage on Wisdom (Perception) checks to detect
them. The door can be unlocked from its north side
without triggering the trap.

4 - TANK ROOM TWO 18

Much the same as Tank Room One to the west,
this room is replete with barrels and a huge brass
tank filled with glowing blue liquid. Pipes run from
the specially-treated barrels filled with yellow acid
into the tank. A room leads off to the east, a short
corridor leads to the south, and a small alcove sits in
the southwest.
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“Trap: Bag of Spiders. In a small alcove to the
southwest is a small sack filled with coins... and spi-
ders! A creature that succeeds on a DC 12 Wisdom
(Perception) check notices the small, silk-wrapped,

elowing tank can be seen in the room to the north
and fainter blue light shines down the corridor from
the east. Three sacks of scrap metal, nails, and other
rusty iron ernalia are stacked to the south,

desiccated corpses of Tiny beasts. A creature that
opens the bag must succeed on a VDC Dexterity
saving throw, taking Vdam poison damage on a
failure, or half as much damage on a success. The
bag contains silver pieces equal to fifty times the
adventure’s level.

{5 - Fover

This area appears to be a storage room with barrels
stacked around its periphery as well as some held

in netting tied to the ceiling (revealed if a character
lnoks up or succeeds on a DC 10 Wisdom (Percep-
tion) check). There is a 10-foot-wide metal door
with a keyhole at the nerthern end.

Trap: Door. This door aims to trick an intruder
into thinking they have unlocked it so that they
turn the handle and trigger the trap. The door is
welded shut; there is no breeze through the crack in
the door as revealed by a successful DC 15 Wis-
dom (Perception) check. There is a keyhole, but
it can’t be pecked through re see the room beyond.
A creature believes it has unlocked the false lock
within the door on a successful DC 10 Dexterity
(thieves’ tools) check

The trap is on the door's handle, as revealed by
a successful DC 15 Intelligence (Investigation)
cheelc of the handle (or a DC 20 check of the door
in general). If the handle is turned, it releases the
barrels of oil held by netting above the door, which
explode in a 20-foot-radius sphere of ol centred
on the door, covering the area in a permanent,
nonmagical effect identical to the grease spell. In
addition, immediately after the trap triggers, each
creature in the area gets covered in grease and has
disadvantage on Dexterity saving throws until
it spends 10 minutes cleaning itself. If there is an
exposed flame in this area, the oil ignites and each
creature must make a VDG Dexterity saving
throw, taking Vdam fire damage on a failure, or
hall as much damage on a success.

This 15-foor-by-20-foot raom has huge stacks of
barrels marked with red dragon heads in various
alcoves. To the south is an unlocked wooden door
leading to the common Toom (room 7). A huge,

one of which contains a clockwork dragon

Trap: Clockwork Dynamite. On a successiul DG
10 Intelligence (Investigation) check, a creature
finds a miniature clockwork dragon in one of the
sacks to the southeast. A successful DC 15 Wisdom
(Perception) check spots dynamite within it. A suc-
cessful DC 20 Intelligence (Investigation) check
reveals that if wound up and released, the dynamite
lights, the toy walks 15 feet in a straight line, and
then it explodes. Each creature within 10 feet of the
toy when it explodes must succeed on a VDC Dex-
terity saving throw, taking Vdam thunder damage
on a failure, or half as much damage on a success.

17 - COMMON ROOM =SSR

This room appears to have been recently vacared;
mugs of ale are half drunk and food is half eaten.
“The room has an enormous threadbare rug upon
which stand three large tables. Two tables are
made from huge slibs of stone, while the third table
appears to be made from half an enormous femur.
Dragon-marked barrels are stacked in the north-
western corner. Two unlocked doors lead out to the
south, one to a balcony overlaoking the forecourt
from which the adventurers entered, and the other
10 a rickety staircase descending to that area. There
is an unlocked door to the north, and a locked
wooden door (DC 10 Dexterity (thieves’ tools)
check to apen, AC 15, 10 hit points} to the east.

8 - TESTING ROOM LN

This room used to be used for testing the kobolds
destructive technologies, all in sight of the shrine
to the many-headed Dragon Queen o the south.
The floor is pockmarked with small craters and is
a mincfield of still-unexploded ordnance. Unlike
the rest of the dungeon, the floor here is a sandy
surface.

Trap: Mines. Small dynamite charges have been
attached to rusty pressure plates concealed beneath
the sandy floor. Whenever a creature moves onto
one of the spaces highlighted with a red circle, roll
a d20 (or roll these ahead of time, as many rolls can
happen in quick succession). On an 11 or higher,

it explodes. Each creature in the space when it ex-
plodes must make a VDG Dexterity saving throw,
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taking Vdam thunder damage on a failure, or half as
much damage on a success.

A creature can find a mine and brush the sand
off it without it exploding with a successful VDC
Dexterity (Investigation) check. Once revealed, a
mine can be safely destroyed with a DC 15 Dexter-
ity (thieves” tools) check or temporarily disabled
(s0 it can later be re-armed) with a successful DG
20 Dexterity (thieves’ tools) check. On a failure,
the trap detonates and the creature attempting to
destroy or disable it automatically fails its saving
throw against i,

f9 - Corribor SN

This simple corridor has a small tunnel leading
off to the north. It contains a pouch with a bag of
mushrooms in it: two doses of preserved Noradre-
110 mucorales (see page 333). "The properties of
these mushrooms are revealed by a successiul DC
14 Intelligence (Nature) check. Rooms lie to the
east and west, and a short staircase drops down to
the south.

10 - TANK ROOM THREE

Containing an identical tank to these in rooms 3
and 4, pipes run from the specially-treated barrels
filled with yellow acid into the tank. Many barrels
are stacked to the south. A ledger, written in Gob-
lin, sits on a crate to the south. It details the value of
the treasure moved into the lair's treasury (see table
below). Clever players may realise, after the party
kills The Motherload, there is more treasure to be
found than is listed in this ledger (and that they can
get away with taking some!).

BOGBOLZ'S LEDGER OF LOST TREASURE

Huntlevel  Treasure Moved to Treasury
15t 1,200 gp
6th 16,400 gD
mh 56,000gp

Clue. A note scrarched in the margin of the ledg-
er details that the goblins must carry the treasure by
hand, 50 as not to be too heavy!

iy, ey,

LOADING AREA ——

This large cavern is home to empty stables, wheel
tracks, and a cart filled with barrels in the midst

of being removed. A tunnel leads to a room that
glows with dim blue light to the north. A staircase
leads away to the southwest, close to which is a
erack large enough for a Small or smaller creature to
squeeze through.

Trap: Pressure Plate. Dr. Stein adapted one of
the kobolds’ traps. Ask for your party’s marching
order before they attempt to navigate the stairs

Trigger. If a creature that weighs more than 69
pounds walks on any of the top three steps, the
stairs retract to form a steep slide and the floor at
the bottom of the stairs retracts to reveal a 5-faot-
wide, 10-foot-long, 20-foot-deep pool of Mut-x

Falling, This trap has the same mechanism as
Mui-x Pic in room 1 {page 263).

Consequences. This trap has the same conse-
quences as Mut-x Pit in room 1 (page 263).

{12 - THE DIT_— S

This long corridor has several shallow cubbies in
the walls along its length. A faint blue glow and
abjects that look like machinery can be seen at the
far end. A chalk smiley face covers a 5-foot-square
area of the floor.

Trap: Pit. The middle 25 feet of this corridor are
a pit cavered with a flimsy substructure and blue
clay baked to look like the surrounding stone. The
chalk smiley face is drawn on the southernmaost
5-foot-square of the trapped area. A successful DG
14 Wisdom (Nature) check identifies that this sec-
tion of floor is different from the surrounding rock.
1f more than 69 pounds of weight is applied to any
S-foot-square space in the irapped area, the entire
floor gives way. Each creature in the area must
succeed on a VDC Strength saving throw to press
its feet and arms against the wall in an attempt to
stop itself from falling. On a failure, a creature falls
10 feet onto sharpened metal spikes, taking Vdam
piercing damage.

Once activated, a creature can stem its way down
the tunnel by pressing its hands and feet against the
opposite walls. To do so, it must succeed on multiple
DG 12 Strength (Athletics) checks; each success-
ful check allows it to move 10 feet down the hall. A
creature with a climbing speed has advantage on



these checks. Failing either check results in the crea-
ture falling onto the spikes as described above.

13 - TANK ROOM FOUR —

“This room is almost identical to the other tank
rooms; it has a huge tank that glows with a dim blue
light and four barrels of acid that feed the tank. It
doesn’t contain any traps. The chamber to the west
contains thousands of flating blue lights that bathe
the large chamber in a dim glow.

14 - THE MAIN CHAMBER

This is the room in which the party can fight The
Motherload. ‘This 80-faot-square chamber is dimly
lit by sparkling blue glowflies whose light reflects
off the surface of a pool in the room’s centre. A wall
of fungus brightly lights the northern 10 feet of the
room, and sheds dim light for an additional 10 feet.

When the party first enters this room, read or
paraphrase the following:

This large chamber—some 80 feet across—is
filled with irritating caustic fumes and floating
iridescent flies that bathe the entire chamber
in dim light. A wall of brilliant luminescent fungi
covers the northern wall, shedding bright light
fora short distance. A large pool of deep blue
liquid fills the centre of the room, its surface
some 5 feet below the ground on which you
stand. The pool itself seems te be filled with all
manner of treasures: coins, plates, jewellery.
©Oh.... and many, many bones

Hazard: Acid Pool. The pool of blue liquid in the
centre of the room is 200 feet deep and filled with
acid. The round around it is 5 feet above the sur-
face of the acid. A ereature that enters the acid for
the first time on its turn or starts its turn there takes
'Vdam acid damage. Oozes are invisible while under
the acid’s surface.

Tracks. A successful DC 9 Wisdom (Survival)
check identifies that the goblins tracks lead to the
room in the northeast corner.

Traps: Glyphs of Warding. Glyphs of warding
can be found on the ceiling of the short corridors
to the northeast and northwest. They are nearly
invisible, requiring 2 VDG Intelligence (Investi-
gation) check to notice, and a DC 11 Intelligence
(Arcana) check to recall how such glyphs function.
1f a creature weighing more than 69 pounds walks
underneath the glyph, it detonates and each crea-
ture within 20 feet of the glyph must make a VDC
Dexterity saving throw. On a failure, a creature
takes Vdam lightning damage (for the glyph in the
northeast) or cold damage (for the glyph in the
northwest). On a success, a creature takes half as
much damage.

15 - THE TREASU QR

Dragon heads set into the periphery of this room
gush warm water into a series of natural pools,
which drain through miniscule cracks. The water is
warm and has only a slight sulphurous scent, perfect
to wash off the dirt of battle and the stink of skunks.
A few copper coins wedged in cracks in the floor
indicare this was likely the lair's treasury.

Hazard: Mutation Pool. Unfortunarely, the wa-
ter has been contaminated with Mut-x. A creature
that touches the water must succeed on a VDG
Constitution saving throw or gain a random
mutation from Table A in the Biomancy "Traps
section (page 262).

{16 - THE OFFICE S,

In the northwest corner, a desk is strewn with
scrolls, papers, and books. The splash of water and
scent of old eggs wafts from the southwest corner,
A large safe sits nestled in an alcove of rock in the
room’s centre.

Hazard: Mutation Pool. A series of natural pools
are fed by the warm, slightly sulphurous water
that pours from the stone dragon heads around its
periphery. The water is the perfect temperature
in which to relax sore muscles and ring oil from
clothes. Unfortunately, it has been contaminated
with Mut-x. A creature that touches the water must
succeed on a VDG Constitution saving throw or
gain a random mutation from Table A in the Bio-
mancy Traps section (page 262).

Treasure: Spell Scrolls. On the desk are several
waxed and sealed vellum tubes: spelf wrolls! There
are two, three, and four srofisin the 1st-, 6the, and
Lith-level versions of this hunt, respectively. Roll
244, 3d6, or 4d8 for the apprapriats level of hunt
and consult the Biomancy Treasure table to deter-
mine which spel/ seralls are available.

Grarring | PoiriEbRoOE mu“*,

Treasure Safe: Spellbook. Inside the safe (AC
19, 50 hit points, can be unlocked with a successful
Dexterity (thieves tools) check (see table on page
269 for DC) is one of Dr. Stein’s old spellbooks.
It contains all the spells in the Biomancy Treasure
table below (four at 1st level, six at 6th level, and
eight at 11th level):

BIOMANCY TREASURE

dajs/a Huntlevel Spells SpellLevel Page

1 pinsGneedles  Canwip 509

F ‘5“:‘"- chameleonskin 1t 500
nd

3 endoleech 2nd 502,

4 preserve and. 509

5 aippit! 3rd 514
sthoth

& frogskin 4th so4

7 bone cage sth 199
nth

8 lunghurst 6th s07

A SPELL SCROLL




THE BATTLE AHEAD

The Motherload needs to be coaxed out of the acid
poel using treasure as bait. While waiting for the
this Garugantuan ooze to arrive, smaller ereatures
are attracted to the bait and attack the party, whom
they see as competitors. All three waves take place
in the main chamber, with the first two waves last-
ing 3 rounds each.

Thee Bait. In order to start the bartle (and attract
“The Motherload), the bait must have a value in
old pieces equal to fifty times the hunt level (50,
300, or 550 gp). Bogbolz provides the party with rat
meat and viscera to mix in with the treasure before
they enter the base. Shortly after the bait is placed
within 10 feet of the pool, wave 1 begins.

THE MOTHERLOAD'S LAIR

The Motherload’s lair is a third-hand affair, previ-
ously used a5 a biomantic laboratory by Dr. Frank
N. Stein and, before him, as a lair for the dragon
Tuckerthranx the Red (and his retinue of kobolds).
Ttshows signs of all s different tenancs, from bio-
mantic apparatus to claw marks and kobold graffiti.

REGIONAL EFFECTS
The area within 6 miles of The Motherload's lair
has the following unique properties:

+ Biomantic Adaptations. Polyhedroozes occur
where biomantic magic, specifically Mut-x, has
been unleashed. This magic affects all sorts of
fauna and flora, resulting in creatures and plants
that have the morphology and traits of other
specimens in che region, For example, a cloaker
might have a roper’s tendril attack
Malleable Mood. Creatures affected by Mut-x
often take on the psychological traits of any pow-
erful creatures that occupied the area, Polyhed-
roozes near a former black dragon’s lair may be
especially cruel, while those in proximity to an
archfey might be tricksy. Here, for example, the
polyhedroozes are especially greedy for treasure
* Reactive Mutations. Some creatures have the

Reactive Mutations trait, raising their GR by 1
Tmmediately after the creature takes damage, it
gains resistance to that damage type. The crea-
ture can have a number of resistances from this
wrait equal to its proficiency bonus. If the creature
has its maximum number of resistances, the old-
est resistance is lost when a new one is gained.

+ Polyhedrons. Rocks, speleothems, and plants
form in distinctly geometric patterns, often s
perfectly symmetrical polyhedra

Environmental Boon: Biomantic Overload.
Every 10 minutes a creature spends in the lair or its
forecourt, that creature must make a VDG Gon-
stitution saving throw. On a failure, the creature
becomes ‘primed’ and doesn't make any more
Constitution saving throws for this hazard. The
first time a creature takes damage after it becomes
primed, it gains resistance to that damage type.
“Thhis resistance fades when the creature spends one
hour away from the lair,

Helping Hand. At any time during the battle,
Bogbolz can appear, throwing a splash potion at

a point she can see within 60 feet of her. Each
creature in a 10-foot-radius sphere centred on
that point gains the effect of the fesser restoralion
spell and regains Vdam hit points. She then hobbles
away grumbling “Gods damned health and safery
nightmare...”

LAIR ACTIONS

‘While The Motherload lives, it can invoke the am-
bient magic of Tuckerthranx and Stein’s lair (o take
laix actions. The saving throw DCs and damage of
the lair actions depend on the level at which you
run the hunt, as shown in the Variable Lair Action
Statistics table.

VARIABLE LAIR ACTION STATISTICS

Dexterity
S R aiiipe T
15t " 12 20d4)
6th 13 19 5(2da)
Tth 15 26 10 (3d6)
A - B
GMTiP

Write down the information in this table for your
hunt level 50 you don't have to keep flicking back
and forth!

~ - -

Lair Actions. On initiative count 20 (losing ini-
tiative ties), The Motherload takes a lair action to
cause one of the following effects. See the table on
the previous page for the Vdam and VDC.

+ Acid Wave. A 15-foot-wide, 15-foot-tall wave
of acid erupts from a pool in the lair, travelling
30 feet along the ground in a direction of The
Motherload’s choice. Each non-ooze crea-
ture in the area must make a VDC Dexterity
saving throw. On a failed save, a creature takes
Vidam acid damage and is knocked prone, On a
success, it takes half as much damage and isn’t
knocked prone.

Spiteful Adapiation. Biomantic magic sur-
rounds one creature in the lair, which must
succeed on a VDG Constitution saving throw
or gain valnerability to one random damage
type as its skin mutates. The creature can repeat
the saving throw at the end of each of its turns,
ending the effect on a success.

RANDOM DAMAGE TYPES

diz Damage Type
1 Acid

2 Bludgeoning
3 Plerding

4 Slashing

5 Cold

6 Fire

7 Lightning.

8 Thunder

L Necrotic

10 Radiant

n Poison

12 Psychic

e
Guapren o | Poivuzonoozs 269 g} e
=

WAVE [: OPPORTUNISTS

The Maphrok jungle is a dangerous place, and lay-
ing out treasure and meat is sure to attract unwel-
come guests. The same is true here; oozes hanging
out motionless on the ceiling drop down to attack
the party, and various monstrosities in search of
food and treasure emerge from dark places

ENEMIES
“The enemies in wave 1 are hunters and scavengers,
creatures with no desire or compunction to fight
together.
Level 1. At st level, the wave 1 combatant is:

+ 1 gray ooze (CR %)
Level 6. At 6th level, the wave 1 combatants are

+ 1xom (CR5)

+ 2 ochre jellies (CR 2)

Level 11, At 11th level, the wave 1 combatants are:
*+ 1weakened behir (CR 8, 126 hit points, Light-
ning Breath deals 35 (10d6) lightning damage)
+ 2 black puddings (CR 4)

TACTICS

Behir, Though not detailed in its stat block, the
behir is capable of travelling through narrow, twist-
ing tunnels without squeezing, For this reason, you
can have the behir emerge from  (Medium-sized)
crack in the ceiling of the cavern, With a low Intel-
ligence, the behir isn't capable of predicting indi-
vidual ercatures' strengths or weaknesscs.

Xorn. The xorm wants the gems and precious
metals that are in the party’s bait. If it's within
reach of the bait, it uses its bonus action each turn
1o consume some of the treasure. After three rounds
(and one-quarter of the treasure is consumed), it
is satiated and leaves. Note: this doesn't affect the
progress of the combat, it's just for flavour

Fleeing. The behir or xorn has a good survival in-
stinct and will flee when it has fewer than two-fifths
of its hit points remaining, The 0ozes have a much
weaker sense of self-preservation and will fiee only
when reduced to one-quartes of their hit points or
fewer, All creatures use the Dash action rather than
the Disengage action; they have a low Intelligence
and no combat training.



The smaller polyhedroozes have been moulded by
Tuckerthranx’s greed and float to the surface of the
acid peol to engulf the bait. Unfortunately, they
aren't very clever or observant, and emerge closer
to the characters than the treasure. In addition,
ambush predators hiding in the shadows choose this
moment to unveil themselves, trying to abscond
‘with a good meal. Roll initiative at the end of the
third round, having the new enemies join the fray
on their initiative count of the fourth round. You
can read or paraphrase the following:

Withnary a ripple, multi-sided cozes roll their
way up the bank of the pool. Within each are a
few miner trinkets—some silver coins, a locket,

and bones aplenty.

ENEMIES
“The enemies in wave 2 are smaller polyhedroozes
that have been plaguing the goblins, as well as one
ambush predator.
Level 1. At 1t level, the wave 2 combatants are:

- 1 darkmantle (CR %)

+ 2 tetrahedroozes® (CR 14)

Level 6. At 6th level, the wave 2 combatants are:

» 1roper (CR 5)

« 2 hexahedroozes® (CR 3)

« 3 tetrahedroozes® (CR %)
Level 11. At 11th level, the wave 2 combatants are:
+ 1 decahedrooze™ (CR 9)
- 1 cloaker (CR §)
+ 1 octahedrooze® (CR 6}
- 2 hexahedroozes*® (CR 3)

*Sec Appendi C

TacTICS

Polyhedrooses. During the third round, the pol-
yhedroozes position themselves in the acid pool

so that, on the turn they emerge, they are able to
reach the adventurers. In practice, this means they
emerge wherever you, as GM, desire. The nozes
aren’t intelligent enough to coordinate attacks, nor
adjust a poor tactic that isn’t working, The oozes in
the 6th- and 11th-level hunt have legendary actions
which you can distribute as you wish; all three after
one character’s turn, or a different ooze after each
character's tum.

Ambush Predators. These predators aren’t out to
«eat the entire party; one victim will suffice. They fo-
cus all their efforts on one individual, aiming to kil it
and/or drag it away for dinner. These predators can
appear wherever you like; they have lain dormant
and unseen, roosting on the ceiling or in a crevice.

Darkmantle and Roper. The darkmantle or
roper is unintelligent, picking a target at ran-
dom. In fact, the darkmantle is so stupid you
might have it intentionally target the adventurer

with the highest Strength and AC. It is advan-
tageous for the roper to be attached to a ceiling
or wall on the apposite side of the acid pool
from the adventurers. This way an adventurer
that succeeds on a check to free itself of the
tendril is more likely ro fall into a pool of acid if
they escape from its grapple.

Cloaker. Conversely, the cloaker chooses its
targer asturely. Creatures with low Strength and
fewer hit peints than the cloaker are a favourite
target; due to the cloaker’s Damage Transfer
trait, a creature it grapples is likely to be killed
before the cloaker dies. However, above all
else, the cloaker targets a creature away from
sources of bright light, and away from the rest of
the group. As soon as creatures come within 60
feet of the cloaker, it uses its Moan action in an
attempt to frighten them, preventing them from
getting closer.

Fleeing. As in the previous wave, the oozes flec
only when close to death (one-quarter of their hit
points or fewer}, while the ambush predators retreat
when below two-fifths of their hit points. Both use
the Dash action rather than the Disengage action.



WAVE 3. THE MOTHERLOAD

The Gargantuan polyhedrooze that stole the treas-
ure finally emerges! It rolls initiative on initiative
count 0 of the sixth round, appearing on its initia-
tive count during the seventh round.

A huge, multi-faceted mass of pale green coze
floats to the surface of the pool, causing a slight
swell to splash up onto the surrounding ground.
Inside the ooze are all manner of precious
objects: coins, gems, goblets, and more. The ooze
rolls its mass onto the treasure pile, adding the
meagre heard to the riches within it, and rapidly
dissolving the chunks of rat offal.

ENEMIES

In wave 3, the enemy is the Gargantuan polyhed-

rooze known as The Motherload. Regardless of the

size in the creature’s stat block, The Motherload

ooze is Gargantuan, and can use its Engulf action

on Huge or smaller creatures.

Level 1. At 1st level, the wave 3 combatant is:

+ 1 hexahedrooze® (CR4; Gargantuan, with 1

legendary resistance and a walking and climb-
ing speed of 30 feet)

Level 6. At 6th level, the wave 3 combatant is:
+ 1 dodecahedrooze* (CR 13; Gargantuan,
with 2 legendary resistances and a walking and
climbing speed of 30 feet)

Level 11. At 11th level, the wave 3 combatant is:
+ licosahedrooze® (CR 20)

“See dppendic €

TACTICS

The Motherload is asimple creature with low In-
telligence. It initially uses its Engulf action (as part
of its Multiattack) to move onto the treasure, and
then immediately turns its attention to the party. It
chooses targets for its pseudopod attacks at random
and moves towards the nearest creature. When it
has one-quarter of its hit points or fewer, it tries

to retreat back into the acid pool, using the Dash
action rather than the Disengage acrion

Retreat. If The Motherload successfully retreats
back into the acid pool, it is almost impossible to
attack: it is invisible while in the acid, which is also
very deep. [t can be coaxed into reemerging after 1
hour (after it finishes a short rest) if the party lays out
treasure of an equal value to what was first used as
bait and each creature is at least 40 feet from the edge
of the acid pool. The Motherload uses its movement
to move onto the new treasure pile and Engull it, If it
starts its turn with less than one-quarter of its hit point
maximum, it immediately re-retreats into the pool.

f OPTION

E
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ENDING: RISING TID!

If you're running a one-shot, there might not be
‘much point in continuing the game after the epic
boss battle. Instead, you can use this optional end-
ing o give an epic, climactic conclusion to the hunt
‘When The Motherload is slain, a wave of biomantic
‘magic thrums through the lair in an ethereal teal
wave. Read or paraphrase the following:

A disc-like wave of teal energy erupts from The
Motherload as the enormous ooze melts into

a puddle of goop, the metal and bone within

it dattering 1o the ground. A sound like aged
machinery grinding off layers of rust echoes
through the lair's walls and the pool at the centre
of the room begins to bubble. Like a storm-driven
high tide, the blue, gelatinous liquid rises higher
and higher, threatening to overflow.

Each creature in the lair must immediately suc-
ceed on a VDG Constitution saving throw against
the wave of teal biomantic energy or develop one of
the random mutations on Table A in the Biomancy
Traps section (page 262). In addition, the pool of
acid begins to rise and flaod the lair. 1t spreads 30
feet outward on initiative count 0 of each round,
finding cracks under doors and through barricades. A
creature that starts its turn in the acid, or moves into
the area for the first time on its turn, takes Vdam acid

immediately sends a team to count the treas-
ure. If there is less treasure than in the ledger,
Bogbol: will accuse the party of stealing it and
dock the difference from their pay. Note: The
Motherload carries more gold than the amount
recorded, so the party can take some without
drawing Bogbolz's ire
1f the party argues with Bogbolz about this, she
quickly has several hundred goblins at her back.
+ The Frockit clan pays the agreed reward, less
any deducrions, and continues building the lair.
+ Heliana is proud of the party for helping what
civilised folks call a ‘monstrous race’ and pre-
pares them a classic goblin dish. I’s disgusting.
+ Murdob’narob is actually Baron Bodrum, who's
decided to try his hand at being a villain. If the
base is cleared, he does some villainous stuff.

CACOPHONICS —

Upon hearing the adventurers' tale, Cacophonics,
the Loot Tavern’s bard, creates the following song:

Down in The Low where our wanderers go
The lair of Francis Stein

There’s a treasure trove the goblins tried
Tomove it allin time

No one could know that hiding below
The acid was biding time

damage and must succeed on a VDG G
saving throw or develop a random mutation from

Table A (page 262). A creature thar makes it to the
forecourt is deemed safe and has survived the hunt.

AFTERMATH

Here are some possible outcomes of the hunt:

+ The goblins talk a lot, and soon biomantic mag-
ic is seen more and more frequently throughout
the world. People remark with wonder when
the player characters use biomantic magic.

The Frockit clan offers the party a 10% dis-
count on any rooms or buildings they may want
constructed in their dungeon/castle/lair/base.
According to Bogboli's ledger, The Motherload
stole a certain quantity of gold from their cli-
ent’s treasury (see the Bogbolz's Ledger of Lost
Treasure table on page 266). Upon the adven-
turers’ emergence into the forecourt, Bogbolz

And the ooze its way
Up to the pool side

Shining gifts it couldn't resist
But it leamed to resist attack
So be sure to keep a careful eye
And navigate the traps

The wanderers knew defeating the ooze
Would et be an easy feat
But the treasure promised with success

Makes the victory ever sweet

You cAN PLAY THE

SONG BY SCANNING OR
CLICKING ON THE QR
CODE, OR BY TYPING
i TrE URL seLow,

HELIANA.LT/POLYREDROOLE



TREASURE

In addition to the sped servdds and spellbook in the
office (room 16), The Motherload drops a wealth of
treasure. Note: the Motherload has consumed more
than just Murdob'narob’s stash; the actual treasure
that the Motherload drops is greater than what

is recorded in Bogbolz's ledger (see page 266).

A quick thinking character can easily pocket the
difference.

MOTHERLOAD'S TREASURE

e Total
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[CRAFTING .
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The Motherload (and any Gargantuan polyhed-
rooze you may use in the future) has the following
unique components, in addition to ones normal for
an ooze. The Motherload also drops a pair of zo
luck dice, a common, socketable item that can be
equipped on any mount o weapon, granting it a
small amount of luck. The food component for the
unique recipe is a phialof polyhadronss cose (blood).

GARGANTUAN POLYHEDROOZE HARVEST TABLE

ComponentDC  Components

Govey wishbone (up t05), phicl of bioran-

ticacid (=),
10 Phial of polyhedrooze poze® ()
15 Polyiedraozz vesicle
46 Polyhedrooze membrane (up to the num-

berof sidesthe ooze hach

The following unique items can be crafted from the polyhedrooze’s components.

POLYHEDROOZE CRAFTABLE ITEMS

Item Name Item Type Rarity Attunement Components Essence  Value®
Rare B Rabist  900gp
Bombooler  Wndrousitem Phial of biomantic acid
Very rare Potent  g300gp
Caltronze Wondrousitem  Uncommon — Phial of polyhedraoze coze  Frail 180gp
Uncommon Frail &o0gp
Flooze Weapon (flail] Required Gooey wishbones (3)
Very rare Potent  9,6008p
CozematCoat  Wondrousitem  Rare Required Polyhedroozemembrane  Robust  3500gp
Uncommon Fral 7008p
Slime-in-a-Skull  Wandrous item Required Polyhedrooze vesicle
Veryrare Potant  10,000gp
Ventilation Unit Phial of biomantic acid, phial
Wandrousitem  Rare Required I P pobust  2ac08

D20
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INTRODUCTION

This hunt, Tie Shining Shrine, is intended for 3 to 7
characters and is optimised for a parcy of 4 with an
average party level (APL) of 2, 7, or 12. Characters
who complete this adventure should earn enough
experience to progress all the way to 3rd level, one-
third of the way to 8th level, or two-fifths of the
‘way to 13th level, The adventurers must rid a holy
hot spring of a territorial and radiant fey owlbear
Atrer gathering information about this crearure,
the hunt culminates in a three-wave boss battle
against a variety of fey. This bartle is deadly and
uses the party’s entire daily XP budget. Equipment
for an extended fight and a means of creating magi-
cal darkness will prove greac boons in this endeavour.

BACKGROUND

The barrier between the Plane of Fey and the
Material Plane has always been loose around Sp-
ringarden, a bountiful, blossom-filled estate in the
heart of the Springwood. Tiny sprites and pixies
freely travel between the Planc of Fey's eternal sun-
set and the garden’s perpetual spring, Each year, a
confluence of stars weakens the barrier to the Plane
of Fey and marks the annual Feyfes, a fey-themed
festival. Drawn by the radiant energy that seeped
through the weakened barrier between planes i the
target of this monster hunt: the suneater owlbear.

Coming from the Plane of Fey, the suneater
owlbear is accustomed to the paliry solar offerings
of the eternal sunset. The midday sun of the Mate-
rial Plane, on the other hand, is practically a feast.
‘What the owlbear didn't account for was being
stuck on the Material Plane throughout its day-
night cycle, nor the hunger that arose from spend-
ing half a day in darkness.

Now, it has settled into Springarden, home of the
Blossom Unien, a sect of druid-monks that care for
the holy wood. The owlbear has made a lair of the
Union's most holy shrine and spends its nights sa-
tiating its hunger on the numerous giant, flying koi
that swim in its waters. The innate, soothing magic
of the garden has been twisted by the owlbear’s
psyche; travellers to the garden have experienced
alarmingly aggressive mood swings. Naturally, this
situation is quite an inconvenience for the Blossom
Union, who rely on the garden to attract pilgrims,
visitors, and coin, especially during Feyfest, which
is currently in full swing,

O ——

Here’s the main info to digest:
+ Which Monster? The suneater owlbear and its
following of sunsprites and faerie=o'-fires.

Monster’s Motivation. The suncater owlbear's

main drive is its hunger. It can’t feed on sun-

light at night and instead catches the garden's
koi, which it doesn’t find as satisfying as bright
daylight. It has made the garden its lair for now.

+ Monster’s Previous Actions. The owlbear has
desecrared the sacred pools of Springarden,
toasted a few monks with its Solar Beam, and
has driven away the pilgrims on which the
monks rely.

+ Wheresthe Monster? Springarden is a sprawl-
ing garden complex within the Springwood.
“T'he owlbear has taken up residence in front of
its main shrine, the destination of pilgrims.

ADVENTURE HOOKS o

Tt shouldn't be hard to get your players to enjoy a
jaunt into a forest of eternal spring and het baths!
However, if the image of beautiful blossoms shroud-
ed by hot steam isn’t enough, check out the follow-
ing hooks. Fieel free to use as many of the following
hooks as necessary to get the party to bitel Three-
flower (LG male gnome druid) acts as the main
quest-giving NPC for this hunt.

+ Curiosity: The Healing Forest. The Spring-
wood is said to be home to all sorts of fantastical
Deasts and fey. Not only that, but travellers
tell of the calming and healing properties of its
waters, and glimpses of a world lit by an eter-
nal sunset. If ever an explorer could discover
new delights, it's sure to be in the Springwood.
L’Arséne Upin® approaches the party, explain-
ing designs he’s made for magical items using
fey components.



Morality: Eternal Springtime of the Spotless
Garden. The monks and druids of the Blossom
Union care tirelessly for Springarden, nurturing
both its plants and the people that pass through
it. However, 2 malign force has corrupted the
calming effects of its waters, causing people to
become hyper-aggressive, Whoever can return
tranquillity to Springarden would find its dru-
id-monks in their debt.

Compensation: Tithes to be Taken. The party
comes across a wanted poster on a noticeboard
in an advencurer’s guildhall, town square, or on
Heliana's job board in the Loot Tavem itself.
Inaddition to menetary rewards (see the Hunt
Rewards table), it is said the shrine where the
owibear makes its lair is filled with all sorts of

HUNT REWARDS

Huntlevel Suggested Reward XP per Character

2nd 900gp 600
7th 5600 gp 3,600
12th 17,000p. 8.500

 THREEFLOWER

A druid by training, Threeflower is a timid gnome

of delicate sensibilities. Threeflower is dressed
in roughspun clothing with elements of moulted

feathers and fur harvested from crearures that died

of natural causes. He carries with him a partially

raged for 4 player chararters

SPRINGARDEN

Springarden is a sprawling, forested garden
in the heart of the Springwoed (a forest
located somewhere on the Material Plane)
and home to the Blossom Union, a group of
druid-monks. It is a sacred, peaceful place
which, through its entanglement with the
Plane of Fey, exists in a perpetual spring-
time bloom. The air is sweet with the scent
of new blossoms; a soft breeze rustles the
leaves and creates pleasing, delicate ripples
on the water's surface. In its remote, forested
domain, Springarden is typically a destina-
tion for pilgrims of nature deities, those who
seek sanctuary, and travellers seeking a hot
spring in which to dip their toes,

magical treasures. charred feather from the suneater owlbear (see Clue
1in Know ‘Thy Enemy, page 281), and a pet blink

squirrel named Moo.

Typically, the navure spirits that pervade
the grounds have a calming effect on its
inhabitants. However, of late, an aggressive

“Not playing in the Loot Tasern? No problerm, replace thiswith anocher

educared, crafiing-oriented pateon

‘Threeflower acts as the party's primary contact
for this quest and can give directions or guide the

“Though intimidated by the hustle and bustle
of a tavern, ho can be coaxed into trying a drink,

creature has upset this perpetual tranguillity,
turning the area into a ghost town.

Yo B Geres o spamy S

after which he quickly loses his inhibitions as he
becomes flushed, drunk, and loquacious about the
wrials and tribulations Springarden has endured. He
quickly relaxes when in nature.

party to Springarden. He has heard the news from his
sibling druid-monks and can provide some insights
into the creature (see Know Thy Enemy, page 281).
In return for the creamure’s head, the gnome offers a
reward callected from the pilgrims to Springarden.

The Journey There. Travelling along the
forested road to Springarden, the party is
likely to see examples of the magical influ-
ences permeating the woods. This journey
is a good time to introduce the ‘exploration’
clues on page 282. ‘The environment is
unique; you can use the following examples
to illustrate this:

+ The further the party journeys into the
woods, the less heed the plants seem to
pay Lo the season in the rest of the world,
The Icaves shift from a dry autumn gold,
to a deep, rich, summer green, before
receding into buds and giving way to
thick, pink blossoms.

Tiny, winged creatures leave trails of

sparkling dust as they flit from toad-

stool to dewdrop, disappearing into tree

trunks in a shower of sparkles.

« Ascurry of squirrels plays in the
low-hanging bough of a tree. They

have mare eyes than one might expect

(—
THREEFLOWER
Hirmancid (gnome), dvuid, he/bim
Personality, Nervousin new company;
relaxed in nature, kind, grateful.

Physical. Stocky, moss-green hair, rough-
spunclothing, accompanied by Mog

Desire. find 2 quiet sunlit comer and spend
his evenings smoking half-lesf

Fear.Offending peaple. eonfrontation, farest
fires.

Ve O, - Bille, Ao )i you ity ? No? Sor-
7. Mot wold ke 10 enowFyoid by "

. P — and teleport from branch to branch as
they chase one another. These are blink
squirrels,

+ The deeper the player characters travel
THREEFLOWER into the forest, the calmer they feel, and

the more brilliant the sunsets become.

1 square = 5 Feer
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Tracking. Springarden is remote, but the road is.
fairly well travelled can take as long as you want.
“Three checks and one success using the forest ran-
dom encounters starting on page 44 could narrate
the party’s journey, with each check taking a day
Try to avoid having the party enter the owlbear’s
lair while fatigued or low on resources.

KNOW THY ENEMY

Threeflower has stories collected from his sibling
druid-menks to impart to the party. Whether in the
Loot ‘Tavern, or encountered as the party passes
through the Springwood, Threeflower is more than
willing to share these insights. Alternatively, you
can divulge the clucs through encounters with the
strange environment en-route to Springarden. Each
of the following clues lists ways in which you can
hint at the owlbear's traits. The clues are:

+ The owlbear is immune to radiant damage,
deals radiant damage, and is healed by bright
daylight; fighting it at night avoids this regener-
ation,

The owlbear protects itsclf within a bright co-
caan of radiant energy when damaged.
Despite looking like one, the owlbear is not a
beast and doesn't respond to magics that target
them.

CLUE [: SUNLIGHT METABOLISM

“This clue can be imparted by Threeflower directly,

or gathered by the party examining Pyrax the fire

druid. The key info
* The owlbear deals radiant damage and can

blind.

The owlbear is immune 10 radiant damage and

resistant to fire damage.

In bright, direct sunlight, the owlbear can heal

itsell,

THREEFLOWER
“Threeflower imparts the following information to
the party:

+ One of his siblings, Pyrax, a non-binary lizard-
folk druid specialising in the rejuvenation of
forests through wildfire, unsuccessfully tried to
oust the creature using their magic.

Despite landing a hefty blow, the creature
seemed only mildly scorched.

+ When the creature moved into the daylighe, its
singed feathers grew back.

+ Pyrax had a feather belonging to the creature
clutched in their hands when they were brought
tothe healer's hut. Threcflower can give the
feather to the party.

Read or paraphrase the following

“Right, well. My sibling Pyrax, a fire druid, sent
one of their flaming balls towards the beast as.
it snoozed, so they told me. And, well, they say
they hit it right on—it wasn't very agile, see—
butit barely scorched it. Just a few blackened
feathers. Anyway, once it stepped into the light,
the feathers fell out and new ones sprouted to
take their place. Pyraxis stillin a bad shape after
the beast blasted them with that sunray..."”
Threeflower sighs, pulling out a featherfrand.
“They had this feather clutched in their hand

when they brought them to the infirmary.”

PR TRINE
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UneurnT FeATHER
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EXPLORATION
In Springarden, the fire druid, Pyrax, is in critical
condition in the healer’s hut. Threeflower persuades
the resident healer to let the players investigate Pyrax,
who is unconscious. Their eyes are milky white, their
skin is red and blistered, and they clutch a purple
feather in their hand. A successful VDC Wisdom
(Medicine) reveals the following:
+ Their eyes are milky white; they’ve been blinded.
+ Their skin is covered in horrific sunburn; they
have suffered severe radiant damage.
The inside of Pyrax's hand, which grasped the
feather, is entirely unburnt, indicating that the
feather was plucked before they suffered the
sunburn. However, the feather seems to have
been completely unaffected by whatever caused
radiant damage to Pyrax.

Experimentation. If the party tries to damage the
feather, you can reveal:
+ The feather is resistant to being burned and
isn’t damaged by radiant damage.
+ Any damage to the feather is healed when it is
exposed to bright sunlight,

CLUE 2: CONSTELLATION

Depictions of the constellation that is the focus of
the festival can be found everywhere: fiyers, post-
s, tattoos, and face paint, Knowing the constel-
lation is the key to releasing the suneater owlbear
from its protective cocoon in wave 2

Constellation. It is comprised of five different
coloured stars: white, black, red, blue, and yellow,
arranged in a cross. The largest star—the gold
one—sits at the centre of the constellation. The
black one is always above it (to the north), the red
below it (to the south), white is on the left (to the
‘west), and the blue to the right (east)

THREEFLOWER
i imparts the following ation to
the party:

+ Fach year, there is a festival in Springarden that
the younger folks call Feyfest.

A constellation of five stars forms overhead, the
central star forms a cross with a constellation of
four others.

* The barrier between the two planes is weak-
ened while this constellation is formed.

You can read the following:

Hanpout 10.2, Fevrest FLYER



“Every year we celebrate the coming of the fey.
When the stars align, the barrier is weakened and
we celebrate with them in joyous mischief. You can
see the constellation even now,” he indicates toa

cross of five stars in the sky, directly overhead.

“Yorith, the big yellow one in the middle moves
west to east, Nagar is the black barely visible one
above to the north. Sagin is the fierce red one to
its south, Wiyfa—the shimmering white one—is
on the west, and Bolubos s the pulsing blue one
on the right there. | even have them tattooed,”
he says, showing the nape of his neck. His face
takes a downcast, melancholy turn. “This year
the mischief has turned violent; the beast at the
shrine is corrupting the festival.”

EXPLORATION

Narrating that there is an image repeated over and
over is a sure-fire way to catch your players atten-
tion and help them remember it when the coloured
orbs appear in wave 2. Here are some examples of
how you can narrate this repetitive image:

« A flyer advertises the annual Feyfest, depicting
a cross-like constellation of different caloured
stars (this is a good time to give the handout to
your pliyers).

Children with painted faces provide a joyous
counterpaint to the ambience of fear that is
prevalent amongst the adults. They all have
their faces painted: a gold nose, black forehead,
red chin, white right cheek, and blue left cheek.
+ Threeflower has a small tattoo on the nape of
his neck; five coloured orbs connected by thin
black lines.

[CLUE 3: FEY NATURE =SSN

The owlbear is a fey, not a beast. Preparing certain
spells, like protection from evil and good or magic cir-
e, will be very useful in the upcoming bartle. The
key info to impart is that:

+ Fey break through to the material plane in
Springarden on a day-to-day basis, though they
are all very small.

*+ The owlbear isn't a beast, and can’t be affected
by any beast-targeting magic like dominate beast.

THE BATTLE AHEAD

The upcoming encounter consists of three phases
In the first, the players simply contend with the
owlbear. In the second, the players must arrange
glowing orbs to selve the puzzle that unlocks the
owlbear’s radiant cocoon. The third phase starts
‘when the owlbear enters its mythic state and sum-
mons a star that empowers it,

Seaeasesss

Timing. There is no downtime between the
waves; they happen consecutively. The first wave
ends when the owlbear is defeated and conjures its
cocoon. The second wave ends when the cocoon is
deactivated, releasing the owlbear, which enters its
mythic state. The third wave ends when the owl-
bear in its mythic state is finally vanquished.

Helping Hand. If the party is getting the worst
of it, Threeflower (a druid with nd
heating ward prepared instead of spaak with amimals
and animal messengery morphs out of a fiying form
and casts a few crucial healing spells, before using
‘Wild Shape and running away again, If running the
hunt at 12th level, double his hit peints so that he
doesn’t quickly die.

Absent Caretakers. While the party deals with
the owlbear, Threeflower and the Blossom Union
are busy containing the spread of the owlbear's rage
to the other creatures of the Springwood.

Forcefisl Personality. In the 7th and 12th level
versions of this hunt, give the faerie-o’-fires and
sunsprites a bonus to attack and damage rolls equal
to the owlbear's Charisma modifier (+3 and +4,
respectively).,

Hanoour 10.3.

BLink SQuirrELS
THREEFLOWER
Threeflower explains how Tiny fey creatures pass
into the Material Plane at Springarden all the time.
His blink squirrel friend, Moo, is one such creature.
Unlike the normal animals of the forest, these fey
creatures can't be 5o easily swayed with druidic
magic.

“Oh, this is my friend, Moo. Moo, people; people,

Moo. Don't try to talk beast to him, it doesn't

work—he's a fey creature, Little fellows like him

pop over from the Plane of Fey all the time in

Springarden. ‘The more fey you see, the closer to
Springarden you be’."

EXPLORATION

“The closer to Springarden the party gets, the fewer
beasts and the more fey are encountered. This can
be revealed when a character tries to communicate
with what they think is a beast (such as the fey
blink squirrel). Asking around Springarden, you can
reveal that Archdmid Xyx! (pronounced ZIX-L),
attempted to talk to and then charm the creature,
but was sent running and suffered severe sunburn.

ChaprER 10| THESHINING SHRmNE

SUNEATER OWLBEAR'S LAIR

Upon approaching the entrance to the garden-
turned-lair, you can show the party Map 10.1. The
Shining Shrine and read the following:

The foreboding emptiness of the garden ahead is
Juxtaposedwith the melodious birdsong, sweet
blossoms, and soft breeze that decorates the air.
Grass-covered fslands connected by bridges and
stepping stones spring from the dlear, turquoise
waters, through which swim hundreds of orange
and gold koi fish.

If the party approach the shrine at night, you can
read:

In the distance, in front of a small, moss-covered
shrine, a mound of purple feathers lies, seemingly
asleep. This gently snoring mass lies in the midst
of asmorgasbord of half eaten carcasses and fish
heads.

If the party approach during the day, you can
instead read:

" Inthe distance, in front of a small, moss-cavered
shrine, amound of purple feathers basks, maw
agape, in the day’s warm light. This unmoving
mass sits in the midst of a smorgasbord of half
eaten carcasses and fish heads.

This area (Map 10.1, page 280) is the location
for the following three-wave boss-battle. All loca-
tions on this map are part of the owlbear's lair.

GENERAL FEATURES
The lair has the following features:

Ceilings, Walls, & Fioors. The garden is open to
the sky above. There are no walls and the floor is
made of carth, occasionally paved with rock.

Lighe. The light depends on the time of day, but
always has a pleasing golden quality o it, reminis-
cent of a sunse. It is dark at night.

Atmaosphere. The air is warm, and a calm breeze
wafts the perfume of the blossoms.

o et i



Hazard: Emotive Waters. A creature other than
the owlbear that enters the waters of the garden or
starts its turn in them must make 2 VDC Charisma
saving throw. On a failure, if a creature rolled an
even number, it is affected by the cadm emotions
spell, suppressing the frightened condition and
causing the creature to become indifferent towards
all creatures unil the end of its next turn. On a fail-
ure, if the creature rolled an odd number, the crea-
ture is affeeted by the enrzge spell (see page 502)
until the end of its next turn, and uses its reaction
to attack a randomly determined creature within
range immediately after it fails the saving throw.

The shrine at the northern end of the garden
contains many oflerings, including some magic
items (see Treasure, page 289).

LAIR ACTIONS

Solong as the owlbear is alive and within its la
it can evoke the ambient magic to take lair ac-
tions. The DCs and damage of the lair actions and
environmental hazards depend on the level at which
you run the hunt.

VARIABLE LAIR ACTION STATISTICS

Hunt Level  VDC Vimod Vdam
and n 43 30d6)
7th 19 +6 10 (3d6}
a2th % +8 17 (5ds)

Lair Actions. On initiative count 20 (losing ini-
tiative ties), the owlbear takes a lair action to cause
one of the following effects; the same effect can’t be
used two rounds in a row:

- Rage. The owlbear's territorial rage affects all
other creatures within the lair. Each creature
must succeed on a Wisdom saving throw
or immediately use its reaction to make one
weapon attack against a random creature within
reach/range.

+ Disorienting Lights. Flares and sparkles erupt in
a deluge, confusing and disoriening creatures
in a 20-foot cube in the owlbear's lair. Each
creature in the area other than the owlbear must
succeed on a Constitution saving throw or
e affected by a disorienting madness per the
eonfusion spell until the end of its next turn.

+ Summon Sunsprites. A sunsprite (see page
580) appears next to each creature of the
owlbear’s choice that it can see and disappears
on initiative count 20 of the following round.
“The sunsprites act on initiative count 10 of this
round. They have an attack modifier equal to
Vimod, the saving throw of their Death Burst
is VDC and both its atracks and Death Burst
deal Vdam radiant damage, instead of their
mnormal statistics.

WAVE [: SUNBEAR o —

This wave is on the easier side, and lulls the players
into a fake sense of security.

Eye Monster. I the owlbear is in dim light or
darkness, it looks like floating eye tyrant, even to
players with darkvision. If the owlbear is in bright
light, or if a creature uses the Search action and
succeeds on a DC 12 Wisdom (Perception) or
Intelligence (Nature or Arcana) check, the owl-
bear’s true form is revealed.

ENEMIES
‘The main enemy in this wave is the base form of the
suneater owlbear.
Level 2. At 2nd level, the wave | combatant is:
+ 1young suneater owlbear* (CR 3)

Level 7. At 7th level, the wave 1 combatants are:
+ 1 adult suneater owlbear* (CR 8)
+ 1 faeric-o™fires* (CR 2)
+ 1 sunsprite” (CR %)

Level 12, At 12th level, the wave 1 combatants ate:
+ 1 ancient suneater owlbear” (CR 13)
+ 2 faerie-o™fires* (CR 2)

“Sec Appendis €

TAcCTICS
The owlbear is wise, but not intelligent. It can’t
intuit whe might be a good, low-Dexterity tar-
get for its Solar Beam, but it likes to avoid being
outnumbered. The owlbear's pride, aggression, and
territoriality counteract its well-developed hunring
and survival instinets; it won't run, as it knows its
mythic state (wave 3, page 287) scares most ene-
mies off. This results in subpar tactics:
+ Tt dashes rather than disengages.
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It uses its Solar Beam action to affect the most
targets, rather than the most vulnerable ones.

It tends to use its action to attack a target within
casy reach, rather than move towards a more
vulnerable target.

s cornered or outnumbered, it uses the
bright light shed by the faerie-o’fires to tele-
port towards isolated targets.

If the faerie-o’-fires are dead, it uses its
Blinding Flash legendary action, before utilis-
ing its superior speed to escape and attack an
isolated target.

WAVE 2: CONSTELLATION

Wave 2 is a puzzle. When the owlbear reaches 0

hit points, a bubble of protective energy—a golden
forcefield—blossoms out from it before its mythic
state triggers. As if in response, four orbs coalesce
out of the air: one white, one black, ene red, and one
blue. These colours correspond te the eonstellation
in Clue 2 (page 282). You can read the following:

A bright golden forcefield of energy blooms out
from the owlbear, its motionless form a faint
silhouette floating within the sphere. The air
tingles with the scent of ozone as four glowing
orbs coalesce around the now-caim garden.
These smaller 1-foot-diameter orbs are each a
different colour: one sparkles with a bright white
light, a second swirls with fiery reds, a blue one
pulses rhythmically, and the last is a dark black
that drinks in the light of the others. They bob
slowly, levitating in the air and swaying in the
garden’s calm gusts.

Sofution. These orbs can be physically pushed
around by the player characters. When arranged
around the owlbear in the same pattern as the
constellation (black, north; blue, east; red, south;
white, west), the owlbears protective cocoon
disappears and wave 2 ends.

Consequences. If the players take more than 1
hour to open the forcefield (for example, if they
choose to short rest), the owlbear gains the ben-
efits of a short rest, spending Hit Dice to regain
hit points, and then emerges from its cocoon. Its
mythic teait does not trigger. This means the player
characters must fight the wave 1 owlbear again. If
the owlbear is reduced to 0 hit points for a second
time in this wave 1, its mythic trait triggers and
wave 3 begins immediately.

-
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VISCERAL FEEDBACK

Your players need to know what they're doing is
right, and that dilly-dallying for too long will have
consequences. If they don’t bring the orbs closer,
you can narrate the sphere growing brighter, and
the owlbear within looking stronger and more ro-
bust. If the orbs are brought into the right place,
you can narrate the sphere visibly dimming with
each new orb.

You canalso meta-game a little by telling the play-
ers that they are acting In real time. This helps
maintain tension in the encounter, as your players

know that there is some sort of time limit in play.
~ -~ [

The Forcefield & The Owlbear, The forcefield
lasts for 1 hour, during which the ewlbear takes
a short rest inside it. Nothing—not creatures,
physical objects, energy, or spell effects—ean pass
through the barrier. While in the cocoon, the owl-
bear is incapacitated, can't take lair actions, and has
aspeed of 0.

Optional Solution: Brute Force. If the party is
struggling to figure out the puzzle, you can allow
them to destroy the forcefield. The forcefield has
AC 10, hit points equal to fifty times the average
party level, and immunity to fire, poison, psychic,
and radiant damage. If it reaches 0 hit points, wave
2 ends.



Reflective Forcefield. The forcefield retaliates
whenever it is damaged. When the forcefield is hit
by an attack or is damaged by a spell, the attack-
er or spelleaster takes Vdam radiant damage as a
crackling arc of radiant energy strikes the source of
the attack.

WAVE 3: SUPERNOVA ki

When wave 2 ends, read or paraphrase the following:

With a ripping sound, the tang of ozone fills
the air. The owlbear rears back on its hind legs,
its face topitin temifying shadows cast by the
5-footradius star that floats above its head. Its
featherfronds erupt in a retina-searing burst
of light that settles into twinkling crackles of
radiant energy.

Blinding Flash. At the start of wave 3 (i.e. when
the last orb is placed around the sphere in wave 2),
the owlbear's mythic trait activates and it immedi-
ately uses its Blinding Flash legendary action.

ENEMIES

e owlbear emerges in its mythic form to defend
its lair. The same stat block is used here as in wave
1, exeept now the owlbear's Supernova trait has
been activared.

Shambling Mound. Tn the 7th- and 12ch-level
versions of this hunt, the owlbear’s radiant energy
also animates shambling mounds in locations of
the GM's choice. These mounds are luminescent,
shedding bright light in a 20-foot radius, and dim
light for an additional 20 feet.

Level 2. At Znd level, the wave 3 combatant is:
+ 1 young suneater owlbear” (CR 3 mythic form)

Level 7. At 7th level, the wave 3 combatants are:
+ 1adult suneater owlbear* (CR 9 mythic form)
+ 1 shambling mound (CR 5)

Level 12. At 12th level, the wave 3 combatants are:
- Lancient suneater owlhear* (CR 14 mythic
form)
+ 2 shambling mounds (CR 5)

“See Appendin C

TAcTICS.

In this rage-filled state, any sense of self-preserva-
tion the owlhear might have had is gone. It seeks to
blind and burn as many party members as possi-
ble. Tt uses the shambling mound's bright light to
teleport into advantageous positions (if applicable)
before using its Reflash and Refract mythic actions.
Because of the sun that follows it, it can teleport to
the shambling mound using its Sunstep legendary
action from wherever it is.

OPTIONAL ENDING: BLACK HOLE

When the awlbear in its mythic state is finally
defeated, it implodes into a 5-foot-diamerer black
hole. Each creature within 30 feet of the owlbear
must make a VDC Strength saving throw. On a
failure, a creature takes Vdam force damage and is
pulled up to 15 feet towards the black hole's cen-
tre, A creature that is pulled into the black hole’s
space is teleported to a random location on the
Plane of Fey.

e ———

AFTERMATH

* The rage-inducing properties of the water re-

cede over the next 24 hours.

“The party are deemed heroes of Springarden. A

feast is held by the Blossom Union in the party's

honour and they offer any one of the three mag-
ic items from within the shrine to the players.

+ While the party are considered heroes of Sprin-
garden, Xvxl grants the party free access to the
springand shows them the garden's teleporta-
tion circle.

+ Tfanything is taken from the shrine, Archdru-

id Xvxl casts focate odfect to find the items. If a
‘party member is caught red-handed, they are
banished from Springarden unless they work as
gardeners for a month as penance. They are no
longer considered heroes of Springarden.

While the party are considered heroes of Sprin-
garden, they can request one casting of greaser
restoration per day, if they provide the requisite
diamonds, from Archdruid Xyxl.

Quest Hook: A baby suneater owlbear comes
o the garden. It needs to be returned to its
mother in the Plane of Fey.

Quest Hook: A corner of Springarden has
+urned to autumn and is attacking people. The
cause needs to be found and healed.

CACOPHONICS nii

At the Loot Tavern (or wherever else you should

choose), Cacophonics the bard immediately ques-
tions the party for the story of their victory. Some
time later he plays a song with the following lyrics:

The story begins at the festival
Where stars are all symmetrical
BUta monster s ts mimicked face
And anger it does bring.

Its nature is to steal the sun
And wish the night time not to come
©Oh the wicked beast would fire its beam

And burn the skin of those who'd seen.

Some brave adventurers would cross its path
And hold their swords aloft

And once defeated they would find

The monster rose a final time

Defiant tillits end.

Our travellers ovarcame the night
And brought the sunlight back to life
Our friends, we owe our world to you
You're heroes through and through.

You CAN PLAY THE SONG BY
SCANNING OR GLICKING ON THE
QR CODE, OR BY TYPING IN THE

URL seLow.
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TREASURE
‘Within the shrine are multiple art and religious m

objects, as well as the bonxe’s boken and ring of

birdseye mapie magic items. The rarity of the bomse's Suneater owlbears have the following unique
‘ukben depends on the hunt’s level, Taking any of components, in addition to ones normal for their
these is considered stealing, Threeflower and his type. One of the owlbear's cuneater feutherfronds has
fellow siblings of the Blossom Union notice the less- come perfectly loose and can be harvested with a
ening aggression of the Springwood's creatures and DC of 0. The food eomponent for the unique recipe
approach the shrine after approximately 30 minutes is suneater flesh
SHRINE VALUABLES SUNEATER OWLBEAR'S HARVEST TABLE
Bovize's bokken ComponentDC  Components
Hunt Level Art object: ¥
e il arity 5 Suneaterflesh? (=)

2 adeobjects (25gpeach)  Uncommon 10 Pouch of suneater feathers (up o 20)

7 6dé objects (o gpeach)  Rare o Suneater beak (1), suneater featherfrond

12 sdsobjects(loogpeach] Veryrare (upta1o)

20 Suneater sinew (Up1o10)

The follo

g unique items can be crafted from the suncater owlbear’s unique monster components.

SUNEATER OWLBEAR CRAFTABLE ITEMS

ltemName  ltemType Rarity Attunement  Components Essence  Value®
Uncommon Fil soogp
Suncatcher ?V::";"fﬁ O pare '[‘:p‘:“z:‘m) Suneaterbeal Robust 23008p
Veryrare Potent 9,800gp
Uncommon Foail soagp
Sunfeather Shoud Wandrousitem  Rare Required. ;“ﬂf“”’"“’ Robust 21008p
Veryrare Potent  o4n0gp
Uncomman Fil soogn
Sunwing Bow :;‘;f"" B pare Optional Suneatersinew Robust 23008p
Very rare Potent 12.000gp

the shelf purch

an vary signifc

' CHAPTER 11
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SUNEATER FEATHERFROND
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INTRODUCTION

This hunt, Dread and Breakfast, is intended for 3 to
7 characters and is optimised for a party of 4 with
an average party level (APL) of 3, 8, or 13. Char-
acters who complete this hunt should earn enough
experience to progress one-third of the way to 4th
level, one-quarter of the way to Sth level, or half-
‘way Lo 14th level, respectively. The adventurers
must find and end the menace causing a spate of
disappearances within the Tanglepines, a shadowy,
overgrown forest.

Afrer finding the gory remains of several travellers
and caravans, the party stumbles across a homely
looking tavern. The tavern is, in fact, an enormous
mimic: Dr. Stein’s unserupulous half-brother, Jonjo
Starr. After dealing with the resident mimics and
being shrunk down to the size of a gold coin, the
party must choose to either destroy the congealed,
mimified remains of Jonjo Starr, or perform a ritual
to summeon Dr. Stein to clean up the mess,

BACKGROUND

The Tanglepities are a long stretch of dark, root-
filled woods. A narrow area in this forested expanse,
known as the Neck, is the shortest route between
two nearby trading hubs. Though Dr. Stein’s ex-
periments regularly escape his wizard’s tower, his
magical wards around this trading route redirect his
chimeric creations, keeping trade flowing and the
local nobility happy. However, trade caravans have
been going missing of late and rumours abound of a
deadly creature: the ‘Tanglepine Terror

Though everyone has heard of the infamous go-
lemaneer and progenitor of the school of hiomancy,
Dr. Francis Norman Stein, few are familiar with his
hali-brother, Jonjo Starr. Tired of relying on Stein's
magical artifice to extend his life, Jonjo decided to
put his limited wizardly expertise to the test and
pursue a path towards lichdom. While house-sitting
in Stein's wizard tower, Jonjo took the opportunity
to create his phylactery using his favourite, perpet-
ually-refilling amphora. Unfortunately, he confused
a mimic with this vessel and the ritual went awry,
dragging the biomancy-infused wizard tower into a
maclstrom of magic.

“This bizarre combination of biomantically altered
humanoid-mimic now roams the forest, feasting on
unwitting travellers as a shapeshifting building: the
Tanglepine Terror. Due to Jonjo's shared genetic

heritage with Stein, the Terror is immune to the
doctor’s wards and has been preying on creatures in
and around the Neck.

After one too many caravans failed to emerge
from the Neck, Dr. Stein has come under pressure
from the local trade magnates and has requested
Heliana's help in ridding the forest of the Ter-
ror. In addition, he asks for help in finding his
half-brother and home, which he appears to have
misplaced (his memory isn't what it used to be).
Unbeknownst to Stein, the two events are linked
and the party will have a choice as to how the hunt
concludes: can Jonjo be saved or must the menace
be put down!?

A B

-
FUTURE HOOKS: DR. STEIN

Though not explored in this hunt, the inventions
f Dr. Stein can be found plaguing many towns,
regions, and biomes. Feel free to use Stein as the
(ignorant and inadvertent) cause of any chimeric
menace or monstrous pest.

~ = 4

SUMMARY .

Here's the hunt breakdown:

+ Which Monster? The Tanglepine Terror, a
tavern mimic that takes the form of a homely
tavern.

+ Monster’s Motivation. To consume enough
creatures to sustain itself. Jonjo Starr previously
wanted to become 4 lich and gain immortality.

+ Monster's Previous Actions. Several dozen

travellers have gone missing (and been eaten by
the tavern), In addition, Dr. Stein’s tower, along
with his half-brother, Jonjo, are also missing.

Where's the Monster? Deep in the Tangle-

pines, a gloomy, dense forest. When it gets
hungry, it positions itself at conspicuous
crossroads in the Neck, where travellers may
be tempted to take a rest.

CHAPTER 11 | DREAD AND BREAKFAST
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ADVENTURE HOOKS £

Two seemingly disconnected events in the same lo-

cation can be a tempting prospect far most par

who doesn’t like to be efficient when adventuring?

+ Curiosity: Moving House. Dr. Stein has lost his

tower, along with his hali-brother, Jonjo Starr.
Houses don's typieally just disappear. In fuct, the
rerm ‘mowing ouse’is qutte  misnomer when
you think abous i,” says Dr. Stein to any who
will listen. “Wek, i¢'s possible the latent biomantic
magic caused the séones 1 gnin sontiencs and wan-
der of; or maybe my memary fsn't what it used
10.de, bust ] can’t finel my toeeer anywhere. Or my
half-brother. Mum will go mad, if L ever re-ami-

mate her...

Morality: Lost in the Woods. Travellers have
been going missing in the Tanglepines. As
patron of the woods, Stein feels responsible for
the protection of those that travel through it. It
wouldn’t be unusual for ene of his inventions to
have escaped again... The travellers’ belongings
are often entirely untouched, ruling aut bandits
or rbbery. It's likely that it’s some sort of hunt-
ing predator that needs w become a monster
hunter's prey.

Compensation: Patron of the Pines. As the
shortest route between nearby trading hubs, safe
passage through the Tanglepines has become

an economic necessity. Local nobility put up
with Stein’s eccentric ways so long as the trade
route was kept clear. Now that whatever magic
he previously relied upon has obviously failed,
they're purting pressure on him to clear it up or
clear out. In response, he offers a hearty reward
0 -any who can kill the Tanglepine Terror.

Dr. Stein. This infamous biomancy wizard is
now more arcanomechanical life-support system
than flesh. As Patron of the Pines, Stein acts as the
party’s liaison for the quest hooks above. In addi-
tion, he pravides them with a small painting of hi
half-brother and a &b of biomaiter, @ magical de-
vice that allows the party to establish a transponder
to which Stein can rapidly teleport. He shows them
how to activate it, a process with takes just short
of twenty seconds, and states that this is only to be
used if they find his tower or his half-brother.

HUNT REWARDS

Suggested Reward
Restoring  FindingStein's
Hunt Level Safetytothe House and/or cm”m‘"“
Neck Brother
3d 10008y se0gp 900
sth  socogp 22008 1500
13th 1400080 6,000gp 16,000

ed foray

TANGLEPINES

Once a rich source of ruler-straight lumber, the co-
nifers of this forest have become gnarled and twisted
over the years. ‘The cause of this change is, of course,
Dr Stein. Biomantic magic seeping from his labo-
ratory acted to accelerate the “ferfectly-normat natu-
ral selection that would have occurred auyway.” As
lumberjacks seek only the straightest timbers to fell. it
is the more twisted trees that would survive to prop-
agate, producing more twisted offspring What Stein
articulately fails to mention is that this should happen
between generations; the trees shouldn't be choosing
to change their morphology in an act of defiance!

D — .

Finding the Tanglepine Terror isn't particularly dif-
ficult; meandering back and forth across the Neck,
a half-day’s journey, will eventually bring any
travellers into contact with it. The trick is identify-
ing what the Terror /s and reaching it before it eats
anyane else. The ‘Terror is clever enough to retreat
away from the Neek while it digests and assimilates
its latest prey. To this end, you can present the par-
ty with a choice: patrol the main trade route of the
Neck, or venture into the deep of the forest.

+ The Neck. If the party stays in the Neck, they
need four Tracking checks and zero sueeess-
es. Failed checks don’t result in any random
encounters; the Neck’s magic and reputation
precludes hostile encounters. However, to up the
ante, whenever a Tracking check is failed, you
can have an interaction with some other traveller
who mentions another group having disappeared.
The Deep. If the party strays away from the
Neck into the deep of the Tanglepines, they
need two checks and two successes. The size
of the Terror and the density of the woodland




‘makes its tracks fairly obvious; Tracking checks
made away from the Neck have advantage.
Regardless of whether the Tracking check is a
failue or not, the party has a hostile eacounter.

You can unveil the clues in the Know Thy
Enemy section after the third tracking check (if
the adventurers explore the Neck) or after the first
suceess (if they explore the Deep). You can use the
random encounters from the forest section, starting
on page 44, Bach Tracking check is suggested to
take one day.

IQUE FLORA & FAUN

The Tanglepines are home to all manner of Stein’s
experiments. Let your imagination run wild: if &
unique chimaera of different beasts could be con-
ceived, it probably exists in the "Tanglepines. Here
are some examples:

Ouwlbaars. Wisarding Waskly, the premier
monthly wizarding newspaper (they miss a lot of
deadlines) did a feature on ‘Owdbears’. An ap-
parently accidental fusion of mammal and bird, it
went on to flourish in the wild forests of the world.
Nok to be outdone, Dr. Stein attempred to recre-
ate the feat. Unfortunately, words were never his
strong suit; the letters always got mixed around.
Thus, the owlboar was born.

Frorpion

Aggressive from birth, owlboars get no less
combative as they age. The owlboar is amongst
the few fiying species that dive at their targets with
the intention of hitting them head first, a strategy
that might prove fatal to both parties, if not for the
owlboar's thick, muscular neck

Frorpion. No phylum is safe from Dr. Fran-
cis Norman Stein. Adored by chefs, deplored by
fisherfolk, the half-frog-half-scorpion is as deadly
as it is tasty. This amphibisect is widely regarded as
Dr. Stein’s second most irritaring creation, after the
overly-territorial owlboar. While its muscular hind
legs—a delicacy in many locales—are a plyometric
masterpiece, its barbed, prehensile tongue is the
real danger and the downfall of many a waterman,
‘With grasping pincers, a potent venom, and cor-
rosive stomach acid, little trace is left of those that
encounter a frorpion unprepared.

Changeberry. This colourful shrub can be spot-
ted in the Tanglepines’ undergrowth. Tts golden,
pl ized fruit i ly matures
and has a unique property: its taste can’t be predict-
ed. For this reason, Awrenwes variflave has become
knewn as the “Every Flavoured Berry Bush”, and
eating the fruit is a popular dare amongst teenagers
that live close to the ‘Tanglepines. At least... it's
popular uncil it's not.

a1

OwLBOAR
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KNOW THY ENEMY

While searching the Tanglepines, the party can
come across one or more clearings with various
clues: the remains of the Terror’s meals (a pile of
bones and metal), a confusing set of footprints, and
a survivor: Guthric, a caravaneer's apprentice. In-
vestigating these and talking to Guthric can divulge
the following information about the Terror:

+ The mimie deals acid damage.

+ Itis a shape-changing building, a mimic.

+ Stein’s wards keep it from being damaged from
the exterior; it must be entered to be fought.
Once inside, anything can be targeted ro harm
the tavern mimic:

Clearings. If ranning this hunt as a one-shot, you
can choose to show all the clues in a single clearing,
reading or paraphrasing the read-aloud cpposite.
Othervise, for a longer build up, you can split the
clues between dlearings encountered during each
Tracking check.

A P\LE OF BLEACHED
BONES AND TARNISH-FREE
METALS FOUND NEARBY Y\
CAUSED BY ACVD
CORROSION.

ND BOMES FROM
THE KNEE DOWNLIARD
WERE FOUND.

CLue 11.1:Scar

Arriving in a clearing, you observe three things:
aroughly rectangular outline in the dirt, a pile o
bleached bones and shiny metal, and a patch of
burned and blackened earth. A loaded cart sits
under the canopy of the surrounding trees, its
harness splintered and broken. A 40-foot-wide
path of trampled ground leads off into the forest.

[CLUE [: ACID S

The Tanglepine Terror consumes those who enter
it, ing their feet and dissolving their flesh to
fuel its quest for immorrality. The pile of bones and
metal is its excrement, inorganic solids that it can’t
digest. A successful DC 12 Intelligence (Nature)
check identifies the bleaching on the bones and the
tarnish-free metal o be preducts of acid damage.
In addition, a successful DG 14 Wisdom (Med-
icine) check reveals that the pile doesn’t contain
any bones from the ankle downwards (the feet and
ankles of all the creatures were amputated and used
to move the Tetror)




“The Tanglepine Terror is a mimic
that takes the shape of a warm
and inviting tavern. When it
moves, it sprouts hundreds of mis-
matched feet, trampling under-
growth and toppling trees.

Footprints. Around the edge of
the clearing are hundreds of foot-
prints, all facing outwards, away
from the bones. ‘Tracing the line of
the footprints reveals a rectangular
perimeter, around 100 feet by 40
feet. The footprints are each obvi-
ously unique: some are small, oth—
ers large, some have claws, others
look to be webbed. A successful
DC 14 Wisdom (Survival) check
identifies that the footprints are all
humanoid.

Crue 11.2:
FooTpRrINTS

SETS OF FDRTPRWNTS
FOUND OUTSIDE oF
DLEARING, o

A VARIETY OF HUMANDID
FOOTPRINTS ALL FACE . DUTWARD.
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RCLUE 3: WARDED — SN

Dr. Stein placed multiple arcane wards on his
wizard's tower. Some prevent erosion, others
hinder thieves, and a few make it smell nice. The
sum of these effects is that the tower, and now the
Tanglepine Terror, is functionally immune to be-
ing attacked from the outside. It must be entered
to be defeated.

Guthrie. Guthric (LG male human commoner)
hides behind a cart in one of the clearings. He is
scared and alone, despite displaying an outwardly
stoic demeanour. His presence is detected by crea-
tures with a passive Wisdom (Perception) score
of 15 or higher. He approaches the party if he

THE TAVERN WARDS AGANST
ATTACKS FROM THE QUTSIDE

Sk .
L= e

Crue 11.3: WaRDED EXTERIOR

overhears them talking abeut tracking a monster,
eager to impart his experience.

Guthric’s caravaneer master, an elf named Scil-
va, never paid for Guthric or the guards to sleep
in any inns, including the one the caravan stopped
by last night. Accordingly, he was slesping outside
with his colleagues when the screams started in the
tavemn. The guards ran inside, but never emerged,
and when Guthric threw a boutle of alchemist's fire:
at the building, it was deflected to one side, causing
the patch of burned and blackened pround. Before
the curtains were drawn, all Guthric could see were
shapes swinging weapons at the walls and furniture.

i

1



THE BATTLE AHEAD

This hunt is a bit different. Instead of fighting the
creature in its lair, the tavern mimic is its own lair.
The party can only harm the tavern mimic by en-
tering it and fighting it from within.

Titside the Belly of the Beast. There are two types of
creatures that can be targeted by the player characters
inside the tavern mimic: the smaller mimic creatures
(swarms of baby mimics, mimics, and mirrormics)
and the tavem itself. The patrons, walls, furniture,
and floor are all part of the tavern mimic; treat them
as having an AC and saving throw modifiers equal to
the relevant tavern mimic stat block (see wave 3, page
303). The tavern mimic automatically fails Dexterity
saving throws, For ongoing effects that trigger when a
creature “starts its turn in the area” or likewise, treat
the tavern mimic as having an initiative count of 0.

Waves. A wave ends when the party has dealt
u combined amount of damage to the tavern or its
mimic inhabitants (see Wave Damage Thresholds
table). Be sure to keep track of this.

Special Effects. Areas of effect and ongoing damage
effects count towards the wave damage threshold in
a slightly different manner: only one instance of the
damage dealt by an effect per round is added to the
total. This is either the first instance, or, if multiple
creatures are affected simultaneously, the highest
«damage. For example, if a character casts fireaf on a
chair-mimic it would also target the ground beneath
the mimic. The tavern mimic automatically fails
Dexterity saving throws, so the full damage of the
firedall would be counted towards the threshold, even
if the chair-mimic succeeded o its saving throw.

WAVE DAMAGE THRESHOLDS

Huntlevel  Wave Wavez
3rd 90 180
ath 230 460
13th 350 700

A TAVERN’S DOMAIN —

Tavern mimics set up shop along busy trade routes, at
well-travelled crossmads, or in mountain passes where
na othet respite is available. Benign tavern mimics
often become recognised features in the landscape,
while more hostile tavem mimics move frequently,
lost their malevolent existence is discovered.

REGIONAL EFFECTS

The area within 6 miles of the tavern mimic’s
favourite spot (e.g., its preferred crassroads) has the
following properties:

+ Trampled Terrain. Trampled ground consisting
of hundreds of unique footprints can be found
criss-crossing the region. Tracking checks that
aim to follow footprints other than the tavern
mimic’s have disadvantage.

* Bieached Bones. Piles of bleached bones and
inorganic matter, such as coins and gemstones,
can be found in small piles in the region. Some-
times, gold coins amang these caches are mimic
eggs (see swarm of baby mimics, page 570).
0dd Stories, Folks that have travelled through
the region often inadvertently take shelter inside
the mimic. They tell tales of strange proprietors
and bartenders that communicate with one an-
other without talking, of especially comfortable
beds, and of fellow travellers that “leave before
the crack of dawn™ and are never seen again

Helping Hand. At any time during the battle, an
owl animal messenger belonging to Dr. Stein can
fall down the tavern’s chimney, before distributing
pusions of healing (normal, greater, or superior at 3id,
8th, or 13th level, respectively) toany number of
party members and exploding in a puff of feathers.

LAIR ACTIONS

A tavern mimic’s lair s its internal biosphere. While
the tavern mimic lives, it can take the following lair
actions. The saving throw DC and damage of the
lair actions depend on the level at which you run
the hunt, as shown in the follawing table.

'VARIABLE LAIR ACTION STATISTICS

Hunt Level vbc Vdam
3d 2 3de)
§th 14 7 (2d6)
13th 13 14 (4d6)
A - a
GMTiP

Write down the information in this table for your
hunt level 50 you don't have to keep fiicking back
and forth!
~ - L4
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Lair Actions. On initiative count 20 (losing
initiative ties), the tavern mimic takes one of the

+ Sink. A 10-foot square of the tavern mimic’s

following lair actions; the mimic can’t take the same
lair action two rounds in a row.

Drool. The tavern mimic secretes acid from
apart of its ceiling in a 30-foot square, Each
creature directly under the area must make a
VD Dexterity saving throw, taking Vdam
acid damage on a failure, or half as much dam-
age on a success.

Peristalsis. A wave shudders through the tavern
mimic as its hidden musculature contracts.
Each non-mimic creature in the tavern must
make a VDC Dexterity saving throw. On a
failure, a crearure is pushed 15 feet in a direc-
tion of the tavern mimic's choice, where it falls
prone and takes Vdam bludgeoning damage.
‘On a success, it is moved 5 feet in a direction
of the tavern mimic’s choice, takes no damage,
and doesn't fall prone.

floor becomes ineredibly soft and sticky for the
next minute. Each creature on the floor in the
area, or that enters the area for the first time

on its turn, must suceeed on a VDG Strength
saving throw or become restrained. A creature
that ends its turn while restrained in this way
sinks 2 feet into the tavern's floor and takes
Vdam acid damage. A creature that sinks below
its height can’t breathe

A creature within 5 feet of a creature restrained
in this way, including the restrained creature,
can make a VDG Strength check, frecing

the stuck crearure and pulling it to the nearest
non-sinking area on a success. The area is diffi-
cult terrain for all non-mimic creatures until the
tavern mimic finishes a short or long rest.

Ay m—,

ENTERING THE TAVERN

When the party finally finds the tavern (after their
fourth Tracking check in the Neck, or their second
successful check in the Deep, see Tracking, page
23), itisn't immediately obvious that it is a mim-
ic. Inside is a warm,
‘mirth and laughter. You can read the following:

The sound of laughter and merriment echoes
from a warmiy it wooden building in a forest
clearing ahead. The shapes of cavorting drinkers
can be observed, silhouetted through the
sackeloth curtains inside the inn. Hundreds of
differing footprints lead right up to the building’s
walls, where they suddenly stop.

‘When the party enters the tavern, you can read
the following:

The dozen or so patrons of this tavern [ook to

be having a rip roaring time as a smokeless fire
burns in a hearth, a pot of something astringent
bubbling over it. Despite the fire, the air is.

cold and stale. “Ah, new customers!” says the
landlady from behind the bar, lifting enough filled
tankards up to the bar’s countertop for the entire
party in an impossible display of digital strength
and dexterity. “First one’s on the house!'" she
‘exclaims, fixing them with an unblinking smile.

Trap: Tankards. The tankards are filled with
acid, not beer, and a character that drinks from it
takes Vdam acid damage.

Something's Wrong. Alter the party enters, a pa-
tron shuts the door, which seals shut, Shortly after
this, the player character with the highest passive
‘Wisdom (Perception) score notices an eye appear
ina wall, and then disappear. The character with
the highest passive Wisdom (Insight) score notices
that all the patrons have the same fixed smile, tone
of voice, and pattern of speech. A minute after this,
the character with the highest passive Tntelligence
(Investigation) score notices that everyone seems
to be repeating the same gestures and phrases, as if
in a loop. Investigating the fire reveals that it pro-
duces no heat.

ing light, and the sound of

WAVE [: FURNITURE

1f the player characters act in a hostile manner or
try to leave the tavern, the smaller mimics inside the
building attack them. Use Map 11.1. The Tavern.

‘Waiting Quiside. After the door has sealed itself
shut, a creature that touches the tavern from the
outside must succeed on a VDG Strength saving
throw or be sucked inside the tavern.

ENEMIES

The enemies in wave 1 are smaller mimics inside
the tavern;

Level 3. At 3rd level, the wave 1 combatants are:
+ 1 mimic (CR 2)
+ 2 swarms of baby mimics® (CR 1)
Level 8. At 8th level, the wave 1 combatants are:
+ 1 mirrormic® (CR 6)
+ 3 mimics (CR 2}
* 3 swarms of baby mimics” (CR %)
Level 13. At 13th level, the wave 1 combatants are:
+ 4 mircormics® (CR 6)
+ 6 mimics (CR 2}

*See dpp:

£

TACTICS

“The mimics always try to take advantage of their
traits by first hitzing a creature with a pseudopod at-
tack, subjecting it to their Adhesive trait, and then
trying to bite the target (hopefully with advantage,
thanks to their Grappler trait). The mirrormics
position themselves to target as many creatures as
possible with their Distort action, and favour target-
ing creatures that look away with their pseudopod
and bite attacks.



[ WAVE 2: SHRINK —SU—

On initiative count 20 after the damage threshold for
wave 1 is reached, any remaining mimic creatures
merge with the tavern and are no longer part of the
encounter. The tavern mimie shrinks the adventurers
and their equipment to be 2 inches tall and reans-
ports them onto a table it produces. Baby mimics—
forks, coins, and other table-top paraphernalia—as-
sail the player characters. Use Map 11.2. Dinner
Table (page 302}, Due to the change in size, these
baby mimics have statistics equivalent to their bigger
cousins (use the stated statistics in Enemies, below,
but flavour them as baby mimics). Relative to the
adventurers’ size, the table is 100 feet tall and the
purple goo, which is difficult terrain, is 2 feet deep.

Witha lurch, a long table sprouts out of the floor
and a bizarre feeling of vertigo takes over each of
you. Everything looms larger as you realise you've
been shrunk! The table’s various accoutrements

stir, small pseudopods drawing them closer!

ENEMIES

In wave 2, the enemies are baby mimics with the stat

blocks of their larger cousins, mimics and mirrormics.

Level 3. At 3rd level, the wave 2 combatants are:

+ 4 low-threat mimics (CR 1; half their normal
‘it point maximum)

Level 8. At 8th level, the wave 2 combatants are:

+ 5 high-threat mimics (CR 3; 100 hit points,
speed of 30 feet, +7 atrack modifier and a new ac-
tion: “Multiastack. The mimic makes two attacks:
one with its pseudopod and one with its bite.”)

+ 2 mimics

Level 13, At 13th level, the wave 2 combatants are:
+ 4 mirrormics” (CR 6)
+ 3 high-threat mimies (CR 3; see above)

*seedppendix €

TACTICS

“The mimics surround the player characters and
quickly close in. As in the previous wave, the
mimics use their pseudopodia first before resorting
to their bite. The mirrormics precede this by using
their Distort action.

1 5QUARE = 5 FEET

CARTOGRAPHER
C1e & Pexku

Map 11.2.
DinneR TABLE




WAVE 3: JONJO STARR —

‘When the damage threshold of wave 2 is reached, the
table disappears and the players return to normal size.
The players return to Map 11,1, The Tavern. That's
when Jonjo Starr materialises out of one of the tavern
walls, and the final fight begins, You can read the
following to narrate the end of the second wave:

As the world seems to shrink around you, a
humanoid figure extrudes itself from the wall of
the tavern. Webs of pale lilac filaments stretch
taut as the discoloured but unmistakeable face
of Jonjo Starr looms over you. The building
shudders with his hoarse voice: “You're proving
to be quite the nuisance...”

Blob of Biomatter. The party has a choice. They
can defeat Jonjo's tavern mimic form through
combat, or summon Stein using the 4lob of biomatter
they were given earlier. To activate the blob, one
creature must use its action to manipulate it each
round. On initiative count 0 of the third round
this action is taken, Dr. Stein appears and traps his

brother-tavern mimic in a magical locket around his
neck, returning the party to the forest outside.
Central Nervous System. Jonjo Starr is the central
nervous system of this tavern mimic. As per usual,
any damage dealt to the central nervous system is
transferred to the tavern mimic, Tn addition, if the
nervous system takes damage, it takes additional
psychic damage (see statistics, pages 571 - 573).
ENEMIES
In wave 3, the enemy is the tavern mimic, Jonjo
Starr, and some mimic allies.

Level 3. At 3rd level, the wave 3 combatants are:
+ 1 emaciated tavern mimic brain® (CR 3)
+ 1low=threat mimic (CR 1; hall normal hit poinc
maximum)
Level 8. At 8th level, the wave 3 combatants are:
+ 1 tavern mimic brain® (CR 9)

+ 1 mirrormic® (CR 6)

Level 13. At 13th level, the wave 3 combatants are:
*+ 1 nourished tavern mimic brain® (CR 15)
+ 2 mirrormics* (CR 6)

*Sec Appendic €

s T ——r—

TacTICS

“I'he mimic uses its lair and legendary actions to
control the battlefield, grouping player characters
before unleashing devastating area of effect at-
tacks. The first step is to restrain or knock prone
creatures using the Sink or Peristalsis lair actions.
The second step is to cast a spell with a Dexterity
saving throw like the mersiferows pulse and acid rain
spells, or the Drool lair action. The mimic reserves
its reactions to counter spellcasters using its sippi/
spell, raise its AC with the shicld'spell, or teleport
away from melee attackers with its Central Nerv-
ous System reaction.

OPTIONAL ENDING: DIGESTIF

If you're running a one-shot, there might not be
much point in continuing the game after the epic
boss battle. Instead, you can use this optional ending
to give an even-more-climactic conclusion to the
hunt. If the party resolves the situation ‘peacefully”
by summoning Stein, you can deseribe it as only the
Jonjo Starr portion of the mimic being trapped in the
locket; the party still has to escape from the tavern.
‘When the mimic is slain, or when Stein captures his
half-brother, the tavern begins to implode:

4 With asound like a hundred wet farts, the structure
of the tavem begins to fold in onitself, squeezing
the air through the flapping doors that flutter

AFTERMATH

Here are some possible developments after the hunt.

concludes:

+ “The surrounding nobles don't grant Stein plan-
ning permission for a new tower and he seeks
more isolated lands where his creations won't
cause so much havoc.

+ With Stein gone, his wards eventually give way
and the Neck becomes too dangerous! Alter-
native transport, such as airships and an under-
ground ‘locomotive’, are developed by Baron
Bodrum Businesses Inc.

Tn addition, there are plenty of escort oppor-

tunities for a party of mercenaries, as well as

hunt contracts for the deadly chimeras of the

‘Tanglepines.

+ Stein pays the agreed compensation and, if his
half-brother is saved, offers to teach any wizard
in the party one biomancy spell free of charge
(see Appendix B).

+ Stein's mimic and chimeric creations spread
across the lands. Feel free to make new monsters
by giving features of beasts and monstrosities to
other creatures!

+ Baby mimics in the form of gold coins disperse
themselves, courtesy of the traders and scaven-
gers who pass through the Tanglepines. Occa-
sionally, when a party member tries to pay for

loosely in their frames. Astringent
of the floor, filling the room with a stinging humidity.
The floor compresses under the weight of your
footsteps, making movement almost impossible. A
yellow liquid begins filling the room at an alarming
rateas the furniture turns into shapeless mush.

" Mechanics. The tavern becomes difficult terrain
and, at initiative count () of each round, the tavern
fills with 1 foot of potent acid. Each creature still
in the tavern at initiative count 0 takes Vdam acid
damage for each foot of acid in the tavern. At the
start of each creature’s turn, they must succeed

on a VDG Strength saving throw or fall prone
and have its speed reduced to 0 feet until the start
of its next tum. At the end of the 3rd round after
the tavern mimic is defeated, the structure entirely
collapses and stops filling with acid.

04
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they get bitten by one of the coins
and take 1 piercing damage.
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=il TREASURE N —

When the party returns to the Loot Tavern, the This tale begins amongst the trees e Niimie 13 o yar ey of The tavem mimic has the following unique compo-
resident bard, Cacophonics, badgers the party for Our heroes travel peacefully e e in addition to ones normal for a manstrosity.
details of their hunt. Upon hearing the tale of the But there's no others to be seen served manster components (GM’s choice). In the remains of the tavern mimic is a mimschey,
tavern he becomes very quiet and isn't seen for e i o which requires only harvesting supplies to preserve
few days, as he investigates the Loot Tavern for TAVERN TREASURE (if you use that eptional rule), and can be socketed
signs of mimicry. Eventually, he appears back on ey e ol s o ey Enter =l on any held or wom item. "The food component for
stage with the following song. The tavern puts on quitea show Huntlevel  Coins Monster Components the unique recipe s aoers tongue ((lesh).
ard d6xs0gp 2+ frailessence

But something feels wrong down below
The monster has tempted them in

TAVERN MIMIC HARVEST TABLE
sth 3d6x100gp 3+ robust essence

Tath

dexzoogp 4 10

The building starts to move and quake |
‘The monster's belly is awake
Our heroes must fight to escape
But what can they do to attack

1 Poutch of tavern teeth (=)
15 Tavern tongue® (2), tavern stomach {4}

20 Tavern brain (1), tavern skin (s)

The ceiling starts by raining down
And everything seems larger now

They draw their weapons navigate
And fight through this shapeshifting monster

YOU CAN PLAY THE SONG BY SCANNING OR :
CLICKING ON THE QR CODE, OR BY TYPING Our friends have shown their bravest side
INTHE URL BELOW. Battled monsters from inside

Courageous til the end of fight
HELANALT / TAVERNMIMIC And so ends this tale of the tavern

MiMICKEY

The following unique iems can be crafted from the tavern mimic’s components.

i TAVERN MIMIC CRAFTABLE ITEMS
Item Item Type Rarity Attunement  Magical Components  Essence  Value*
Uncommon Frail 1,200gp
Armour (breastplate,
srusplank 700 O Rare Required  Taverskin Robust  3,200gp
Very rare Potent msoogp
Uncomman Frail 800
Headbx &P
"‘[ YT Clubar greatclub Required Tavem stomach
e Very rare Potent 9,600 gp
Uncomman Frail ssogp
Maw)
3’;‘ ‘;‘9 Weapon (any hammer®] = Pouch of tavern teeth
. Rare Rebust  1600gp
Uncomman Frait 850
SpellesterTome. Wondrous tem Required  Tavembraln L

Robust  2.700gp

HeaoeancER
Lute
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“GNORDS FALL, EVERYONE DIES.”
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INTRODUCTION

This hunt, Resgn of ren, is intended for 3to 7

characters and is optimised for a parcy of 4 with an

average party level (APL) of 3,9, or 16. Characters

who complete this hunt should carn enough expe-

rience to progress halfway to 4th level, one-third \
of the way to 10th level, or two-thirds of the way

to 17th level. The adventurers must end the havoc

caused by a rare, magnetic dragon that is accused of

stealing everything made of iron

After searching for clues about this dragon, the
hunt culminates in a three-wave boss battle, with a
possible non-combat solution. This battle is dead- b
Iy and uses the party’s entire daily XP budget. A
party well-equipped for an extended fight, as well as
means of dealing fire damage and restricting aerial
movement, will be imperative on this monster hunt. {

BACKGROUND i

Years ago, Hacmspire Peak was home to the Or- k
der of Haem, a hermitage for holy monks led by {
the magnetite dragon Lorhacm the Even and her
offspring. This monastic order kept to themselves,
unconcerned with the world and its wars, land
grabs, and greed. Their tenes was a simple one: to
maintain the Material Plane's neutrality in the eter-
nal fight between the heavens and the hells.

Rumours abound amongst Redriver’s towns-
folk, but the general consensus is that Torhaem is
stealing the tools on purpose in ordet to stop min-
ing in the mountain and get rid of the settlement.
Torhaem, on the other hand, believes that she is
being shot at each time she passes over the town
out of seme enmity towards dragons. If the horn

Her lair comprises an old monastery and cave
complex near the mountain’s summit.

ADVENTURE HOOKS e

Coaxing your party to ascend a mountain can seem
like an uphill battle! If the promise of a dragon’s

can be returned, Torhaem’s control of her magnetic
powers are restored, allowing her to release the tools
currently stuck on her crown. Torhaem can then be
convinced of the misunderstanding, and the tools
can be retumed to the townsfolk.

hoard doesn’t tickle your players’ fancy, there’s
always saving the local populace from the tyranny
of dragons. Feel free to use as many of the following
hooks as necessary to get the party to bite! Hjel-
ma (.G female dwarven scout), acts as the main

‘This order was broken when Volrak the Arro-
gant, an immense red dragon, laid waste to the
mountaintop, destroying most of the monastery
and slaying Lorhaem, who fought to ensure her

offsprings’ escape. In the melee, Lorhaem dealt
Volrak a crippling injury. Afcer Volrak's maiming,
he became lary, preferring to cultivate a tribe of
Kobolds to plunder the environs rather than emerge
from his lair,

Years later, in the weeks leading up to this quest,
Torhaem, one of the offspring Lorhaem sacrificed
herself to save, returned to her mountain birthplace,
ousting the indolent Volrak. Tn the battle, Volrak
broke Torhaem’s horn, causing her magnetic proper-
ties to become erratic. As Torhaem flew low over the
countryside locking for her missing horn, she was
drawn to Redriver, a small mining town. Passing over
the settlement, a torrent of tools and weapons shot
towards her, attracted by the erratic magnetic fields
she gencrated. With cach passing, more and more
tools stabbed at her, until she was forced to retreat.

M._

Here’s the main info to digest:

+ Which Monster? Torhaem the magnetice dragon
and her armoury of animated metal objects.

+ Monster’s Motivation. Tathaem is searching for
the broken piece of her hom.

+ Monster s Previous Actions. In her search for
the hom, Torhaem’s magnetic powers have

resulted in the weapons and tools from Redriver

shooting towards her and lodging themselves in

her crown, where they remain. She has mistal-

en this for an attack against her and retaliated,

destroying some homes in the process.

Where's the Monster? Torhaem's realm is a

lone, snow-capped mountain: Haemspire Peak.

quest-giving NPC for this hunt.

* Curiosity: A Unique Drake, Hielma regales a
nearby group of patrons with tales of a dragon
that carries a crown of swords, never flaps its
wings, and that rips pickaxes from the hands
of working miners from a hundred paces
away. This piques L'Arséne Upin’s® interest
who begins hypothesising about all manner
of magical artifacts that could be made from
superconducting magnets.

+ Moralisy: The Tyrant’s Toll. The people of
Redriver no longer have the tools to work and
their once-affluent economy is now stalling.

A tyrannical dragon is stealing their tools and
weapons in mocking flybys, and the townsfolk
have clubbed together to hire a group of adven-
turers to put an end to it.

Loot Taver
ng-oriented

“Mot playingin
educaed,

Mo problem, replace thiswith anocher




* Compensation: A Dragon’s Hoard. The party
comes across a wanted poster on a noticeboard
in an adventurer's guildhall, town square, or on
Heliana's job board in the Loot Tavern itself.
Tn addition to monetary rewards (see the table
Delow), tales tell of a huge hoard that once be-
Jonged toa red dragon atop Haemspire Peak.

Hijelma acts as the party’s primary contact for this
quest and can give the party directions t the begin-
ning of the mountain path to the monastery. Hiclma
has never encountered Torhaem personally, but has
developed some insights into the dragon's naturs {see
Know Thy Enemy, page 312). As the local govern-
ment's representative, Hjelma offers a reward relative
to the party’s level. Adjust this to best fit your world's
economy.

HUNT REWARDS

Huntlevel  SuggestedReward XP perCharacter™
3rd 15008p 900
sth 9,200 gp 5.500
16th 31,000gp 20,000

*Ineludes ll scripred monsters, averaged for 4

A hunter and trapper, Hjelma (pronounced h-YEL~
ma) is a dvarf well-adapted to cold mountain
terrain. She has a dry, sarcastic wit and a flair for
storytelling. She can be found regaling tavern pa-
trons with tales of beasts from the icy tundra, often
in exchange for free drinks “just to warm her toes”.

Hjelma suspscrs that the iridescent grey shard
she carries is connected to Torhaem, but not that
it is actually Torhaem’s horn. For this reason, she
refers to it as a ‘shard’, a term her people use for the
pieces of similar-looking metal that protrude from
the ground around Haemspire Peak and Redriver.
In Redriver, the shard seemed to rotate of its own.
accord. However, the further IMjelma has travelled
from Redriver, the more it has remained station-
ary, always pointing in the same direction: towards
Hasmspire. Unbeknownst to Hjelma, the shard
always points towards Torhaem.

=4
HJELMA
Humanaid idwarf), trappersiefher

Personality. Sarcastic, dry, enjoys scoryeelling.

Physical. Lang, biaided grey hait wieathered
face, dressed in leathers and furs.

Desire. Prosperity far Redriver, sa that the.
beeris good and peaple buy her furs.

Fear. Being recalled by her danand leaving:
herlife in the wilds.

) used 1o b an advenurer ke you, then shocan
albing tigerin the lonee and sold 25 flawlesspelt
fore pretéy peany!™
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KNOW THY ENEMY

Hjelma has some of her own insights into haw the
dragon operates. Whether in the Loot Tavern, or
encountered as the party passes through Redriver,
Hijelma is more than willing to share these insights.
Alternatively, you can divulge the clues through

‘with the strange en-route
to the dragon’s lair. Each of the following clues lists
ways in which you can hint at the dragon’s traits.
The clues are:

+ The dragon is magnetic; it can attract ot repulse
iron and steel.

Heating up the dragon causes ic to lose its power
of fight.

The dragon has been damaged and is missing
its horn. “The horn always points in the same
direction: towards Torhaem

{CLUE I: MAGNETISM __~ SN

The dragon can manipulate magnetic fields to con-
trol iron and steel. Weapons made of such metals
are less effective against the dragon and anyone
wearing ferrous armour has difficulty moving in the
dragon’s vicinity.

HUELMA

Hijelma has the shard stored within a hefty chest
plated in an iron mesh. She suspects it's a part of the.
dragon, but not necessarily that it is a horn. With

2 degree of difficulty, she pulls the hom out of the
chest. Immediately, any unsecured ferrous metal
shoots towards the horn, swords rattle in sheaths,
and any creature wearing metal armour experiences
a minor pulling sensation and they must succeed on
a DC 10 Strength saving throw or be pulled 5 feet
towards the horn. You can read the following

“Now then, brace yourselves. Things could get a
little hairy in here,” says Hjelma as she unclasps
the hefty, iron-plated brass box. With a grunt,
shelifts a curved shard of grey metal out of
the box; the shard shimmers with a rainbow
iridescence. Immediately, the shard is surrounded
by a maelstrom of metallic bric-a-brac as your
weapons rattle in their sheaths and your armour
seems tolift you from yourfeet. “Aye, well, | did
warn yae. Anything made ofiron or steel just gets

whipped right towards it

EN ROUTE

As the party nears the base of the mountain, dull
grey, metallic shards that shimmer with a rainbow
iridescence protrude from the ground. The ferrous
remnants of the decades-old wreckage of a cart are
practically glued to one such shard, nails and a rust-
ed axle protruding from it ac odd angles. A creature
that i wearing armour containing iron and either
starts its turn within 10 feet of a shard or moves
within 10 feet of a shard on its turn must succeed
ona DC 10 Strength saving throw or be pulled 10
feet towards the shard.

CLUE 2: SUPERCONDUCTOR

The magnetite that coats the dragon and protrudes
from the mountainside as shards has, over the
course of millennia, been exposed to arcanomagne=
tism, causing it to behave like a superconductor. At
low temperatures (c.g., when the dragon takes cold.
damage), its magnetic properties become enhanced
At high temperatures (e.g., when the dragon takes
fire damage), these magnetic properties wane. As

it relies on this arcanomagnetism for flight, dealing
sufficient fire damage to the dragon causes it to

lose its flying speed (and causes its minions to fall
prone).

HJLEMA

Hjelma remermbers seeing the far-off battle between
the grey and red dragons. She recalls that the grey
one never flapped its wings and that whenever the
red dragon struck it with its fiery breath, the grey
dragon rapidly lost altitude. She thinks there might
be alink; the racks of the mountain are known to be
less mischievous in the warmer, summer months.




Hjelma's eyes take on a wistful, far-away look.
“| was in the foothills near Haemspire as the
battling dragons drifted inmy direction. The roars
grew louder and louder until the two drakes were
directly overhead; a whirlwind of red and grey.
The red one was so much bigger but seemed
elumsy and—to be frank—fat. Strange thing
about the fight was that the grey dragon never
flapped its wings once. It just... flew. That is, until
the red dragon’s flame burned it. Then it seemed
to fall for a brief moment.... Eventually the grey
got the upper hand and the red ran away.””

EN ROUTE

If the party exposes the dragon's horn or a shard to
heat, any bits of metal attached to the object fall off;
it becomes demagnetised until it cools down again,
Alternatively, the party can observe pieces of metal
that slowly fall off of shards protruding from the
ground as they warm up while in direct sunlight.

QCLUE 3: COMPASS .

Iflaid on a flat surface, the horn always rotates to
point towards Torhaem. Regardless of how you
deliver this clue, the party should always know that
the horn likes to point in a particular direction.

HJELMA

After the dragon’s shard fell at her feet, Hjelma
carried it back to her village. There she made an of-
fering of it to her elders. That was when the dragon
flew overhead, and the shard rotated wildly.

“It was after the red dragon smashed into the
grey one from above that this ” she gestures to
the shard “fell at my feet. | took it back to the
village elders. That's when there was an almighty
whoosh as the dragon flew right over the village.
This thing,” she again gestures at the shard, “spun
right around, clocking Elder Fjoll on the chin and
knocking him clean out. It was only later that |
leamed that all our tools—our picks, nails, arrows,
shovels; the lot—had been pinched by that bloody
dragon! The elders weren't keen on keeping it
around after that and tasked me with finding a way
1o rid Redriver of this beast. And. . here you are.”

EN-ROUTE

‘While still some distance from the mountain, the
party can observe Torhaem flying. Whoever is
holding the horn feels it twist slightly as Torhaem
changes direction. T it is in a bag, the bag’s bearer
hears something moving in their pack as Torhaem
flies to and fro,

HAEMSPIRE PEAK

Haemspire peak is a mineral-rich mountain famed
for the quality of its iron ore. Until recently, it was
the domain of Volrak, a lazy, greedy red dragon
content tolet its kobold underlings feteh tithes from
the surrounding lands. Inhabitants of the peak's
surrounds were largely content with their lot; lazy
dragons are much less of a nuisance than ambitious
ones, and kobolds are. easy enough to deal with.
“T'his new dragon, however, keeps stealing their
wols,

Redriver. The settlement of Redriver is the largest

of the local mining towns, with a population of a

little over 2,000, consisting mostly of dwarves and

humans. Though far from other major setllements,
the town is prosperous. From a bird's eye view, it
appears like a grey-black spread of refincrics, smith-
ies, and craftspeople, ringed by mining works and
piles of waste material known as tailings.

The path up to the Order of Haem's dilapidated

monastery starts a short distance outside the town,

an offshoot from a well-travelled route around the
mountain. When the party is here, this is a good
place to introduce the ‘en-route’ clues on the previ-
ous pages. The environment is unique; you can use
the following examples toillustrate this:

+ Shards of dark-grey crystal thrust up out of the
ground, rippling with rainbow shimmers.

An angular beetle flies noiselessly on stationary,

outstretched wings, a ball of goat dung held in

its feet.

+ An inquisitive herd of goats eye the party from
the sheer face of a cliff. Their horns appear
warped to create sharp right-angles, almost
forming squares atop their heads

The water from streams in the area tastes

of blood. There is no blood; it’s just the or-
ange-tinted, iron-rich water that flows from the
mountain. Even the snow further up the motn-
tain has a slight yellow tint to it.

GHAPTER 12 | REION OF TRON

TORHAEM'S LAIR

Upon approaching the entrance to the monas-
tery-turned-lair, you can show the parcy Map 12.1.
Haemspire Monastery and read the following:

Trudging through the snow, your path turns
towards the mountain peak, winding its way up a
ravine. The ravine widens to a huge hollow within
the mountainside, filled by two colossal statues
with blue gems filling the three remaining eye
Sockets not destroyed. The path falls away on
all sides, butahead, connected by a bridge of icy
vines, are a few intact buildings at the foot of a
<ascade of ruined masonry.

This area (map 12.1) is the location for the fol-
lowing three-wave boss-battle. All lacations on this
map are part of the dragon’s lair.

GENERAL FEATURES
The lair has the following features

Ceilings, Walls & Floors. The entrance to the mon-
astery is open to the sky above, The walls and floor are
made of iron-rich rock. The ravine is 500 feet deep.

Floor: Vines. There are two types of vine bridges
on this map, the larger, main bridge, and the four
smaller vine bridges that connect the main bridge to
the statues (A and B on map 12.1, respectively). A
creature that attempts to cross a smaller vine bridge
must sucoeed on a DG 12 Dexterity (Acrobatics)
check to keep its balance. If the creature crawls, it

doesn’t need to make the check and can cross with-
out incident. A creature knows that these smaller
bridges look difficult o cross, make it clear that
doing so slowly can help prevent a fall.

Floor: Statue. The arms and shoulders of the
statues are difficult terrain due to their smooth, icy
texture. Climbing from the shoulder to the eye or
top of the head is a distance of 15 feet and requites
a successful DC 12 Strength (Athletics) or Dex-
terity (Acrobatics) check. On a failure, a ereature
uses all its movement bur makes no progress. Ifa
creature fails by 5 or more, it falls.

Lighe. The light depends on the time of day. Dur-
ing the day, clouds frequenty form around the lower
part of the monastery, partially obscuring the sun.
There are no other light sources in the monastery,

Atmosphere. The aix is cold, and a cruel wind
whips down the mountain, carrying with it a me-
tallic tang reminiscent of old blood. The ground is
slippery underfoot.

Hazard: Arcanomagnetic Grounding, Any crea-
ture that tries to magically fly within a mile of the
monastery by any means other than by magnetic
manipulation (like the magnetite dragon) is imme-
diately shunted back towards the ground by a wave
of magical force at a rate of 120 feet per round. A
creature that hits the ground in this way can avoid
landing prone by succeeding on a VDG Dexterity
saving throw.

Treasure Cave. A cave opening (containing Vol-
rak’s hoard, see page 322) can be seen higher up
the mountainside with a successful DG 10 Wisdom
(Perception) check.
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OPTIONAL RULE: CATCHING FALLS

A creature that falls can make a DC

10 Dexterity saving throw, catching

ftself on an edge and arresting its fall
on asuccess.
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ANIMATED MAGNETITE
ArRMoUR

THE BATTLE AHEAD

‘The upcoming encounter consists of three waves. The
first is a complex trap in which the players battle the pro-
tective statues and the large vine bridge that have been
reactivated by Torhaem's return. The second is against
“Torhaem's animated paraphernalia, The third wave sees
“Torhaem herself emerge and represents the chance to end
the conflict peacefully. The more wounded she becomes,
the easier it is to persuade her. Berween waves, percep-
tive characters might spot “Torhaem peering down at
them from her cave in the mountainside.

Timing. There is a 30-second (S-round) pause after
each wave concludes, giving the party a brief respite.
‘This means effects cast during the first wave with a du-
ration of 1 minute or less expire by the start of the chird
‘wave. If it looks like the characters will move off of the
edge of the map towards Torhaem’s cave, then you can
start the next wave early.

‘Wave 1 ends once the statues and vines are disabled,
or once the statues are disabled and all the players are on
the north side of the vine bridge. Because of arcanomag-
netic repulsion (see below), characters shouldn't be able
to progress further north than the front of the monastery
buildings. Wave 2 ends when all the animated objects are
dispatched or have fallen into the ravine.

A - B
Iron & Macic
Even magic tilllikely contain iron!
il, or a bone that
all weapons other than blowguns, bows, sings, quarter-
staffs, and whips and all armour except padded, leather,
and hide contain iron.
~ v 2
LAIR ACTIONS

Sao long as Torhaem is alive and within her lair, she can
evoke the ambient magic 1o take lair actions during waves
2 and 3. The DCs and damage of the lair actions and
environmental hazards depend on the level at which you
run the hunt.

‘VaRI8BLE LAIR ACTION STATISTICS

Huntlevel VDC Vmod Vdam
ard 12 +4 3 (1d6)
sth 15 +7 10 (3d6)

16th 7 +a 21 (6de)



Lair Actions. On initiative count. 20 (losing initia-
tive ties), Torhaem takes a lair action to cause one
of the following effects; the same effect can’t be
used two rounds in a row:

+ Magnetic Waves. The monastery’s magnetised
rock emits a pulse affecting all ferrous metals
within the lair. Each ereature holding a ferrous
weapon or wearing ferrous armour must make
2 VD Strength saving throw. On a failure, a
creature holding a ferrous weapon is disarmed
of its weapon, which flies 10 feet in a random
direction, and a creature wearing ferrous armour
is knocked prone. Roll a d8 and consult the
Random Directions table to determine the
direction; if it flies into the ravine, finding the.
item again is very difficult.

RANDOM DIRECTIONS

ds  Direction ds  Directi

1 North 5 South

2 North-east 6 Southawest
3 East 7 West

4 South-east 8 Northawest

+ Arcanomagnetic Interference. The lair becomes
ensconced in an entimagic fleld un] initiative
count 20 of the next round. Fach spelleaster in
the lair immediately makes a DC 10 Perception
check using its spellcasting ability. On a success,
it detects the absence of magic in the lair.

+ Magnetite Shards. Razor-sharp shards erupt
from the ground in a 20-foot radius centred
on a point within the lair. Each creature in the
area must succeed on a VDG Dexterity saving
throw or take Vdam piercing damage. Until
initiative count 20 of the next round, the area
is subject to nonmagical effects identical to the
spikegromeispell

WAVE [: TRAPS AND TRIBULATIONS

The vines and statues that watch the entrance to the
monastery are primed to activate as soon as trespassers
are detected. Once activated, ribbons of shimmering
energy link the statues and vines to a dome of energy
around the monastery buildings. This wave is a com-
plex trap composed of two elements: statues and vines
Each of the elements can be foiled in multiple ways.

Arcanomagnetic Repulsion. Any character
that seeks to escape the trap to the north by run-

ning between the monastery buildings is hit by a
‘wave of force energy. It must succeed a DC 25
Strength saving throw or be pushed 10 feet south
and knocked prone. The area to the north of the
monasteries is difficult terrain until the Statues and

Writhing Vines are disabled.

COMPLEX TRAP: THE WATCHERS

Trigger. This trap activates as soon as a crea-

ture moves within 40 feet of one of the statues. It
remains active until Torhaem uses a bonus action
to stop the trap, or the trap’s elements are disabled
(see Countermeasures, page 318).

Initiative. The trap acts on initiative count 20
and initiative count 10

Active Elements. The Watchers include two
enotmous Statues that cast the ray of frust cantrip
and the Writhing Vines of the vine bridge, which
can whip, restrain, and crush creatures. The traps'
statistics depend on the hunt level; artack modifi-
ers and saving throws equal the Vinod and VDC,
respectively, while a trap’s damage is described in
the Complex Trap Statistics table, below.

Statues (Initiative 20). Each of the three re-
‘maining gems in the statues’ eyes casts the ray
af frest cantrip at a random creature within 40
feet of the gem, dealing cold damage on a hit.

Writhing Vines (Initiative 10). The vincs make
one attack with their Therny Vines against each
creature within 10 feet of them. In addition to
the slashing damage the vines deal on a hit, the
target must succeed on a VDC Strength saving
throw or be pulled up to 10 feet closer to the
centre of the bridge.

COMPLEX TRAP STATISTICS

Huntlevel RayofFrostDamage  ThomyVine Damage
3rd 4 (1d8) 3(1ds)
gth 13 (3d8) 7 (2dé)
16th 22(sd8) 10(3ds)

Dynamic Elements. The Statues become more
dangerous when damaged in cercain ways.

Statues. When an eye’s gem is disabled, de-
stroyed or removed, the trap's power gets
rerouted to the remaining gems. The attack
modifier and damage of the remaining gems
increases according to the hunt level, as shown
in the Statues” Power Enhancement table.

CHaPrEn1a | RewoN oF Inow
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STATUES' POWER ENHANCEMENT

Per Eye-Gem Destroyed
Hunt Level Attack Modifier Increase  Damage Increase

3d + +4 (1d8)
9th +2 +9 (2d8)
16th +3 +13(3d8)

Constant Elements. The Writhing Vines make
one Thomy Vine attack against each crearure that
ends its turn on the vine bridge.

‘Writhing Vines. The vines make one attack
against each creature that ends its turn on
any bridge, On a hit, it deals the thorny vines
slashing damage and a creature must succeed
on a VDG Strength saving throw or become.
restrained (escape DC equals VDC).

Countermeasures. There are a few ways that the
trap can be disabled.

Disable the Statues. Characters can smash the
eye gems, pluck ther out, or dispel their magic.
The AC, hit points, and DC of any ability
checks depends on the hunt's level (see Coun-
tormeasure Statistics below).

Attack: A creature can damage the gems with
spells or attacks

Removat- VDG Dexterity (thieves® tools) or
Strength (Athletics). A creature within reach
of one of the gems can try to pry it free as an
action. Two successful checks are required to
remave each gem.

Dispel: VDG Spellcasting Ability (Arcana). As
an action, a creature with a spellcasting feature
can make an Arcana check using ifs spellcasting
ability modifier to attempt to disable a gem's ar-
cane programming. After two successful checks,
the gem is disabled. If the dispel magicspell is
cast to disable the gems, consult the Spell Level
column in the table below to determine whether
the spell auromatically succeeds or requires an

¢ check, as per dispel magic's description

STATUES' COUNTERMEASURES STATISTICS

Huntlevel AC HitPoints  Spell Level
3rd 1% 1 ard
gth 1% 20 sth
16th 17 30 7th

Disable the Writhing Vines. Characters can at-
tack the vines or attempt to calm them. The AC,
hit points, and DG of any ability checks depends
on the hunt's level. If the vines are reduced to 0
hit points, the bridge falls into the ravine.

Attack: A creature can damage the vines with
spells or attacks. The vines have vulnerability
tofire damage and automatically fail Dexterity
saving throws.

Sooth: VDC Wisdom (Animal Handling or
Nature). A creature within reach of the vines
can attempt to soothe them, making a Wis-
dom (Animal Handling or Nature) check as
an action. Each successful check reduces the
Thorny Vines' attack modifier by 2. Once the
check has been succeeded three times, the
Dridge no longer attacks creatures and is con=
sidered disabled.

WRITHING VINES’ COUNTERMEASURES STATISTICS

Hunt Level AC Hit Points
3 1 30
sth = 60
16th 14 90



NARRATING SUCCESS—WAVE 1

urp to know if their h
effect, especially when a complex trap requires
multiple successes to disable an element. You
might describe prying a gem free like so: “With
the crack of the stone eyelid, the gem pivots, half
free of Its enclosure. One more push should do
it.” For the vines you could say: “As you accom-
pany your gentle words with soothing gestures,
the vines writhe less fiercely. They still attempt to
grasp you, but withless ferocity than before.”
~ -~ B

WAVE 2: THE ANIMATED

When wave 2 starts, read or paraphrase the following

witha metallic rattle and clanging, various
weapons, cutlery, and armour burst from the
monastery buildings. The wind whips more
cruelly as it howls down the ravine, urging the
interlopers to flee. Rocks cascade down the slope
andiinto the ravine from a looming figure i the
cave far above.

ENEMIES
This wave involves a swarm of magnetically-animat-
ed weapons, cutlery, and armour.

Heat Sensitive Magnetis, If any of the enemy
creatures in this wave take fire damage of a certain
amount or more in a single instance (see Heat Sen-
sitive Threshold table), the creature becomes inca-
pacitated, falls prone, and has is speed reduced to
0 feet until the end of ts next turm.

MaGNEeTITE
WearoNs

HEAT SENSITIVE THRESHOLD

Hunt Level Fire Damage Required
ard 5
sth 10
6th 5

Level 3. At 3rd level, the wave 2 combatants are:
+ 1 swarm of cutlery® (CR 2)
+ 1 animated armor (CR 1)
- 3 flying swords (CR 1)

Level 9. At 9th level, the wave 2 combatants are:
+ 1 magnetite armour® (CR 6)
+ 3 flying magnetite weapons® (CR 3)
+ 2 swarms of cutlery” (CR 2)

Level 16. At 16th level, the wave 2 combatants are:
+ 1 magnetite golem® (CR 15)
+ 4 flying magnetitc weapons* (CR 3)
+ 4 swarms of cutlery® (CR 2)

ppendix &
45 an fron golem bt
Absorption.

jth Cold Absorption instead of Fire

TACTICS

All combatants fight with no sense of self-preserva-
tion; they are mindless puppets of Torhaem and the
latent magic of the monastery. As all these creatures
fly through magnetism, they are unhindered by the
area’s Arcanomagnetic Grounding. Torhaem is sav-
vy enough to use the weapons’ and armour’s high
Strength modifiers to attempt. to shove misplaced
characters off the cliff. If a character without many
hit points has stayed on the south side of the bridge,
the flying weapons can skirt around the statues to
safely close the distance. The creatures remain dis-
persed to prevent them being incapacitared by fiery
areas of effect.

Lair Actions. Tothacm begins using lair actions
in wave 2. She uses the Magnetic Waves and Ar-
canomagnetic Interference at opportune moments,
causing disarmed weapons to disappear into the
ravine and adventurers to fall to their doom.

Easier Tactics. If the players are struggling, you can
let the flying creatures position themselves over the
ravine, When these creatures next take fire damage
(assuming your players have caught on to that clue),
they fall into the ravine and leave the encounter.
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WAVE 3. TORHAEM ey

Torhaem descends to attack the adventurers, calling
them “Thieves! Trespassers! Vandals!” She repeats
this mantra at the start of each of her turns, Initially,
she speaks in Draconic. However, when she has
fewer than half her hit points, she switches to Com-
mon. Read or paraphrase the following:

Noiselessly, the enormous, iridescent grey form
of a dragon descends from a cave higher up in
the mountain, clawing itself to a stop on the
scree slope above the monastery. The howling
Dbite of the icy wind is lost in 2 cacophony of
«crashing boulders and falling rocks that tumble
into the ravine below, With a mighty roar, the
dragon bellows: “Ru’akram! Vollit Dishkalar!”

Wortky Magnetism. When the party meet
Tothaem, the character with the highest passive
Perception notices that the dragon seems to be
missing a chunk from one of her horns

PERSUADING TORHAEM

The party can persuade Torhaem to cease hostilities
by making three successful Charisma (Persuasion)
checks. As the fight wears Torhaem down, she be-
comes easier to persuade as indicated in the Effect
of Hit Points on Persuasion DC table

Ereect oF Hit PoinTs ON PERSUASION DC

Hunt Hunt Hunt
Level3 Level g Level 16
HitPoints DC  HitPoints DC  HitPoints DC
63+ 0 gt 24 275+ 28

4262 15 86128 18 183774 m
2441 10 4385 2 g8 1
0 5 a2 & 190 7

The Horn. Tf the party offers to return her horn,
the Persuasion DC decreases by 10.

Action Economy. The more effort a character
makes to persuade Torhaem, the more likely she is to
listen. Explain this system to your players so they can
weigh the risks and rewards themselves.

+ Tf a creature uses its action totry to parlay with
‘Torhaem, it has advantage on its check.
+ If a creature uses a bonus action, the check is
made normally.

+ Ifa creature uses just its speech and no action,
the check is made with disadvantage.

ENEMIES
Torhaem descends to fight for her home and teach
the trespassers a lesson for vandalising her statues.
Level 3. At 3rd level, the wave 3 combatant is:

+ 1young magnetite dragon® (CR 5)
Level 9. At 9th level, the wave 3 combatant is:

+ 1 adult magnetite dragon® (CR 14)

Level 16. At 16th level, the wave 3 combatant is:
+ 1 ancient magnetite dragon® (CR 22)

ehaga's drcanomagnetie Repulsion trsit does ot
orm s broke

TACTICS

Torhaem is not quick to judge, nor is she cvil.
Accordingly, she takes it easier on the adventurers
while she has more than threc-quarters of her hit
point maximum, particularly in the 3rd-level hunt.
IFit’s clear the party are not pursuing a peaceful
resolution by the time she hits this threshold, she
ramps up her lethality and tactical awareness. She
is an incelligent and combat-savvy tactician and
targets creatures likely to fail their saving throws
against her various abilities. For example:

+ Torhaem prefers to keep to the skies, exploit the
Arcanomagnetic Grounding effect of her lair.
She barrages creatures from a distance with her
Sword Shot and Storm of Swords breath weapon

+ Torhaem descends to grapple creatures, return-

ing to the skies to bite and claw them or, if they
manage to escape, to drop them into the ravine.
Torhaem uses the Magnetite Shards lair action
to force ereatures into unfavourable locations.

If creatures stand near the Magnerite Shards or
near a cliff, she uses Repulsion Breath or Blood
Bend to shove them either through the spibe
gromih effect or off of the cliff.

Prompting Peace. To encourage your players
towards a non-combat solution, you can have her
ask them why they re vandalising her home once
she has a quarter of her hit points or fewer, At this
point, if any mention is made of her stealing Redriv-
er’s tools in response to these questions, she stops
attacking immediately. Otherwise, Torhaem has
nowhere else to o, 50 she attempts to flee only if
reduced to one-tenth of her hit points or fewer.




AFTERMATH

After the hunt concludes, you can take the story in
a variety of directions. The options below list some
possibilities.

+ Tf Torhaem is killed, Volrak (a young, adult,
or ancient red dragon, depending on if this
hunt was run at level 3, 9, or 16, respective-
Iy} returns, seeking to claim his domain with
renewed ambition. Te becomes the tyrannical
overlord of Redriver, whose economy struggles
torecover.

If Torhaem lives, Redriver's economy flourishes
once more.

If Torhaem lives, the Order of Haem is restored
as Torhaem sends out messengers to satellite
‘monasteries. Monks of Haem can help the party
at an opportune moment, whenever they’re in
dire straits.

Success or failure, kobolds ousted by Torhaem
plague the nearby area. This can lead smoothly
into the Mecha Kobeldzilla hunt (Chapter 17,
page 401).

CACOPHONICS e

When the party recurns to the Lot Tavern (or
wherever you decide they should meet Cacophon-
ics the bard), he immediately questions them for
details of their adventure. As usual, he picks the
best bits and makes up some stuff using his ‘poetic
license’, A short time later he has a song written
with the following lyrics, the final verse of which
differs depending on whether the party killed
Torhaem, or pursued a more diplomatic option:

l

Awingéd tyrant from the skies
Unseen to any human eyes

All metal she would magnetise
She called this place her home.

Her lineage she would defend
So Haemspire she would ascend
And fight her battle tll the end
And try and claim her throne.

This problem laid dawn at their feet
Our travellers chose to brave the heat
And work out how to best proceed
So would theytry to fight?

[Peaceful Resolution]

They took their questions to the peak
Resolved the issues with their speech
The dragon lived in harmony.

With the town down far below.

[Combat Resolution]

They taok their weapons to the peak
Engaged in battle, slayed the beast
And now the town may live in peace
Or 50 the story goes.

PeaceruL

YOU CAN PLAY THE SONG BY SCANNING OR
CLICKING ON THE QR CODE, OR BY TYPING
in THe URL seLow.
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TREASURE

Within the hoard (found within the cave above the monastery)
gathered by Volrak are the following treasures, including a

wyrm’s breath grenads and a snow wolf cowl.

DRAGON'S TREASURE HOARD

Hunt L Cins Wyrm's breath
Level grena
244 diamonds
wsxsoasp  (zsgpeach)
3 exsogp  rdesems =
25 gpeach)
dé diamonds.
4dsxzoogp  (sogpeach)
g e 3dégems e e
(s0g0 each)
ds diamonds
&dxsoogp o0 gpeach)
6 sezop sda geims egendary
(50 gp each)

T i — .

‘Whether Torhaem is killed or not, there is a corpse
the players can harvest. If the players opt for the
peaceful solution, Torhaem shows them to the
treasure hoard and to a secret sanctum that con-
tains the magically preserved body of her mother,
Lorhaem, an Adult (level 3 or 9) or Ancient (level
16) Magnetite Dragon. The sanctum is magically
warded and can’t be found by any means short of a
wish spell unless Torhaem guides the plavers to it.
‘Torhaem has no need for the gold, nor the
corpse, and offers it freely to the party so that her
body may sustain the fight to keep balance within
the Material Plane. Once the party begins harvest-
ing the body, the preserving magics are dispelled.

Harvest: Magnetite Dragon. Magnetite dragons
have the follswing unique components in addition
to ones normal for a dragon. The food component
for the unique recipe is magnerite flash.

+ It Tothaem is killed, the party already has the
magnerite horn, which is an uncommon, socket-
able magic item.

If Torhaem lives, then you can reveal that
Lorhaem's horns was also broken during the
fight that killed her and can thus be harvested
with a DC of 0.

Snowwolf
cow|

Uncamman
Rare

Very rare

Wyrm's BREATH

GRENADE

MAGNETITE DRAGON'S HARVEST TABLE

Component DC  Components

only
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5
10

Magnetite flesh® (=)

Magnetite bone (Lp 0 10)

Pouch of magnetite seales (up to 10)

Magnetite hovn (up ©02%)

MacneTITe Horn




The following unique items can be crafted from the magnetite dragon’s unique monster components.

MAGNETITE DRAGON’S CRAFTABLE ITEMS

ItemName  ltemType  Rarity Attunement Components Essence  Value**

A Uncommon ol 12008p

fEe e fliimor ™ Rare Rentirecl I Ecuch itz ccales T oot B ' oo £
heaw) Legendary Mythic  12.000gp

Uncommaon el 1000gp

Haemstrike Xﬁ:::’;f?"y Rare Optional  Magnetite bone Robust  3,500¢p
Veryrare Potent  mooogp

re Robust 2,800 gp
Shard Crown ‘\Zum" HHE g mmmal e Potent 10,000 gp
Legendary Mythie  a1.600gp

s e e eom che crafting cost
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INTRODUCTION

This hunt, The Veiled Lady, is intended for 3 to 7
characters and is optimised for a party of 4 with an
average party level (APL) of 4, 10, or LS. Charac-
ters who complete this hunt should earn enough
experience to progress one-quarter of the way to
5th level, one-third of the way to 10th level, or one-
half of the way to 15th level. The adventurers must
investigate a strange rot that has infested a town,
ruining the crops, killing the livestock, but leaving
the townsfolk strangely unharmed.

After gathering informartion about this rot, the
adventurers must delve into a cave sysiem connect-
ed to the town'’s sewers. Here, the fungal colony has
its lair, which forms the setting of a two-wave boss
battle. This battle is deadly and uses the party's
entire daily XP budget. Equipment for an extended
fight, spells and effects that deal radiant damage,
and proficiency in the Nature skill will aid the party
in this endeavour.

BACKGROUND

The sewers of Aramachi intersect with a cave
system leading to The Low, a vast subterranean
network of caves, mines, and settlements home to
creatures of the dark. From this gloomy, damp ex-
panse, a satellite colony of hyphans—a race of sen-
tient fungus—has emenged. Its vast hyphal network
has penetrated earth and rock, seeking the nutrient
resources of surface-dwelling organisms.

‘The Veiled Lady is the mouthpiece of this fungal
colony, Tt possesses a system of morality and order
entirely alien to surface-dwelling humanoids; it be-
lieves all organic matter s just a resource waiting (o
be assimilated into its nerwork and has no concept
of ‘murder’. All creatures under the colony’s influ-
ence connect to its heart via a hive mind.

‘This i5 actually the third rot the colony has
caused in its inexorable search for nutrients. The
first rot caused a plague, killing scores of towns-
folk. The second targeted cellulose, decimating
the local woodland and laying waste to many
of the townsfolk’s houses. This third rot targets
beasts and erops: half of the town's livestock and
harvest have been ruined in the fortnight since it
was first detected.

During each rot, the town’s mayor has contact-
ed Heliana, who has dutifully sent an adventur-
ing party in response. These parties tracked the:
rot to the sewers but were infested by the Veiled
Lady. The Lady read the adventurers’ minds and
learned of the potential conflict the colony's ac-
tions would bring about if it continued destroying.
the town above. In an effort to ensure its preser-
vation, the colony changed its physiology and
tactics to target different food sources. In a further
act of subterfuge, the Veiled Lady returned one
fungus-infested adventurer from each party 1o
Heliana, where they explained thar “there was
nothing ouc of the ordinary.”

A —— .

Here's the main info to digest:

+ Which Monster? A fungal colony, The mouth-
piece through which the colony interacts with
adventurers is a humanoid-shaped creature
called the Veiled Lady. The eolony has a heart
which, if destroyed, adversely affects all the
members of its hive mind.

+ Monster’s Motivation. The colony is seeking
10 expand. Survival and finding a source of
sustenance are its main motivarions. Its search
Tor resources keeps bringing adventurers to slay
it, which is conflicting with its next priority:
staying hidden to avoid conflict.

Monster's Previous Actions. The hyphan
colony is killing and decomposing the crops
and livestock around Aramachi. The colony has
caused two previous rots within the past year.
During the first, the townsfalk caught a plague.
During the second, the town’s wooden build-
ings and the nearby forest were afflicted by a
dry rot.

+ Where’s the Monster? The colony can be
found in the cave system adjacent to the town’s
sewers. [ts fungal ‘heart’ is hidden in a sealed
cave and can only be found by defeating the
Veiled Lady.

ENTURE HOOKS S

Stinky sewers, ferocious fungi, and a high chance
of death... Don’t mention any of those when you
drop the following adventure hooks for your play-
ers. Use as many as necessary o tick everyone’s
‘motivation box’.

* Curiosity: The Absent Adveniurer. Twice be-
fore, Aramachi has sent a request to Heliana for
adventurers to deal with a rot. Both times, an
adventurer returned saying they hadn't found
anything, Both times, the rot disappeared. The
first adventurer returned to Aramachi but was
never seen again. The second, Heliana has kept
restrained in the dark of Lut’s basement where
e has begun to ‘blossom’ (see Clue 3, page
331). Though hesitant to send more adventur-
ers to their doom, Heliana wants this rot dealt
‘with once and for all

+ Morality: Rotting Rations. Without immediate
intervention, Aramachi faces starvation. The
harvest has been decimated and, if this rot isn’t




curtailed, there won't be any harvest at all! The lives of
the townspeople are at stake and the town's mayor has de-

creed that whatever is causing the rot must be dealt with. ESS e
- G ion: Sabotaged glers that use MuLcH

the sewer and cave system for transporting their treasures Hunianaid (rakin) driid, they fthem

<can be overheard i in the tavern. =

has been rotting their smuggled exotic animals, and the Personality. Curious, enthusiastic,

tobaceo, halfleaf, and rum is putrefied. Something deeper averthinke:

in the cave system is bad for business and needs sorting, Physical. Short, bug-eyed. calica-farred,

‘The smugglers use the Loot Tavern® as an i i dressed

crossroads. i

Desire. Culivate new and unique speciesof
fungi.

n the Loot Tavern? No problem; omil

Mulch, a druid of the Blossom Union specialising in decom- Fear. Burea ucracy, paperwork; and chores.
position, has been investigating the fungal imbalance around

Aramachi They deliver the town's request for adventurers “Would you care o a smoke? Perhaps something
and can act as the party’s primary contact for this quest. You e e Ty

can use them to share insights learned from interviewing the
townsfolk by using the ‘Mulch’ paragraphs in Know Thy
Enemy (page 328).

e,

HUNT REWARDS

Huntlevel SuggestedReward  XPperCharacter”

ath 2200gp 950
10th 1500 gp 7.000
sth 27,000 80 15,000

*Includes ol scipeed mansters, averaged for 1 play

MuLcH

Mulch is a non-binary tanukin—a subrace of sen-
tient raccoons known as rakin—with a penchant for
mischief and an incredible propensity for deadpan
humour. Mulch’s reputation amongst their Blossom
Union siblings is delicate: though regarded as one
of the foremost experts on decomposition within -
the Union, their relationship with Archdruid Xyxl
turned sour after Mulch grew a small amount of psy~
chedelic mushrooms on Xyxl's morning porridge.

At any given moment, Maulch is likely partaking
ina consclnusness—enhancm}: experiment of some
kind. Psychedelic mushrooms, hallucinogenic frogs,
or moulded tea: Mulch aims to try them all. To the
layman, this is commonly interpreted as them being
slightly distractible, especially around bright colours
or thythmic music. They are perpetually dircy, their
clathes home to all manner of small beasts, and they
ignore almost all social norms, such as covering your
mouth when you yawn.

CHAPTER 13 | THE VEILED LaDY

KNOW THY ENEMY

Mulch, drawn to Aramachi by rumeurs of a
strange plague-rot, has briefly reconnoitered
the area and has some insights to share.
‘These are detailed in the Mulch and Helia-
na paragraphs below. Alternatively, if your
players prefer to get in the field and do their
own investigating, you can use the ‘Explora-
tion’ paragraphs to impart the clues to your
players. The clues are:
+ The rot is capable of messing with crea-
tures’ minds.
+ The rot consumes dead and dying or-
ganic matter to heal itself.
+ The rot likes the damp and dark
sickened by radiant damage and is im-
mune to necrotic damage.

CLUE I: MINDBENDIN:

As a defence mechanism to repel
the colony can infect creatures with bio-
mantic curses. Some of these effects involve
mind control and modifying memories. This
is how it sent adventurers back to Heliana
to deliver the misinformation that there

was nothing te be found. This clue involves
talking to Heliana so she can introduce

the party to the last adventurer she sent to
tackle this rot: Gus Fushrim. Alternatively,
this individual could have been trapped by
Mulch in the basement of an inn in Ara-
machi.

Heliana. Heliana briefs the party on the
previous adventurers she sent:
+ She has sent rwo groups to deal with
twao similar, but slightly different rots.
* The first rot was a plague that targered
peaple.

The second infected all the trees and
houses.

« Each time, only one adventurer re-
turned. Both times the adventurer said
‘there was nothing to be found”,

The second time, she didn’t let the
adventurer leave, and currently has him
trapped in the basement.

;



‘When Heliana reads the request for adventurers,
you can read the following:

Heliana frowns at the parchment in her hand
“Huh... this one again, eh? | already sent two
groups to deal with something like this over the
past year. Full disclosure: only one returned alive
each time. And ‘alive’ is a stretch...” She reaches.
forajournal and flicks back toward the front of
the book. “The first rot was a plague affecting
people. The second rotted all the wood, both

in living trees and in the buildings. Both times |
sent adventurers. Both times one returned. Both
times they told me they didn’t find anythin'. And
then the rot disappeared overnight.” She gives a
grimace, “As for being barely ‘alive’... Come with
me." She leads the party into the basement to
seethe infected adventurer,

INFECTED ADVENTURER

1In a corner of the Loot Tavern’s basement is Gus
Fushrim. Though he used to be a ranger, he is now
a walking mushroom patch: toadstools sprout from
every inch of skin and clothing, His comer of the
basement is a diorama of fungal lfe; an array of col-
ourful fungus of all shapes and sizss blooms from the
rock and wood. A ward of glowing blue runes marks
off the comer and keeps him (and the mushrooms)
from proliferating through the rest of the building.

False Memories. If asked, Gus says he didn’t find
anything, and that his current condition isn't all
that bad. He explains that his party went into the
sewers, but just found empty caves. On their way
out, a rockfall killed his party and blocked off the
caves. These are false memories bestowed by the
Veiled Lady; a successful VDG Wisdom (Insight)
check doesn’t detect deception—he believes what
he says—but does detect that his answer seems
rehearsed.

Restoration. Casting greaser restoration (or losser
restoration in the 4th-level hunt) on Gus removes
these false memories. He begins to have a panic
attack as he observes his current form and begins rip-
ping off the toadstoals, damaging himself. Casting the
cal emations spell on Gus or succeeding ona VDC
Charisma (Persuasion) check to calm him stops him
from hurting himself. If he isn’t calmed or restrained,
he dies within 1 minute.

‘True Memaories. Once his memories are restored,
Gus says that he found a huge pulsing heart in the
caves below the sewers. He says the air was thick
with spores, and it didn’t matter if they held their
breath, The spores took root on clothing and skin.
His companions, a rogue, sorcerer, and barbarian,
were all transformed. Their memories and inten-
tions were picked over by the hive mind. Then,
when the fungal heart realised its misstep and the
danger it was bringing upon itself, it sent him here
to ward off further intruders.

Interrogation. Heliana will intervene if the play-
ers Lry (o experiment on Gus. She feels responsible,
in part, for his current condition. If she isn’t present,
the same information in Clues 1 and 2 can be gath-
ered through experimentation on Gus

Hanoout 13.1.
Gus FusHROM

CLUE 2: DETRITIVORE £

The Veiled Lady (and its fungal tendrils) can
consume dead (and dying) organisms to heal itself,
However, burning corpses with fire or radiant dam-
age, or casting the genrle repase spell or similar magic
on them, prevents them from being consumed in
this way.
MULCH
Muleh divulges the following information:
+ The rotting corpses of crops and livestock are
covered in a web of white-grey fibres.
+ The corpses seem to deflate and dehydrate over
time, as if they're being drained.
+ Corpses bumt by farmers soon after death don’t
have any such webbing,

You can read the following:

Picking a small dung beetle off the end of their
nose, Mulch says “It’s a detritivore, Detritus:
waste, vore: eats. |t eats waste. | know that
because all the corpsesare covered in this mat

of webbing that.. pulses. Like t’s drinking”
Mulch takes a swig from a pungent-smelling flask.
Whatever itis, it's definitely fermented, “Withina

day, a corpse is emaciated — totally dehydrated,

likeit's been in the sun for a month. You might
have noticed that the air ‘round Aramachi s thick
with smoke. The local farmers have been burning
the rotted stuff — they think it stops the spread. |
reckon they're onto something.”

EXPLORATION
Corpses. The corpses of livestock and piles of rotted
crops are covered in mats of thin grey-white fibres,
If a corpse takes fire or radiant damage, or the genile
repose spell or similar magic is cast on it, the mat
of fibres wilts and draws away, leaving the corpse
alone. A player that chooses to investigate a corpse
notices the following:
+ On fresh corpses the mat appears to be pulsing.
+ Older corpses look deflated, like they 've been
drained, and the mat’s fibres are dry and brittle,
as if they're no longer used.
+ Thick plumes of black smoke in the distance are
Deing released by piles of burning corpses.

In addition, a creature can make a DC 12 In-
telligence (Nature) check. On a suceess, you can
reveal the following:

+ The fibres look fungal in origin. Fungi typically
exist as 4 network of myoelium in the ground.

- Fungi can be detritivores that feed on dead
organic matter
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RApio DecomposiTion

CLUE 3: SUBTERRANEAN

The hyphan colony’s adaptation to the dark insu-
lation of The Low grants it immunity to necrotic
damage. However, it is sickened by radiant damage
and sunlight,
MuLcH
Mulch imparts the following information:
+ He thinks the rot is caused by some sort of
fungus.
+ Decaying energy seems ineffective, while radia-
tion appears [0 damage it severely.
+ Bright sunlight causes the fungus to retreat.

You can read the following:

“I think it’s a strange sort of fungus. Those things
are usually susceptible to decaying and burning
magic, but this one is unusual.” Mulch glances
around, showering you all with particles of earth,
before leaning in and whispering “I tried the
forbidden magic... blight. Didn't do a thing!”
They lean back, relaxing, “My moonlight beam
made it squirm, however. Burned it real nice,””
they chuckle. “Where the corpses are n the sun,
the webbing is only on the underside. Fiip over
the corpse and it shrinks back into the ground.
light.”

Doesn't li

EXPLORATION
Experimentation. Corpses in bright daylight have
fungal mats only on their underside. If a corpse is
flipped over, or the day/igh spell is cast on a mat
of fungal webbing, the fungus retrears, shrinking
back into the ground. The players can try dealing
different types of damage to the fungal mat, with
the following effects:

+ Necrotic damage does nothing.

- Radiant damage causes it to writhe and retreat.

+ Other damage, such as fire, is as cffective as
normal, but the fungus grows back slowly after-
wards.

Hanoout 13.3. SearinG LIGHT
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ARAMACHI

Aramachi is a port-town home principally to rak-

in, birdfolk, humans, and halflings. Originally built
around the tower of the wizard, golemancer, and bi-
osmith Doctor Francis Norman Stein, it has bloomed
into a compact, bustling hub of activity. The land
surrounding Aramachi is famed for the time-dilated
grapes from which the infamous reverse-hangover
cockeail rezersy is made, its flavoured -milk cowrs,
and its fields of golden wheat (each ear of which is
rumoured to contain one solid gold kernel)

A Rotting Environment. The farmland around
Aramachi is known as the “golden sea’ for its vast,
rich fields of wheat. In the hills, a great deal of land is
given over (o raising cattle and sheep. The party can
observe the following abnormalities as they explore:
Vast swathes of the golden sea look like a furry
grey carpet from afar, drained of their luscious
colour. The plants are covered in mats of grey-
‘white fibres.

‘The corpses of emaciated livestock dot the roll-
ing hills, covered in the same grey-white fibres

Dead crows and vultures ring several corpses,
likewise covered in fibres, the same as the live-
stock on which they were presumably feasting.
Dung in the cow fields is whire, covered in
hairy mats of fibros.

Plumes of black smoke can be seen from several
smallholdings and hamlets. Farmers are burning
the corpses and rotted crops.

Random Encounters & Rest. Aramachi is easily
aceessible by boat, through a forest, or across plains
and hills, There is plenty of space at the inns, The
surrounding farmland, where the rot is taking place,
is an hour’s walk from the centre of towa.

ARAMACHI SEWERS

A classic stinking sewer, these tunnels and caves
are also home to the Shambling Mound gang.
These smugafers sneak in contraband via the river
at night, storing it in the basements of the various
buildings with whom they have tacit agreements.
“The Shambling Mound gang see themselves as en-
treprencurs and businessmen, rather than criminals,
but keep their business discreet, nonetheless.

GENERAL FEATURES

‘The sewers have the following features

Ceilings, Walls, & Floors. The scwers are about
7 feet high, whils the smugglers’ rooms and caves
rise to 12 feet. The walls and floor of the sewers
and smugglers' rooms are made of well-cut stone
The deeper caves are formed of water-cut bedrock.
‘Where there is water, it is a uniform 2 feet deep and
is difficult terrain.

Doors. Unless stated, all doors are locked and can
be unlocked with a successful VDC + 3 Dexterity
(thieves’ tools) check. A creature that fails by 5 or
more breaks ts tools and jams the lock.

Light. Unless li, the sewers and smugglers’
rooms are dark. Pale, green-white mushrooms dim-
Iy light the caves in the north and east sections of
the sewer (rooms 6, 11, 12, and 14).

Armasphere. The air is close and damp. The
sewets stink, but the scent in the deeper caves is of
a forest in autumn, perfumed with the rich odour of
decaying leaves.

Environment: Aura Dampening. The magical
nature of the Veiled Lady’s lair dampens magical
auras (inchiding spells with the word ‘aura’ in their
name). Their radii are reduced so that they affect
only the creature from which the aura originates.

Hazard: Fungal Overload. The Veiled Lady and
its lair actions can afflict a creature with the fungal
infection spell (see page 504). If a humanoid is ever
affected by this spell for one continuous minute, the
creature falls under the control of the Veiled Lady
as if by the dominate person spell (no maximum
duration and no concentration required).

Hazard: Sewage. A creature that ingests any of
the sewage water, of thar unexpectedly falls under
the water’s surface, must succeed on a VDG Gon-
stitution saving throw or be poisoned for the next
hour.

Edibles. Four rare types of edible fungus can be
found wihin the sewers. They can be correctly
identified with a successful DC 14 Intelligence
(Nature) check, and their properties (all of which
are a mix of beneficial and detrimental effects) dis-
cerned. The mushrooms lose their potency 1 hour
after they are harvested. A creature that uses its ac-
tion to eat a mushroom is affected in the following
way, depending on the mushroom's type:

i
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+ Amanita rotgut. You take 2d6 poison dam-
age and are poisoned for 1 minute. After the
minute elapses, you gain resistance to poison
damage and are immune to the poisoned condi-
tion for 1 hour. This toadstool is red with bright
yellow dots.
+ Noradreno mucorales. You are affected by the
haste spell for 1 minute. At the start of each of
your turns while you are affected by the mush-
room, you must succeed on a DC 15 Consti-
tution saving throw or be unable to move or
‘take actiens until the start of your next turn,
as 2 wave of lethargy sweeps over you. This
tall, skinny mushroom is electric-blue and
crackles with lightning.
Psilocybin kwikitrippiae. You are affected by
the confusion spell for 10 minutes. You can
make a DC 15 Constitution saving throw at
the end of each minute, ending the effect on a
success. After the effect ends, you gain advan-
tage on Wisdom saving throws for 1 hour. This
small, unassuming mushroom is plain brown
‘when looked at directly, but twinkles with rain-
bow iridescence when in the eorner of your eye.

+ Raging heabane. You gain resistance to non-
magical bludgeoning, piercing, and slashing.
damage for 1 minute, At the start of each of
your turns, if there is at least one creature within
the reach/range of your currently-held weap-
on, you must immediately use your reaction to
make one weapon attack against a randomly
derermined creature within your reach/range
“This jet black mushroom has a tough, bark-like
skin.

NORADRENO
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ENTERING THE SEWERS
ere are five ways to enter the sewers: via the sewer
outfall (A}, through one of three buildings (B, G, and
1), or through a street drain (E). These correspond to
the keyed locations on map 13.1. Aramachi Sewers
(page 334). Asking around the town reveals that
these three buildings were particularly badly dam-
aged during the last rot and are all freshly repaired

+ A—River Entrance. By swimming or rowing a
Doat, the party can approach the sewer outfall,
Unless invisible, the party is seen by the people
at area 1 - Smuggler’s Dock (page 335).
B—White Water Worship. A temple to river and
sea gods run by his High Frothiness, Mustaf de
Luge, Priest of the Rapids (NG male human
priest). He regularly drinks sea water and is 2
litele mad. If the party asks to see the crypt, he
will show them down.

+ C—Saucery. A potion shop run by a lotol
named Tink Cha (CG nonbinary commoner).
“T'hey are more than keen to show the party the
fungus they’ve been cultivating in their base~
ment and can inform the party of the mush-
rooms’ properties {see Edibles, page 332).

+ D—The Three-Eyed Fish. A large inn frequent-

ed by sailors and urkin vagabonds. The landla-

dy is a female urkin named Madame Poubelle.

She lets the adventurers pass for an appropriate

bribe (ren times the average party level in gold

pieces). She also complains that all she has to
serve is beer — everything else is rotted

E—Drains. Entering through a street drain drops

the players in a random lacation marked 'K
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The following locations are keyed to Map 13.1.
Aramachi Sewers (page 334).

| - SMUGGLER'S DOCK

Under an overhang of bedrock, a rickety pier
stands on rotted timbers. Three CN bandits,
Milal (shrewd fermale halfling), Bodge (happ

shelves are lined with instruments, dried reagents,
and books on alchemy. A successful DG 10 In-
telligence (Investigation) check yields 50 gp of
alchemical components,

Edibles. Four small pots are each filled with
different mushrooms growing in a small pile of soil.
; .

lucky male human), and Fatakata (suspicious male
gnome) are busy loading a rowboat, shutcling the
contents from room 3. They are all members of the
Shambling Mound gang. Though not immediately
hostile, they will question the adventurers if they
lock to be nosing about. If asked, the bandits will
tell the adventurers that mushrooms have been
growing in the caves to the north and cast.

Rotting Cargo. The gang’s smuggled exotic
animals (blink squirrels), as well as their tobacco,
halfieaf, and rum have begun rorting, Everything is
covered in thick white-grey mats of fibres. They're
taking what's left upriver.

2 - SMUGGLER'S OFFICE ~ SENIR

This surprisingly well-appointed room is occupied
by Mechatik Clerk (N female urkin bandit cap-
tain). Mechatik, lcader of the Shambling Mound
gang, is aniously tallying the losses incurred by the
1ot ina report to “The Boss'.

3 - SMUGGLER’S STOREROOM

Now mostly empty, this damp room is lined with
pallets upon which stand barrels and boxes of rot-
ting contraband. A creature can spend 30 minutes
tomake a DC 15 Strength (Athletics) check,
removing all the rocks and opening the passageway
to 100m 6 on a success.

[Encounter: Bandits. If the bandits or their eap-
tain haven't already been encountered, they come
to the room for a final check. They approach with
loaded crossbows. A character that tries to explain
their true purpose can make a VDG - 3 Charisma
(Persuasion) check. On a success, the bandits baclk
down and explain their plight. On a failure, the
bandits attack, believing the party to be thieves,
agents of the town watch, or likewise. The bandits
surrender if one of their number is killed.

4 - SAUCERY BASEMENT

Through the locked door to this storage basement,
a variety of alchemical scents can be discerned. The

; les, Psilocybin
kawikitrippiae, and Raging henbane. ach por con-
tains two portions of one type of mushroom.

“The floor of this room, obscured beneath the murky
water, is much deeper than the rest of the sewers.

A creature that walks into this deeper section must
succeed on 2 DC 14 Dexterity saving throw or fall
beneath the surface. A creature that falls beneath
the surface must suceeed on a VDC Constitution
saving throw or be poisoned by sewage for 1 hour.

6 - FUNGAL FIELD St

The floor of this room is it by the dim glow of a
field of tiny green-white mushrooms.

Hazard: Infectious Spores. When the party
firse enters this area, each character must make a
Constitution saving throw against the Infectious
Spores lair action (page 339).

Edibles. On a successful DC 13 Wisdom (Per-
ception) check, a creature spots a clump of blue No-
radreno mucorales (sce Edibles, page 332). There
are two portions of this mushroom.

Treasure: Keys. In the pool on the east sidle of
this room, a set of keys can be spotzed swirling in an
unending eddy with a successful DC 10 Wisdom
(Perception) check. They float by virtue of being
tied to a piece of cork. They open the door in the
north of Room 9.

7 - CAVE CAMp S

A Small creature can access this room by squeezing
through the narrow passageway. A DC 14 Intelli-
gence (Investigation) check yields two bottles of
alchemist’s fire amongst the detritus.

A human skeleton sits hunched in this dark cave. A
shovel lies in one corner while planks cover a hole
in the floor,
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Trap: Powdery Mildew. A creature that examines
the skeleton finds that it crumbles into dust, releasing
a plume of black spores—the remnants of the plague
caused by the first rot. The creature must succeed
on a VDC Constitution saving throw or take Vdam
necrotic damage and be afflicted by the funga infoc-
tion spell’s Veiled Lady fungus (see page 504)

Treasure: Hole. In the hole is a skull covered in
purple petals (the infested cultist’s skull, see page
459, Appendix A).

9 - SMUGGLER'S PENS Sl

The bones of small animals litter these floor=to-ceil-
ing metal cages. This is where the smugplers kept
their exotic animals. A successful DC 18 Intelli-
gence (Medicine or Nature) check identifies the
bones as belonging to exotic animal i
camel, a jackalope, and a tigerdillo
remains of a halffing are locked in one cage.

Trap: Powdery Mildew. A creature that exam-
ines the halfling skeleton finds that it crumbles into
dust releasing a plume of black spores; the remnants
of the plague caused by the first rot. The creature
must succeed on a VDC Constitution saving
throw or take Vdam necrotic damage and be
afflicted by the fungalinfiction spell’s Veiled Lady
fungus (see page 504).

Treasure: Purse. A purse can be removed from
the skeleton’s grasp without triggering the trap with
a suecessful DG 20 Dexterity (Sleight of Hand)
check. It contains a number of gold pieces equal to
ten times the average party level. On a failure, the
powdery mildew trap is triggered.

10 - WHITE WATER CRYP'

Within this crypt are five sarcophagi. The stone
panels of the room are carved with detailed depic-
tions of water nymphs and elementals.

Esits. The panel to the north is heavily damaged
and can be knocked down with a successful DG 15
Strength (Athletics) check, The panel to the south
is mote intact, but a successful DC 12 Wisdom
(Perception) check allows a creature to notice air
flowing under and over ir; there is open space on
the other side. Dealing 20 bludgeoning damage to
this wall (AC 16) breaks it and attracts the atten-
tion of the priest and four acolytes in the temple
above. They enter through the locked door at B to
investigare the ruckus.

R e

Qpening a
releases elementals that immediately attack. They
flee if reduced to half their hit points or fewer.
NUMBER OF ELEMENTAL ENEMIES

Hunt Level  Elementals Released

4th 2ice mephits
10th 1water elemental
asth  zwaterelementals

11 - RAT'S MORGUE iy

The fresh corpses of three giant rats, each covered
in grey-white fungal mats, lic scattered around

this cave. The floor is covered in pale, green-white
mushrooms that shed a dim light.

Hazard: Infectiows Spores. When the party first
enters this area, each creaure must make a Gonsti-
tution saving throw against the Infectious Spores
lair action (page 339)

Edibles. A successful DG 15 Wisdom (Per-
ception) check allows a creature to spot a clump
of black Raging henbane (see Edibles, page 332)
‘There are two portions of this mushroom.

Ingestigation. A successful DC 14 Intelligence
(Investigation or Nature) check reveals that these
mats directly connect with the mushrooms on the
floor, As a character watches, they can see the
toadstoals slowly swelling, growing in size.

|2 - FUNGAL LABYRIN

The air within these winding caves is visibly thick
with spores. The bones of cave-dwelling beasts, like
rats, bats, and giant gnats, form a crunchy carpet be-
neath the dimly glowing fungus that covers the floor.

Hasard: Dense Infectious Spores. When the parcy
fisst enters this area, each creature must make a
Constitution saving throw against the Infectious
Spores lair action (page 339). The spores here are
50 dense that crearures must make further saving
throws at regular intervals. See the sidebar on the
following page for ideas on how to decide when to
ask for saving throws.

Edibles. A successful DC 13 Wisdom (Percep-
tion) check spots a clump of red Amanite rojgut (see
Edibles, page 332). There is one portion of this
mushroom.
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TIME AND DENSE INFECTIOUS SPORES

If you're unsure of how many saves to ask for,
you can use the following rules:

Check-based. After a creature makes an ablity
check, ask each player to make a save.

¥ 150 fest t
moves (they ampmhauymwmg slower than

unless they explicitly
wise), ask each player to make a save.

~ -

The basement of the inn is filled with barrels of beer,
hanging rotted meat, and sacks of rotting vegetables.
The door to the east is locked, but broken panelling
in the southwest corner can be pulled loose with a
successful DC 12 Strength (Athletics) check.

Investigation. A DC 14 Intelligence (Investi-
gation) check reveals that, although the hanging,
cured meat is rotied and covered in the familiar
white-grey fibres, the beer seems to be complerely
unharmed (it contains yeast and so is immune (o
the fungal rot).

14 - THE VEILED LAD ciels

The fungal activity seems to concentrate in this
nexus; finger-like grey-white tendrils run down the
walls from the ceiling to the floor below. The floor
is thick with glowing toadstools and crunchy with
the bones of small, desiceated beasts. In the mid-
die of it all stands a vaguely humanoid figure, the
Veiled Lady. This is the location of wave 1 of the
boss battle (see The Bartle Ahead, page 338)

CHAPTER 13 | THE VEILED LaDY
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THE BATTLE AHEAD

The upcoming battle consists of two phases. In the
first, the Veiled Lady tries to distract the players
while hemming them in with necroric puffballs. It
doesn’t give them the option to leave, inevitably
leading to a violent confrontation. Once the Veiled
Lady and its swarm spawner fungi are destroyed,
the floor collapses, delivering the party to the heart
of the fungal colony. Here the characters face off
against three guardians, the adventurers Heliana
sent during the previous rot.

TFiming. The first wave ends when all the swarm
spawner fungi and the Veiled Lady (or, in the
1Sth-level version, the Veiled Lady in its mythic
state) are destroyed. The floor then collapses and
the second wave begins.

‘Helping Hand. Tf things are going poorly for your
party, feel free to have one of the NPCs the party
previously encountered arrive and give aid in the
form of healing or healing potions. For example,
Mustaf de Luge, priest of White Water Worship,
might be drawn by the noise while visiting the
crypt and cast the mass healing word spell from
beyond the fields of puffball fungus. The bandits,
or Tink Cha the alchemist, might throw a potion
that shatters on impact, healing some of the party
members for 4d4 +4. Observing the danger, none
of these individuals are likely o stay long before

retreating. These NPCs might even assist the party
in escaping if you choose to use the optional ending
(see page 343).

LAIR ACTIONS

The colony’s hive mind is routed through its fungal
heart, hidden deep in the cave system (see map
13.2). 8o long as this fungal heart is alive and with-
i its lair, it can evoke the ambient magic to take
lair actions. The fungal heart’s layer includes the
entirety of maps 13.L and 13,2. The DCs and dam-
age of the lair actions depend on the level at which
you run the hunt.

VARIABLE LAIR ACTION STATISTICS

HuntLevel  VDC Vimod Vdam
4th n +4 30de)
10th 15 +7 10 (3d6)
15th 1 5 21 (6d6)
A - e~
GMTIp
down the in this table for you
hunt level 50 you don't have to keep flicking back
and fortht
~ -~ -




Lair Actions. On initiative count 20 (losing
initiative ties), the fungal heart takes a lair action to
cause one of the following effects. ‘The heart can’t
take the same lair action two rounds in 2 row.

+ Infectious Spores. The heart chooses one point
within the lair. A variety of small mushrooms
grow around it, releasing their spores and casting
the funge! infection spell centred on that point.

+ Mindfunk Spores. The heart chooses one
creature within the lair, shooting a spray of
spore-containing acid at it from a nearby toad-
stool. Make a ranged weapon attack against the
target (Vmod to hit). On a hit, the target takes
Vdam acid damage and must succeed on a
VDC Wisdom saving throw or be affected by
the dominate person spell until the end of its next
turn. The heart can’t use this lair action again
until it has used a different one.

Sprout Puffballs. Grey-black pufiballs sprout
in a 10-foot square within the lair. Each S-foot
square area of puffballs has AC 5, 1 hit point,
immunity to necrotic damage, and immunity
10 all conditions bar petrification. The pufiballs
automatically fail all saving throws,

“The puffball erupt i they take any damage orif
a creature moves into their space, immediately de-
stroying a 5-foot square. Each creature within 5 feec
of the puffballs when they erupt must make a VDG
Constitution saving thraw, taking Vdam necrotic
damage on a failure, or half as much damage on a
Success.

WAVE [: VEILED LA s

The Veiled Lady is waiting for the party and com-
municates with them telepathically using mental
images and emotions. When the party arrives in
room 14 you can read or paraphrase the following:

A huge humanoid figure in a flowing gown stands.
alone in the centre of a large, fungus filled cay-
e, Corpses of sewer animals, some emaciated
and desiccated, others plump and unblemished,
are dotted throughout chamber.

Upon noticing the party, the figure opens its
arms wide in greeting, flaoding your minds with
a sense of welcome and the feeling of being

comfortable beside a warm hearth,

12 A Trap! To the Veiled Lady, now that the
party is aware of the hyphan colony’s existence,
they can't be permitted to leave. It will try to talk to
the party, explaining, through emotions and images,
that it has made mistakes with its search for food
but that it's trying to adapt. While they converse,
the fungal heart uses its lair actions each turn to
sprout puffballs behind the party. Make a Dexter-
ity (Stealth) check cach 6 seconds (Vmod mod-
ifier). If you roll lower than a character's passive
Perception, they notice the new growths.

Once the party is good and hemmed in, the
fungal heart switches to using the Infectious Spores
lair action.

Corpses. The bodies of giant rats, bandits, and
darkmantles are dotred around the periphery of the
room, There are 4 corpses in the 4th- and 10th-lev-
el versions, and 8 corpses in the 15th-level version,

ENEMIES
The sole enemy of the first wave is the Veiled Lady,
although the mushrooms summaned by its lair
actions can be targeted. The Veiled Lady is, in fact,
2 manifestation of the larger hyphan colony that
runs through the surrounding soil and rock. When
the encounter turns aggressive, Large, morel-like
toadstools (swarm spawner fungi) puncture the
rocky floor of the cave, their hundreds of orifices
thrumming with concealed activity.
Level 4. At 4th level, the wave 1 combarants are:
- 1lesser veiled lady* (CR 6)
+ 1 swarm spawner fungus® (CR 0; spawning
~1 CR 2 swarm of pufflings*)
Level 10. At 10th level, the wave 1 combatants are:
+ 1veiled lady* [CR 14; no mythic form)
+ 1 swarm spawner fungus® (CR 0; spawning
~3 CR 2 swarms of pufflings*)
Level 15. At 15th level, the wave 1 combatants are:
+ 1 veiled lady* (CR 14; CR 17 mythic form)
+ 2 swarm spawner fungi* (CR 0; spawning ~6
CR 2 swarms of pufflings®)

“see Appendis G
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SWARM SPAWNER FuNGUS

The swarm spawner fungl create swarms of
pufflings (see page 554). For balanced combat,
use the following modifications (depending on

‘to the Spawn

«  4thLevel. The swarm spawner fungus pro-
duces 1 swarm on the second round of com-
bat. Ignore the recharge functicn until after
the Veiled Lady is defeated. You can describe
the toadstool as ‘vibrating dangerously’ so
the party sees itas a danger!

«  1oth Level. Run the swarm spawner fungus
as written.

+  15th Level. Half of the remaining swarm
spawner fungi recharge their Spawn Swarm
action each tum.

~ -~ 2
TACTICS

Within the colony’s long memory, the adventurers’
quest to destroy it is a recent event, and one from
which it has learned much. The Veiled Lady
tactical and insightful combatant, intent on staying
alive for as long as possible, though its main motive
is to prevent any characters from escaping. The
result of this is that:

» It uses the Mindfunk Spores lair action as often
as possible, targeting those with the lowest
‘Wisdom saving throws,

It uses Mycelial Reconstitution directly belore
its turn to avoid opportunity attacks and posi-
tion itself advantageously

On each of its turns, it tries to bring irself with-
in range of a corpse to take advantage of its
Detritivore trait.

It uses its movement to bring it within range
of characters with low Constitution or Wis-
dom scores, depending en whether it has In-
fectious Spores or Shackles of Pain recharged,
respectively.

It uses Shackles of Pain to repeatedly target

the same creature. This is usually a character
with high AC and Constitution (as well as low
Wisdom).

If there is a particularly threatening melee char-
acter, it uses its [Typhal Tether to restrain it

Swar; & Puffiings. These plants act like
walking landmines with no sense of self-preservation.

WAVE 2: THE HEAR ol

Shortly after the Veiled Lady and the swarm
spawner fungi are destroyed, the hyphal network
supporting the floor collapses, delivering the char-
acters to the colony’s heart and its three guardians.
The guardians are the remnants of previous adven-
turers, the party of Gus Fushritm (from Clue 3).
Once the Veiled Lady and swarm spawner fungi are
defeated, you can read or paraphrase the following:

Alow rumble is swiftly followed by the sensation
of falling as the floor gives way. Tumbling through
earth and rock weakened by the rapid enlarge-
ment of the hyphal network, you find yourselves
spilled into alarge chamber. A thousand varieties
of fungus coat the walls, each glowing a unique,
muted shade that bathes the chamber in dim
light. In the cantre of it all, a massive conglomera-
tion of toadstools pulses, thick ribbons of grey-
white dispersing into finger-lke fibrous strands
that plunge into the earth and rock.

Arranged around this central pillar are three oddly-
humanoid mushroom-people: a looming behemoth
with 2 single arm as thick asits body clutches
abroken sword; a squat toadstaol halds what
appears to be a staff that lets forth plumes of thick
black smoke; and a thin, lithe-laoking creature is
ringed in limbs ending in sharp, oozing points.

Collapse. When the floor suddenly collaps-
es, have cach character make a VDG Dexterity
(Acrohatics) check. On a failure, a creature lands
prone. Approximate the locations of your players
on Map 13.2. The Fungal Heart based on where
they were when the collapse happened on Map
13.1. The point marked ‘Z’ on Map 13.1 is directly
above ‘Z on Map 13.2.

Layout. The hole to the Aramachi Sewers is
about 30 feet above the floor of the chamber in
which the fungal heart resides. I'he heartis an
enormous, 30~foot-wide mass of fungus ix the cen-
tre of this lower chamber, It is represented in Map
13.2 by the mushrooms in the map's centre,

7 w») —
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FUNGAL HEART

“T'he fungal heart has AC 5, immunity to necrotic
damage and all conditions except petrification, re-
sistance to poison damage, vulnerability to radiant
damage, and is immune 1o any spell or effect that
would alter its form. It automatically fails Dex-
terity saving throws and automatically succeeds
on Strength saving throws. It has the following
different statistics depending on the level at which
the hunt is run.

HEART DEFENSIVE STATISTICS

HuntLevel HitPoints Saving Throw Modifier

ath 120 4
10th 230 +7
15th 400 *9

Heart’s Actions. On initiative count 10 of each
round (losing initiative ties), the heart takes the Hy-
phal Tether or Mycelial Reconstitution legendary
action of the Veiled Lady (use the lesser veiled lady
for the dth-level hunt). If it uses Mycelial Reconsti-
tution, the effect oceurs on one of its guardians

Killing the Heart. If the heart is killed, all the
guardians become permanently poisoned and af-
fected by effects identical to the siszs spell

ENEMIES
‘T'he heart's guardians assemble to defend the heart
against the party. They follow the archetypes of a
barbarian (brute), a sorcerer (sporeslinger), and a
rogue (duskcap). For the fungal heart, use the statis-
tics on the left side of this page.
Level 4. At 4th level, the wave 2 combatants are:

+ 1 fungal heart" (CR 1; 4th-level version)

+ 1decrepit hyphan duskcap” (CR 2)

+ 1decrepit hyphan brute* (CR 1)

+ 1decrepit hyphan sporeslinger® (CR 1)
Level 10. At 10th level, the wave 2 combatants are:

+ 1 fungal heart® (CR 6; 10th-level version)

+ 1hyphan brute® (CR 6)

+ 1 hyphan duskcap® (CR 5)

+ 1 hyphan sporeslinger” (CR 5)

Level 15, At 15th level, the wave 2 combatants are:
+ 1 fungal heart" (CR 9; 15th-level version)
+ 1 vigorous hyphan brute® (CR 9)
« 1 vigorous hyphan duskeap® (CR 8)
+ 1vigorous hyphan sporeslinger” (CR 8]

TrHE HypHAN GuaRDIANS
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SHARED LEGENDARY ACTIONS.

This new mechanic auto-balances the action
‘economy of groups of enemies throughout a
combat. Instead of an individual having three
legendary actions to use each round, a group of
indivi legendary action:
which can be distributed as you, the CM, see fit.
~ - s

TacTics

The hyphal guardians are very tactically-aware
combatants with no sense of self-preservation. They
are part of the colony's hive mind, care only for the
heart's survival, and will sacrifice themselves to
ensure it.

Brute. The brute is a juggemaut. It aims to end
each of its turns next to a character that won't have
2 chance to move before it can use its legendary
action to Smush them,

Duskeap. The duskcap works in partnership with
the brute, targeting characters adjacent to the brute
to trigger its Sneak Attack. If you use the option-
al flanking rule, the duskcap moves within melee
range to gain advantage on its attacks, If you don't
use this optional rule, it uses its bonus action to hide
behind the fungal heart and gain advantage on its
ranged attacks.

D inger. The 1 doesn’t have great
longevity and knows it. It uses all its sorcery points
as quickly as possible. It keeps its distance from
enemies, using ranged cantrips and spell attacks.
Tt uses its legendary action to make itself heavily
obscured (preventing opportunity attacks) and then
move away from melee combatants, If it is safe and
doesn’t need to move, it defers its legendary action
to the brute or duskcap.

OPTIONA DING: CAVE IN

‘When the heart is destroyed, the lair begins collaps-
ing. Each creature must make three ability checks,
taking Vdam bludgeoning damage on each failed
check as they try to escape the collapsing cave sys-
tem. A creature tha fails all three checks is buried.
What ability and skill checks (o use is up (o cach
player; encourage them 1o be creative! Decide the
DC based on how much sense the attempt makes.
Alternatively, you can request the following checks:
- Climbing up the rubble to the cave system
abave might require a DC 10 Strength (Ath-
Ietics) check.

Using your senses to foresee falling chunks of
carth might require a DC 15 Wisdom (Percep-
tion) check.

+ Jumping off of falling blocks might require a DG
20 Dexterity (Acrobatics) check
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AFTERMATH

If the fungal heart is destroyed, the rot ceases and
the town goes on to have a meagre, though suffi-
cient harvest.

+ Tf the smugglers survive, they use their con-
nections to ensure a steady supply of (slightly
overpriced) food, becoming local heroes.

“The town holds a small celebration (stocked
only with beer) in the characters’ honour.

If some of the mushrooms remain in the base-
ment of Saucery, its owner, Tink Cha, refines
them into potions that have the same effects,
but which are no longer potent if not consumed
‘within 1 hour.

L’ Arsene approaches the party about a poten-
tial heist in Armachi (see L'Arséne’s Ludierous
Larceny, a free digital adventure).

HELIANALT /LARCENY.

S SR

CACOPHONICS i

On returning to the Loot Tavern (or your destina-
tion of choice), the bard Cacophonics relentlessly
pursues the party seeking heroic tales to make into a
song, Regardless of what he is actually told, he pens
the following ballad:

The crops are slowly dying,
there’s decay around the town.
Adventurers used all their skill
10 track it underground.

Infectious air.
My friends, beware

They move amongst the fungus
as its web runs far and wide.
Aladyin the distance,

with her family at her side,

Assimilate to keep her safe
Assimilate. You won't escape.

As the lady tries to trap them,
they must navigate their way.
The heart must be the answer
50 they hunt till they have slain

They make their ascape.
The townls safe.

YOU GAN PLAY THE SONG BY
SCANNING OR CLICKING ON THE QR
CODE, OR BY TYPING IN THE URL
BELOW,
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TREASURE FHARVEST

The fungal heart and the Veiled Lady are one and
the same; treat them as a single Huge creature. The
following unigue components can be harvested, in
addition 1o the normal components for a plant. One
of the 3 /ady’s veifs has been perfectly severed and

Within the thick, fungal webbing are the remnants
of the adventurer’s gear. The mundane stuff has
rotted away leaving only unreactive, metal scraps
and a single magic item: the cvergrowon barkshield.

TUNGAL HEART'S TREASURE HOARD can be harvested with a DC of 0 (but still requiring
harvesting supplies if you use that optional rule). Tt
Hunt Level Coins. Overgrown Barkshield Rarity can be socketed on any held or worn item. The food
2d6X500 5p component for the unique recipe is a pouch of spores.
a Uncomman
éd6x508p

FUNGAL HEART'S HARVEST TABLE
sl x 200 gp

10 & Rare
1ds x10pp ComponentDC  Components
u j;lg: 2320 gp Ve 10 Poych of hyphae (=]
< 15 Pouch of sporest (=), lady's vl (up 10 3)
20 Spore-filledgils (up to3)

Fungal iembrane’

Hveran
Lonespike

InFesTED
CuLTisT's SKuLL

The following unique items can be crafied from the fungal heart's and Veiled Lady's components.

FunGAL HEART'S CRAFTABLE ITEMS

ItemName  Item Type Rarity Attunement Components Essence  Value®

Uncommon Frail 8508p >
lorgike  Wespontapie] Optional  Pouch of hyphae S Gl EHHFTEH lq
MycelialCloale Wondrousitem Rare Requied  Fungalmembrane  Robust 2300 v STH. 11TH. 17TH LEVEL
# 8 i

ko i Uncommon Frail 400
PaTsbFder eapon tany axe) = Spore-filledgills 2
Myeaxe Rare Robust 18008
iy DiFuhaet Uncommon Fraif soogp

Ring. Optional  Pouchofspores

“SOMETHING IN THE SWAMP
Sporespreader  Rod, staff or wand :"mm" Required  Sporefilledgills R S JUET HEN'T ETHY ﬂEHI]"
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INTRODUCTION

This hunt, Shadow of the Brocamather, is intended
for 3 to 7 characters with an average player level
(APL) of §, 11, or 17. Characters who complete
this hunt should earn enough experience to pro-
gress one-quarter of the way to 6th level or halfway
of the way to 12th or 18th level. The adventurers
must find and defeat the remnants of a rare swamp
aboleth that has purportedly already been killed by
a group of celebrated adventurers. Afrer hunting for
elues abour this aberration, the hunt culminates in
a three-wave boss battle. This battle is deadly and
uses the party’s entire daily XP budget. A party
well-equipped for an extended fight, as well as
means of alleviating disease and mind control, will
prove beneficial on this monster hunt,

BACKGROUND

Slkvol (SLIK-vol) the aboleth broodmother has, for
the past few million years, shaped the ecology of Mi-
lakul swamp to best serve its own intesests: the native
swallybogs worship Slkvol as a deity, the fauna all
bear signs of Slkvol's modifications, and adventurers
are enthralled to spread word of how uninteresting
and umworthy of exploration the swamp is. However,
Dr. Doolots is not so easily deterred

Dr. Doolots, a female dragonborn anthrozeol-
ogist, is intent on unveiling the swamp's secrets.
Affter several of her field assistants went missing, she
gave credence to the swallybog tales of the ‘swamp
curse” and contracted Heliana, the Hunt Master,
tosend a group of monster hunters. ‘The Fearsome
Five tracked Slkvol to its flooded cave where they.
dispatched it in a mighty battle, taking one of
Slkvol’s spawn from its egg sacs back as proof.

However, Slkvol was prepared for such an
eventuality. The egg sacs—and there are dozens—
contain aboleth broodlings whose sole purpose is to
wventure into the swamp, mind control creatures, and
retum this biomass to the cave where it can be con-
verted into a new body for Slkvel. Upen returning
to the swamp, Dr. Doolots assistants continued to.
disappear, leaving her believing the Five duped her.

By the time the party arrives, Slkvol has almost
been reformed. The three waves of the battle repre-
sent the final flood of broodling-controlled biomass,
the chrysalis converting this biomass into a new
broodmether, and the reborn Slkvol.

{
DR. DOOLOTS
Humanoid (dragonborn), zoologist, shefher
Personality. Curious, enthusiastic,

auerthinker

Physical. Tall sinevsy, golden-scaled, pierc-
ing blue eyes, wears pince-nez,

Desire. Tocatalogue all species in theworld

Fear. Failing 1o prevent (or even causing) the
‘extinction of an uncatalogued creature.

“What are you!? That hair, those eyes... hem...
is that paeosite or symbiont embedded in your
shin?”

.o

Dr. DooLots

M-

Here's the main info to digest:

* Which Monster? Slkvol the aboleth broodmoth-
erand its many broodlings.
Where’s the Monster? The monster's realm is.

a swamp accessible through a bayou. Tts lair is

enclosed by thick vines that prevent passage to

those not under Slkvol’s control.

+ Monsters’ Motivation. The broodlings want to
gather enough biomass 1o reform Slkvol. Slicvol
then wants to enthrall the party.

+ Monsters’ Previous Actions. Slkvol has lorded
over the swamp for the last few million years,
bending it to its will. After being killed, Slkvol's
broadlings have mind controlled many crea-
tures—including Dr. Doolots” field assistants—
gathering them all in Slkvol's lair

ADVENTURE HOOKS

Enticing your party to slog through a swamp ain’t
ne easy thing! Luckily, if curiosicy, morality, or
the chance to tell a good story doesn’t tickle their
fancy, there’s always gold. Feel free to use as many
of the following hooks as necessary to get the party
to bite!

+ Curiosity: The Unending Curse. The party
overhears an argument; Dr. Doolots accuses
the Fearsome Five (jokingly called the Fearful
Tive for their tendency to give up when hunting
especially ferocious beasts) of lying. The Five
claimed ro have killed the beast responsible for
the ‘swamp curse’—they have one of the beast's
offspring to prove it. However, Doolots, their
patren for this mission, elaims that the local
swallybogs are still behaving oddly. If anything,
the curse is now worse!

+ Morality: The Missing Assistant. Dr. Doolots, a
zoologist studying swamp ecology, approaches
or otherwise contacts the party. She previously
hired adventurers to clear the swamp of a dan-
gerous curse affecting local fauna bur, despite
the adventurers’ protestations of success, the
ourse seems to be persisting. Her field assistant,
a swallybog named Gilforth, has been captured:
and she needs someone 10 save the swamp’s
inhabitants. Gilforth is identifiable by the white
lab coat he wears.

o




CLUE 2: INFECTIOUS DISEASE

The aboleth broodmother and its offspring can
spread disease through their touch. The diseased
creature becomes a vessel for more broodlings and
is prone to drying out if it spends too long out of the
water. The broodlings can only hatch underwater,
50 this alteration is a way of keeping their host in a
favourable environment.

Fearsome Five. One of the Five, a N female
halfling assassin named Garr Oate, has a large tub
of grease she is constantly applying to her skin,
which looks painfully dry. A DC 15 Wisdom
(Perception) check notices a conspicuous, fleshy
yellow lump (a broodling sac) under her sleeve.
She mentions:

KNOW THY ENEMY

Doolots suggests the party’s first porc of call be the
Fearsome Five, followed by Heliana who currently
haolds the monster-hunting contract. Each of the
following clues lists ways in which you can hint at
the broodmother’s traits. The clues are:
» The abeleth broodmother and its offspring,
broodlings, use mind control.
+ The touch of the broodmother is infectious.
+ “The broodmother and broodlings travel mostly
through water.

CLUE [: MIND CONTROL

The aboleth broodmother and its broodlings can

all atcempt to charm creatures within close range

of them that they can see. When charmed, a crea-
ture is under the charmer’s control. On their own, a
broodling’s charm is easy to overcome but, en masse,
broodlings become more powerful. A broodling can
attempt to charm a creature once per day. Damaging
a charmed creature can help break this charm.

“Bloody swamp has dried my skin out. Only time
I getany reliefis when | take a bath - I've never
bathed so much!”

1f pressed about the yellow sac she says:

“Just some batfly larvae. Our cleric says to wait

Fearsome Five. The Five have a broodling cap-
till it hatches so we don'’t leave an open wound."

tured in a small cage, covered by a cloth. When the
cloth is removed, the broodling attempts to charm
one of the party members. The DC is low (DG 6
‘Wisdom saving throw) but, success or failure, the
party member realises they were a moment away
from trying to free the critter. If asked, Ser Lonsalit-
ile (LG male gnome knight) motions to a goliath
compatriot and says something like the following;

A DC 15 Intelligence (Nature or Medicine)
check reveals that this is not a botfty larva, The
broodling sac is too unique for anyone to know
what it is by making a check.

En Route. As the party nears Slkvol's swamp
‘while boating through the bayou, they spot a

+ Compensation: Swamp Gold. The party comes
across an advert on a noticeboard in an adven-
turer’s guildhall, town square, or on Heliana’s
job board in the Loot Tavern itself. In addition
1o monetary rewards (see the table below),
LArséne Upin (an infamous gadgeteer), also
near the noticeboard, mentions thac the proper-
ties of monstrous amphibians” skin and toxins al-
low mcredibly useful items to be fashioned from
them. If the party can harvest whatever swamp
‘monstet is probably responsible for this curse, he
could make something useful for the party.

In all cases, Dr. Doolots acts as the quest giver
and can give the party direcrions to a place whers
they can dock their boat and proceed on foot. She
doesn't know much about what's going on—she
hasn't had a chance to start her research, as her as-

i known as

keep disappearing. Dr. Doolots offers a reward
relative to the party's level; adjust this to best fit
your world’s economy.

HUNT REWARDS

“Hah! Looks like little Simo almost got you there!”
‘e says, slapping his thigh. “Climbo here almost got
taken in by the fellow, too! Had to give him arap
around the noggi to snap him out of It, eh, Climbo?
Yes, this little blighter,” he points at the broodling
“tries to get at least one of us each day. Lucky for
us there's only one of them; get a few of ‘em near
each other and you don't stand a chance. The cloth
seems to put paid to his hijinks, mind you.”

half-submerged crocodile sunning itself near a fallen
tree. A DC 8 Wisdom (Perception) check spots the
large yellows lamps (broodling sacs) on its back. A
result of 13 or higher notices thar, where the croc-
odile is out of the water, both its skin and the sacs
lock dry and damaged, Under the water, the skin
and sacs look healthy, and small creatures can be
seen moving within the sacs.

Huntlevel  Suggested Reward XP perCharacter®
sth 3,000gp 1500 En Route. As the party progresses into the
- R W56 swamp, a broodling splashes out of the under-
s et Py growth, staring at one of the party members and %

“lnekydesall seripted monste:

jersged for 4 plager charscrers.
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trying to charm them. Success or failure, the
character realises they were close to picking up the
critter and protecting ir.




CLUE 3: WATERY WORLD

The swamp's inhabitants are more mobile—and
more deadly—in the water. Water can act as a
medium through which the broodmother’s and
broodlings’ psychic energy can propagate. For this
reason, the lair around Slkvol’s cave can produce
wawes to knock creatures over and submerge them.
Trems and spells that grant a swim speed will prove
great boons on this hunt.

Fearsome Five. The party's bard, a NG male dwarf
named Cacaphonics, is composing a song about the
fight. In its current, unfinished version it reads:

“Attend the tale of the Fearsome Five.

Through curséd swamps did they bravely strive.
The water crashed and did pull themin,

So phantasmical homrors could wear them thin
Their magic let them swim and thrive,

The Fearsome Five,

Delivered the monster's death wish.”

Stories. If the party enquires with any locals, or
perhaps asks Dr. Doolots herself, it’s revealed that
the swamp curse is capable of phicking men from
their boats so that they see untold horrors in the
water below. It's not such a big deal for those that
can easily swim out of the water, but many a warri-
ot laden with heavy armour has failed to resurface
after such a wave

YOU CAN PLAY THE SONG BY SCANNING OR
CLICKING ON THE DR CODE, OR BY TYPING IN THE
URL seLow.

HELIANALT/BROODMOTHER

™

MILAKUL SWAMP

For the most part, Milakul swamp is a navigable
bayou replete with a dizzying array of unique flora
and fauna. It is a humid, mosquito-filled labyrinth
from which many adventurers have failed (o emerge.
Luckily for the party, the map Dr. Doolots has
provided makes finding Slkvol's swamp much easicr.
You can use the following list to describe some of the
many wonders observed en-route:

+ A bird shoots a lightning bolt from its long,
reptilian tail, stunning a fish near the water's
surface before swooping down to phuck it with
its long talons.

+ An eight-eyed fish spins a web around an un-
lucky frog under the water's surface.

A large-fronded fern bends down to dip its net-
like leaves into the water, scooping up a pile of
silt which it begins filiering.

Small, six-limbed mammals groom one another
in the tree-tops, fixing the party with hard stares
as they ferry insects to their mouths,

An unkempt human clad in ragged scraps of ar-
mour (an adventurer who got lost many decades
ago) runs away when spotted by the party.

An amphibious-looking humanoid (a swallybog,
see page 581) spear fishing on the edge of the
river.

The party can park its boat at the head of a
sunken trail leading through nigh-on impassable
underbrush to Slkvol’s lair. ‘This short journey is 4
good time to reveal Clue 1 to the party (page 350)
if you have not done so already.

InFecTED R
CrocopiLe

THE BATTLE AHEAD

The upcoming battle consists of 3 waves, the first
against the broodlings and swallybogs, the sec-
ond against the aboleth’s chrysalis, and the third
against the reborn aboleth broodmother. The
battle should be conveyed as a race against time
to try and prevent the broodmother from reform-
2. [n reality, there is no way o stop this, but
the players can affect how strong the subsequent
waves are depending on how much damage they
deal to the broodlings, the mind-contralled crea-
tures, and the chrysalis,

Variable Strength. Throughout the encounter,
actions the players take can reduce how strong the
chrysalis and broodmother are in the subsequent
waves. This change in strength is measured by a
passive penalty or bonus to the damage of its atzacks
and abilities, The penalty can be no greater than -5,
and the bonus no greater than the average player
level. This can be afTected in the following ways:

+ Wave 1: Each 10 damage dealt to the huddled
creatures results in a -1 penalty to the damage
rolls of the chrysalis and broodmother.

‘Wave 2: Each broodling or creature that melds
into the chrysalis gives a +1 bonus to the dam-
age rolls of the chrysalis and broodmother
‘Wave 2: Fach 20 damage dealt to the chrysalis
results ina -1 penalty to the damage rolls of the
chrysalis and broodmather.
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GM Tip - KEEPING TRACK

Save yourself panic by having a pencil and eraser
ready! A tally chart can be used to keep track
of the current bonus/penalty the chrysalis and

broodmother have applied to their damage rolls.

The tally
ly

you apply

~ - 4

Timings. Waves 2 and 3 start on round 4 and 7 of
combat, respectively. The third wave (and the en-
counter) ends when the broodmother is defeated.

BROODMOTHER’S LAIR =

Upon arri
lair, you can read the following to narrate the
party’s journey:

Asmell, muddy bay leads up toa thicket of
impassable vegetation. Within the wall of close-
Iy knitted swamp bramble s 2 half-submerged
passageway of uneven, muddy ground, scarcely 5
feet wide.

The air is cool and clammy within the passage:

The ground undulates beneath the water; roots
and clods of earth occasionally break its surface,
while at other times

falls away with alurch,
leaving you thigh-deep. Despite the lack of any
perceivable current—whirpoots of silt spiral
straight upwards with each footfall—the water
elicits a sensation like 2 strong tide pulling you
onwards wherever it touches your bodies. The
air is void of the thrum of living things that have
accompanied you on the journey thus far. There
i no buzz of mosquitoes and the distant call

of bird song is muffled, swallowed by the thick
vegetation that hems you in.

‘This is an appropriate time to narrate the ‘en
route’ encounter for Clue 1 if you choose to do so.
Otherwise, you can continue reading:

g at the entrance to Slkvol’s swampy

Turning yet another cormer, the space opens up.
You would be forgiven for thinking you werein a
cave, 50 thick is the twisted swamp bramble that
rises up from the surrounding faliage, forming
adome overhead. Visible within the humid,
dimly-lit dome is a lake some hundred feet across.
Small islands of mud protrude from the water be-
Iow and the ruins of a primitive village are picked
out by narrow shafts of sunlight.

On asmall island at the far side of the lake s

the unmistakable dead form of a tentacled
creature. Bebween the lake’s entrance and the
<orpse are assembiled all manner of local swamp
creatures, many bearing the fleshy yellow sacs
you've seen elsewhere, More appear through the
thick vegetation or bubbling up from the lake.
[Each carries tiny manta-like creatures that latch
onto their hosts” backs with a hooked mouth
appendage.
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GENERAL FEATURES
The lair has the following features:

Ceiling. The ceiling is a dome made of 5-foot~
thick swamp bramble. It starts 10 fect above the
water around the lair’s edge and rises to 40 feet high
in the centre. Fach S-foot cube of the thicket has
an AC of 13, 50 hit points, vulnerability to cold
damage, resistance to bludgeoning damage, and
immunity to piercing, poison, and psychic damage.

Walls. The walls are made of the same thicket
as the ceiling but are 15 feet thick. The walls can
open 1o allow broodlings, the broodmather, and the
creatures they control to pass.

Floor. The floor is mastly murky water 15 feet
deep. 5 feet of water heavily obscures anything
beyand it. Small islands—tangles of Toots, mud, and
rushes—protrude from the water and are difficult
terrain. The swallybog ruins are made of damp
wooden planks.

Light. The interior is dimly lit.

Hazard: Infections. The water of this swamp is
a peuri dish of loose genetic material and virulent
creations of the broadmother. Any creature that
is reduced to half its maximum hit points or fewer
by piercing or slashing damage must make a VDC
Constitution saving throw or become infected
with a disease. If the disease is not cured within 24
hours, the creature becomes afflicted by one ran-
domly-determined disease from the consagion spell
until the disease is removed

A submarine cave (containing variaus treasures,
see page 362) can be found in the water to the east
with a successful DC 10 Wisdom (Perception)
check.

LAIR ACTIONS

“The aboleth broodmother has tremorsense through-
out its lair. So long a5 the broodmother or one of its
offspring is alive and within the lake, it can evoke

the ambient magic to rake lair actions. The DCs and
damage of the lair actions and environmental hazards
depend on the level at which you run the hunt.

LEVEL-BASED LAIR ACTION STATISTICS

Huntlevel  VDC Vmod Vdam
sth 3 5 5(2dq)
1th 15 +7 10 (3d6)
7th 7 9 21 (¢ds)

Lair Actions. On initiative count 20 (losing ini~
tiative ties), the creature takes a lair action to cause
one of the following effects; the same effect can’t be
used two rounds in a row:

+ Tempestuous Turbulence. The water within the
lair writhes and swirls, causing 6-foot-tall waves
o crash over all the low-lying islands. Each
creature in the water, or on the ground less than

5 feet above the water’s surface, must make a
VDG Strength saving throw or be pulled up to
20 feet into the water.

+ Plague Tide. The water begins to bubble, filling
the lair with noxious, acrosoliscd droplets.

A creature is affecred even if it doesn't need
o breathe. Each creature must succeed on a
‘VDC Constitution saving throw or become
poisoned. If running this hunt at 11th or 17th
level, the creature is poisoned as if it had failed
asaving throw against the conzagion spell (no
concentration required). A creature can repeat
the saving throw at the end of each of its turns,
ending the effect on it on a success.

+ Aguwa Phaniasm. Water in the aboleth brood-
mother’s lair magically becomes a conduit for
the unspeakable horrors the broodmother has
witnessed in its vast memory. Each creature of
the broodmother or broodlings’ choice with-
in the lair's waters must succeed on a VDC
Wisdom saving throw or take Vdam psychic

damage and become frightened of the huddled

mass of creatures (wave 1), the chrysalis (wave

2), or the broedmother (wave 3) until the end of

its next twm,




WAVE [: BROODLING! =

Upon noticing the party, several of the charmed
creatures change tack to intercept them, though the
majority stay in a huddled mass near the lake’s cen-
tre. Broodlings (page 524) that haven't yet found
4 host jet through the water towards the characters.
Hiding from the party, charmed swallybogs (page
581) sneak freely through the undergrowth. The,
rest of the creatures huddle together in front of the
cave's entrance.

Sneaking Swallybogs. Roll a single Dexterity
(Stealth) check for the swallybogs before combat
and on each of their turns until they attack. In the
brambles, their check modifier equals Vmod. If the
result is lower than one of the adventurers’ passive
Perceptions, let that player know that its charac-
ter notices something moving through the swamp
bramble.

The Missing Assistant. If using “ The Missing As-
sistamt” adventure hook, Gilforth (NG swallybog),
conspicuous in his now-muddied white lab coar,
is visible near the north edge of the huddled mass.
Gilforth resists any atrempt to grapple him (+1
Dexterity (Acrobatics) modifier). If Gilforth is not
within the huddle when wave 1 ends (at initiative O
of the third round of combat), the charm on him is
broken. If he is still in the huddle, he gets absorbed
into the chrysalis.

Huddled Creatures. Separate from the monsters
which attack the party is a Huge mass of crea-
tures—broodlings, swallybogs, erocodiles, snakes,
frogs and other swamp dwellers—huddling rogether
in front of the cave. This huddle can be targeted
by artacks and spells. The huddled mass has an AC
equal to the VDG and a saving throw modifier equal
to Vmod - 3. Treat the huddle of creatures as two.
separate individuals for the purposes of determining
damage from area of effect abilities and spells

To add a sense of urgency, tell the players that
the huddled mass s slowly growing, with the flesh
of adjacent creatures fusing (o one another.

A - B

DARKVISION & PERCEPTION
o i darkvision b
on Perception checks that involve sight in dim
light. You can impose a -5 penalty on passive Per-
ception to account for this disadvantage.
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ENEMIES
Charmed snakes and crocodiles swim alongside
broodlings, while swallybogs lurk behind the
swamp bramble, ready to unleash an ambush, De-
pending on the level at which you're running this
hunt, the makeup of the enemy combatants differs.
Level 5. At 5th level, the wave | combatants are:

+ 8 broodlings® (CR %)

+ 3 swallybogs* (CR %)

+ 3 constrictor snakes (CR ¥4 )

Level 11. At 11th level, the wave 1 combatants are:

+ 1 swallybog gillwrangler* (CR 6)
- 1 giant crocodile (CR 5)
- 2 swallybog sharpfins* (CR 3)

+ 6 high threat broodlings® (CR 2; 52 hit points,

50 foot swimming speed, +8 to hit modifier,
Sting saving throw DC 14, Entrance base sav-
ing throw DC 14)
Level 17. At 17th level, the wave 1 combatants are:

- 2 swallybog gillwranglers* (CR 6)

+ 3 giant crocodiles (CR 5)

- 4 swallybog sharpfins? (CR 3)

+ 8 high threat broodlings® (CR 2; see above)

“See ppendi C

TACTICS

Broodlings and Beasts. Broodlings in close prox-
imity to one another have higher Intelligence (see
Appendix C). Hence, while the snakes/crocodiles
surge toward the nearest target, the broodlings
identify which of the party has a low Wisdom sav-
ing throw and flank the adventurers to attack that
creature en masse.

Swallybogs. The swallybogs can move freely through
the thick undergrowth around the lair’s periphery.
They can emerge from any part of the forested
swamp bramble area on the map. Their purpose is to
e plarsand clingiRate any craatiiie that Walracking
range and keeping its distance from the huddle.

AFFECTING THE NEXT WAVES

Damaging the huddle of creatures in front of the
cave weakens the chrysalis in wave 2. For each 10
points of damage the huddle takes, the chrysalis’
and broodmother’s damage rolls gain a -1 penalty
(maximum of -5) until it finishes a short or long rest.

-~ - B
VisceraL FEEDBACK - WAVE 1

Your players don’t know If they're having an
effect if you don't narrate It! If a player damages
the huddle of creatures, be sure to let them know.
the other creatures they're fighting dislike that.
They could even change targets to attack the
creature that damaged the huddle. You could
say, “As the mindless beasts fall under your attack,
your foes let out hisses and snorts of anger, turning
theirattention on you.”

~ - (%2

WAVE 2: THE CHRYSALIS

With a wet sucking sound, the huddle of creatures
melds into a mass of writhing limbs, eyes, bones,
and viscera. As the form of each creature dissolves
into a single bubbling mound of flesh, the brood-
lings all turn tail, rushing to merge with the crea-
ture, Over the next few rounds, more creatures rush
from the surrounding water to meld with the mass.
Suroivors. Each non-swallybog creature that

survived wave 1 spends all its movement and ac-
tions to move towards the chrysalis. These creatures
Dash; they don't have the wherewithal to take the
Disengage action. Each creature that reaches the
chrysalis’ space immediately melds with it, granting

the chrysalis and the broodmother a +1 bonus to
damage rolls until it finishes a short or long rest.

Newcomers. At initiative 20 of each round
(winning initiative ties), constrictor snakes appear
at the edge of the map (GM’s cheice of location;
consult the table below for the number of snakes)
“They act on initiative 0 of each round, using their
movement and action to move directly towards the
chrysalis. Each creature that reaches the chrysa-
lis' space immediately melds with it, granting the
chrysalis and the broodmother a +1 bonus to dam-
age rolls until it finishes a short or long rest.

SNAKES SPAWNED PER ROUND.

Huntlevel  NumberofConstrictor Snakes Spawned
sth 2(1d4)
nth 6(2dq +1)
7th 9(3d4+2)

Lair Actions. Ignore the lair actions for this wave.

ENEMIES
This wave involves a single chrysalis, a couple more
aggravating swallybogs, and multiple low-health
beasts that spawn each turn. Depending on the level
at which you're running this hunt, the makeup of
the enemy combatants differs.
Level 5. At Sth-level, the wave 2 combatants are:

+ 1lesser brood chrysalis® (CR 6)

+ 2 swallybogs® (CR %)

Level 11. At 11th-level, the wave 2 combatants are
+ 1brood chrysalis® (CR 12)
» 1swallybog gillwrangler* (CR 6]
+ 1 swallybog sharpfin® (CR 3)

Level 17. At 17th-level, the wave 2 combatants are:
» 1 greater brood chrysalis* (CR 18)
+ 2 swallybog gillwranglers* (CR 6)
+ 4 swallybog sharpfins® (CR 3)

TACTICS

All creatures except the swallybogs and chrysalis
spend their movement and actions trying to reach
the chrysalis in order to be assimilated, The chrysa-
lis tries to maintain a central position while slowing
creatures with ils Sticky Ectoplasm so they can be
assimilated after its adult form emerges.



WAVE 3: BROODMOTHER REEOR

The hard carapace of the chrysalis ruptures open
with a damp crack, releasing the tentacled form of
4 rubbery-skinned aboleth. Small vellow sacs on its
back already swim with unborn broodlings.

ENEMIES

The aboleth broodmother, along with any surviv-
ing swallybogs and beasts, attacks the players. De-
pending on the level at which you're running this
huat, the makeup of the cnemy combatants differs.
Lewvel 5. At 5th level, the wave 3 combatant is:

TACTICS
Using its Jet legendary action in conjunction with the
murky water, the aboleth broodmother can pop up
almast anywhere, taking a party unawares. Its great-
est defence is avoiding being seen. Tt is an extremely
intelligent fighter and uses the following tactics:
+ Ttimmediately identifies low-Wisdom characters.
+ Tt spends its first turns birthing broodlings and
trying to Enurance characters.
+ Under no circumstances does it willingly move
onto land; its long tentacles can reach up to the
swallybog ruins.

+ 1lesser aboleth broodmother* (CR 8) + It doesn’t let itself get cornered, especially by
high damage dealers.

It uses its Jet legendary action to disappear
below the murky water immediately before the

Level 11. At 11th level, the wave 3 combatant is:
+ laboleth broodmether™ (CR 16; no mythic

form) turn of a player character it deems particularly
Level17. At 17th level, the wave 3 combatant is: dangerous.
* 1aboleth broedmother” (CR 16; CR22 Once it has used up its daily uses of its Entrance
mythic form) action, the broodmother's tactics become more
e aggressive; it i now fighting to survive. The mythic
trait (only used in the 17th-level hunt) represents
> the ultimate escalation of this fight for survival.

Brooo

CHRYS5ALIS
Sewallybogs. As in wave 1, the swallybogs, being 7 s
charmed creatures, move freely through the thick VisceraL FEEDBACK - WAVE 2
undergrowth. They can emerge from any part of
the forested swamp bramble arca on the map. Their Glving players feedback on how their actions
purpose is to artack creatures that are out of the affect this mechanic is an important part of them
chrysalis’ range. solving the puzzle in wave 2. You can say things

like “As the snake melds into the chrysalis, the

AFFECTING THE NEXT WAVES mass of fiesh writhes in triumph, its movements

Damaging the chrysalis weakens the aboleth e L e
broodmother in wave 3. For each 20 points of or “As your blows erack the chrysalis' exterior, its
damage the chrysalis takes, the chrysalis' and e L e
broodmother’s damage rolls gain a -1 penalty Py
(maximum of -5) until it finishes a short or long rest

~ -~
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AFTERMATH

‘What. happens next? The aptions below are possible
routes you could choose to take the story.

» Slkvol is gone! The remainder of its broodlings
succumb to predators of the swamp and the
only trace of the broodmother is a bizarre abi
ity the swamp’s humanoids develop; a psychic,
telepathic connection that spreads like an infec-
tion. The curse is lifted!

Slkvol lives on! There’s no way all the brood-
lings eould have bezn killed, right? A much
reduced Slkvol is reborn, intent on re-establish-
ing its dominion of Milakul swamp, much to
Doolots’ chagrin. The curse continues!

If Slivol is slain, the swallybogs seek the next
‘most impressive specimen to worship. ‘This
could be Doolets, a mysterious jungle creature,
ar one of the player characters themselves.

If Gilforth is slain, Doolots is disappointed, but
quickly finds a new assistant from the local
population.

If Gilforth lives, he helps the party with any
Harvest checks immediately after the fight
concludes.

Heliana, or whichever patron you've chosen for
this quest, gives the players their reward and
offers them a new contract

t}@\ .

ADOLESCENT

BAODDLING

CHAPTER 14 | SHADOW OF THE Broopmorsen 381
e v

TREASURE

Slkvol's underwater cave can be spotted with a suc-
cessful DG 10 Wisdom (Pereeption) check. Inside
are the spoils of ill-prepared adventurers, explorers,
and traders, The rewards depend on the level ac
which you run this hunt.

TREASURE IN SLKVOLS CAVE,

Huntlevel  Coins Gemstones

1d6x1,0005p 1425 gpdiamands

ot sdéxicogn  daxzsgagems

sdéxz00gp  1déxs0gpdiamonds
1d6%20pp 3d6x50 gp gems
7d6x300gp 2d6x 50 gp diamonds
1d6x30pp 6d6 x50 gp gems

nith

7th

BROODMOTHER
Eve

O — .

The following magi

BROODMOTHER ABOLETH CRAFTABLE ITEMS

ItemName  ItemType  Rarity Attunement

Rare
Broodmother's  Wondrous

M e Veryrare  Required
Legendary
Uncommon
; Wondrous
Broodslinger o Rare Required
Very rare
Uncommon
TomeofLiving  Wondrous Optional (by
s Rare
Memories item wizard)
Veryrare

“This s the offthe shelf purchase cost and can vasy signifcantly frorn the

“*One,two, o Uheee gyes for uncommon, rare, azd very tare, nes

(HARVESTING

Slkvol's first corpse has already begun to rot—there
are no salvageable parts. If the party manages to

slay Slkvol’s reborn form, however, the fresh corpse
has plenty to offer to a harvester with a steady hand

Hazard: Biohazard. Harvesting an aboleth
broodmother carries all sorts of risks. Any creature
that attempts to harvest or assist in the harvest of the
broodmother must make a VDG Dexterity (Sleight
of Hand) check. On a failure, the creature comes
into contact with mucous and must make a save
against the broodmother’s Infectious Mucous trait.

Harvest: Broodmother. The broodmother has
the following harvestable components, in addition
to the normal components for an aberration. As
luck would have it, one of its four eyes has come
perfectly detached and can be harvested with a DC
of 0. The food component for the unique recipe is 2
broodmother tentace (flesk)

BROODMOTHER HARVEST TABLE

ComponentDC  Components

5 Broodmather gye (up to 4%)

10 Broodmather tzntacle® (up to 5)
15 Broodling sac

20 Broodmather hide

ot Slkval has 3 o

s can be crafted from the broodmother's unique monster components.

Magical Components  Essence Value*
Robust 35008p
Broodmatherhide Potent 12.0008p
Mythic M600gp
Frail googp
Broodling sac Robust 2,500gp
Potent 9,500 gp
Frail 750%p
Broodmother eye™* Robust 2,3008p
Potent 10,0008p

g cost



T
fopactny il e cconylen i

s o folsobe o esons of sloring s etorie,

qethering bowass, ond reforaing itk

— Dr. Doolots, Antlsoeoolagist

CHAPTER 15
5TH, 12TH, 19TH LEVEL

o “NEVER FOLLOW YOUR DREAMS.
THEY'RE TERRIBLE NAVIGATORS.”

/,Hﬂlf\ NAI/ '
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INTRODUCTION

This hunt, Dream Weaver, is intended for 3 to 7
characters and is optimised for a party of 4 with an
average party level (APL) of 5, 12, or 19. Charac-
ters who complete this hunt should earn enough
experience to progress one-third of the way to 6th
or 13th level, or two-fifths of the way to 20th level.
‘The adventurers must enter the Dreamseape o free
a populaion of villagers held in perpetual sleep by
an extraplanar aberration: the dreamholder.

Afrer discovering all of the villagers asleep,
the party must themselves fall asleep to enter the
Dreamscape. In the Dreamscape, the party meels
the villagers’ psyches in a perpetual loop of three
locomative carriages. They have a chance to re-
lease these psyches from the illusions to which the
dreamholder is subjecting them. Eventually, the.
dreamholder notices the party’s interference, and
things take a more violent rurn_

BACKGROUND

On a psychedelic trip to the Astral Plane induced
by consuming magical mushrooms, Esmeralda But-
terwort, the apothecary for the village of Cordette,
brought back a stowaway from the Far Realm in the
comers of her mind. This parasite, a dreamholder
by the name of Insomnium, began hopping between
villagers” dreams, manipulating them to incite great
emotion on which it fed. This had the side effect of
linking the villager's dreams, creating some socially
awkward encounters

Insomnium quickly realised thar the village
was small and diurnal—a problem for a being that
requires a continuous chain of sleeping creatures
10 exist. All the villagers worked during the day,
meaning that, in order not to get ejected back to
the Astral Plane, Insomnium had to spend the days
manipulating the dreams of napping cats, barn owls,
and—worst of all—bats (all they dream about is
nectar). These simple-minded creatures provided
little nourishment, and Insomnium was “forced™ to
lock sleepers into their dreams, to ensure it didn’t
have to consume such paltry offerings again

Bucket, the village mayor's automaton, is one
of the few individuals left unaffected, by virtue of
not needing to sleep. While some villagers escaped,
‘most are now trapped in slumber, and Bucket has
sent a request to Heliana for help. Several villagers
are showing signs of physical exhaustion, and one
has passed on entirely. If action isn't taken quickly,
more of the villagers might soon expire.

A —— .

Here’s the main info to digest:

+ Which Monster? The dreamholder, Insomnium,
is an aberration from the Anomalies, a strange
and distant plane of existence

*+ Monster’s Motivation. Insomnium desires to

create a perpetual Dreamscape from which it
can feed. To do this it plans to lock the villagers
into a perpetual sleep.

Monster’s Previous Actions. About a week ago,
Insomnium created a Dreamscape by linking
the dreams of Cordette’s villagers and has since
held them in an almost-perpetual slumber. It
feeds on their emotions, which it manipulates
through illusions. To ensure these dreamers do
not die from exhaustion, it must periodically let

them wake to cat and drink, knowing that they
must return to sleep. However, it hasn't perfect-
ed this practice: some villagers—the frail and
infirm—nhave already passed from exhaustion,
and one individual wakes and flecs when the
party arrives (sce Clue 2, page 370).

+ Where’s the Monster? The dreamholder ex-
ists within the Dreamscape, a melange of the
dreams of the villagers over which it holds
dominion.

NTURE HOOKS iy

A hamlet full of sleeping villagers? That doesn't
sound like a dungeon. Like a deep therapy ses-
sion, the real dungeon is in your mind or, more
specifically, the adventurers® dreams. Use as
many of the following hooks as necessary to get
your party motivated.

+ Curiosity: Group Naptime. A whole village has
gone to sleep, and none can be woken. Buck-
et, the mayor's automaton, has tried the usual
medical procedures: smelling salts, leeches, and
electrocution; nothing has worked! This seems
like a magical mystery.




* Morality: Eternai Sleep. One villager has
already passed from exhaustion and more
could soon follow if steps aren’t taken to wake
them. Luckily, the village's children were on
a school trip and have since been residing in a
nearby town. However, will there be parents
10 return to?

+ Gompensation: Baron Bodrum’s Disaster Relief
Discretionary Fund. As per its programming,
Bucket, the automaten, can access the discre-
tionary fund set up by Baron Bodrum to ensure
continuity of all business ventures. It is permit-
ted to pay the party upon resumption of normal
village aciivity.

Bucket. The town's mayor, Sandy Topman,
was gifted an auromaton by Baron Bodrum. This
magic-infused machine usually performs menial
tasks, acts as a secretary, and secretly reports to the
Baron. Sandy, quite astutely, doesn’t trust it. Now,
Bucket is the only conscious being in the village. Tt
can act as the party's quest giver and guide them
around the villape, explaining the information in the
adventure hooks and providing the clues marked
*Bucker’ in the Know Thy Enemy section.

HUNT REWARDS

HuntLlevel  Suggested Reward XP per Character”

sth 3.000gp 2,400

12th 17,000 gp 7,500

1gth 35.000gp 20,000
CHARACTER! <

BUCKET

Bucket is an advanced automaton from Baron
Bodrum Businesses Inc.’s buddy bot line. Vaguely
humanoid-shaped, his brass exterior is in need of
polish, and slight squeaks can be heard whenever
he moves, as his joints need oiling. Bucket is polite,
verging on obsequious, but has an experimental
behavioural enchantment that results in mements of
low-key sarcasm and saltiness. If pressed about this
apparently rude behaviour, he will feign innocence,
remarking “How could I have been so blind as to
not see the offence that might have caused! Please
accept my heartfelt apologies.”

o S ——
BUCKET
Automaton, secretary, he/him

Personality. Jobsworth. obsequidus
Physical. Humanoid-shaped, made of wood

andmetal, eye glows vith arcane energy:

Desire. Toreport any andaall findings back
0 Baron Bodeum and to tacitlyinsultall
humanoids.

Fear. Becoming obsolete

“Ido apologise if my words cawse offence. Deaiing
with you emotion-havers [ guice the effort””

Bucker

e

VILLAGERS

“Throughout the village, there are twelve sleepers.
One of them (Ayu Aeska, see Clue 2) awakens
while the party is in town, fleeing after they inter-
act with the party. Another, the village storyteller,
O Matthias, has expired. The rest of the villagers,
including all the children, are staying in a nearby
town. The villagers were not moved out of Cordette
for fear of spreading their infection. The sleeping
villagers are:

+ Esmerelda Butterwort, a jolly NG female hal-
fling, is Cordette’s apothecary. She enjoys rec-
reational use of magical mushrooms and hates
people who behave too officiously or lawfully.
Sandy Topman, an affable and polite LG
female dwarf, is Cordette’s mayor and the mill
owner. She is charming, has a head for num-
bers, and likes to avoid confrontation, ensuring
all are as happy as can be, within reason.

Ma Slake, a sardonic female LN half-clf, is
Cordette's innkeeper. She runs a tight ship,
‘having worked as a quartermaster on merchant
vessels in her youth, She likes efficiency and
loathes laziness.

+ Alan Gruber, a laissez-faire male N human, is
the village drunk. He lives off of his war pen-
sion, having been a soldier, and is secretly in
love with Ma Slake. He likes jokes and avoids
talking about anything too serious.
Labourers. Cordette contains a large contingent
of miners and farmers. Of those, three individu-
als are in the Dreamscape. All three appreciate
camaraderie and a respect for workers’ rights,
and all detest how big business treats its workers
as expendable cogs in a larger machine.
¢ Brude Mountainroot, leader of the three, is
a middle-aged, taciturn NG female dwarf,
who's never been promoted to foreman be-
cause she is “more on the worker’s side than
the business’”.

>

Mokun Fastwrench is a young, excitable
NG male gnome, full of bravade, but unwill-
ing to throw the first punch, ever.

0 Kosh is asilent, steely-eyed N male half-elf
who had his tongue removed for speaking out
against a former master.

+ Lawyers. Though not technically from Cord-
stie, these three lawyers were in town o parlay
with the dissenting workforce who were trying
tounionise. They represent Baron Bodrum
Businesses Inc. and see all the villagers as either
misguided or malevolent
¢ Silvant Brightquill, 2 precise LN female

gnome, is the group’s leader. She follows the
letter of the law; morality has no say in the
decisions she makes.

s

Mala Velont, a ruthless LE female dragon-
born, is Silvanc’s assistant. She is greedy,

in it for her own gain, and is quick to bear a
grudge.

0 Brosh, a quiet LN male gobhoc, is their
clerk. He constantly takes notes, leaving him
no time to talk, He is easily impressed by his
superiors but takes a haughty, patronising
stance with these he believes beneath him.

CORDETTE

Corderte is a small, ambiguous village, usually
heme to approximately one hundred individuals; a
mix of humans, dwarves, halflings, and half-elves. If
you find yourself in need of guidance, Cordette can
be set in rolling green hills, scattered with sparkling
rivers, industrious farms, and mine shafts. The vil-
lage itself is centred around a mid-sized river, over
which spans an ancient-but-sturdy stone bridge.
On one side of the bridge, Topman's Watermill
grinds grain for the surrounding farmers. On the
other, Slake’s Thirst provides ale after a hard day’s
work and has lodgings for miners. Other notable
buildings are:

. ip, Esmeralda Butterwort's ¥.
+ The Bodrum Teachery. a school funded by
Baron Bodrum Businesses Ine.'s Philanthrop-
ic Fund. The teacher, Ms. Taxi, as well as all
the kids, were on a school trip when the ordeal
Degan and are now in a nearby town.

Ferally Ferrous, a smithy run by a suspiciously
hairy male human named Omon Fowl. Omon
‘was away for a ‘full moon” party at the time
everyone got trapped in their sleep stasis and
has not yet returned.




KNOW THY ENEMY

Interacting with Bucket or exploring Corderie can
reveal clues about the upcoming confrontation.
“These can be delivered before the party enters the
Dreamscape or during their exploration of the loco-
‘motive carriages.
+ Creatures in the Dreamscape take psychic
damage.

You enter the Dreamscape by sleeping, and
ereatures trapped there can be restored to their
body.

‘The dreamholder likes things to be quiet; thun-
der damage (and psychic damage) disturb its
ethereality and remove its immuniry to bludg-
eoning, piercing, and slashing damage.

CLUE [: PSYCHIC TR.

Observing the sleeping villagers reveals two things:
they suffer from exhaustion and psychic damage.

EXPLORATION

Observing any of the sleepers gives the party the

opportunity to identify some of the symptoms of

perpetual sleep. A successful DG 12 Intelligence

(Arcana or Medicine) check reveals two things:

» All villagers (except the mayor; see Bucket, be-

Tow) uffar from i haetion; they haven't saten
or drunk in days.

+ Some villagers have dried blood near their eyes,
ears, and nose*, and their eyes are bloodshot.
“These are the typical symptoms of taking psy-
chic damage

A result of 16 or higher on the check also re-
veals that the effect is magical in nature, and can’t
be reversed from the Material Plane by all but the
mightiest of magics.

BUCKET

Bucket explains that he administers a sugary brine
solution to the mayor which seems to stave off the
exhaustion effects. However, another harm, one
that causes bleeding from the nose, eyes, and ears”,
seems to occur spontaneously. A successful DG 12
Intelligence (Arcana or Medicine) check reveals
these to be signs of psychic damage.

these here.

prigp ELODD
FOUND NEAR ‘
THE EYES,EARS,

e N
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Hanoout 15.1:
PsycHi TRaUMA
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CLUE 2: SLEEP TO WAKE

Any attempt to wake the sleepers on the Material
Plane, besides using the wish spell, fails. Spon-
taneously, one sleeper, a slightly deranged CG
male halfling labourer named Ayu Aeska, wakes,
explains some basics to the party, and flees. This
should inform the players that there is a place they
can enter by falling asleep and that they can find
the sleeping villagers within.

%

EXPLORATION

‘Whenever you deem appropriate, the party can find
the sleeping form of Ayu Acska or overhear crashing
ina nearby building as he suddenly awakens. By
chance, he became lueid in his dream and managed
to break out of the Dreamscape. He explains that

he saw all of the other villagers, but none of them
made any sense. There was one creature he didn’t
recognise, a conductor, explaining, * His eyes had

CHAPTER 15 | DREAm Weaves 359 88
e AN s

100 many pupils...” He refuses to stay in the village,
despite being obviously exhausted, and crawls away
as soon as possible, stating, * I'll never sloep againt”
He leaves behind the scribbled note, below (hand-
out 15.2)

BUCKET

Bucket mentions that before they left, some villag-
ers refused 0 go to sleep. Those that successfully
staved off their fatigue never got trapped and were
able to leave to a nearby town, The villagers refused
to bring the sleepers with them, for fear of spreading
‘the disease’

Sleeping Draught. Bucket can guide the party to
Herbaltrip, Esmerelda’s apothecary, and help them
find a sleeping draught with enough doses for all
the party. This draught of fucid dreamingis powerful
enough to cause even elves to dream and ensures its
drinkers are lucid when they enter the Dreamscape.

Hanpout 15.2:
Dreamer’s NoTe




{CLUE 3: QuUIET .

afne
SUUND DAMPENED
Tu NEAR SILENLE
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Hanpour 15.3:
DampENED Sounp

EXPLORATION

The dreamholder can flicker out of existence,
avoiding bludgeoning, piercing, and slashing
damage entirely. In addition, it abhors loud nois-
es. Thunder damage, along with psychic damage,
can interfere with its focus and render it corporeal,
allowing the physical damage types to affect it.

Loted Noises. This is a hard cluc to communi-
cate. You can narrate how loud noises cause visual
glitches to ocour in the environment of the Dreams-
cape. Though it's not in its stat block, you can have
the dreamholder make a VDC Wisdom saving
throw whenever it hears a loud noise, triggering its
Inconsistent Incorpareality trait on a failure. This
gives lower-level characiers, which typically have
fewer damage types at their disposal, a viable means
of triggering the i

Once the adventurers enter the Dreamscape,
everything is muted. “This is reinforced by sections
of each read-aloud passage. In addition to that, you
can describe the following:

+ The floor and walls are padded, dampening the
sound of footsteps
‘The storm outside the locomotive’s windows is
entirely silent,
1t's generally hard (o hear. You, as the GM,
can speak quietly so that the players ask you ta
speak up in your narration, In addition, all crea-
tures have disadvantage on Wisdom (Percep-
tion) checks that involve hearing.
An adventurer or NPC can bump into some-=
thing causing it to fall and make a loud sound,
which in turn causes visual litches.
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THE DREAMSCAPE

‘When a creature sleeps, its psyehe manifests a
reality commonly known as a dream. Usually,
these Dreamscapes exist solely within the mind of
the dreamer, a private dimension to explore one's
own memories and thoughts. However, powerful
‘magic, such as that possessed by a dreamholder,
a]lows creatures to enter the Dreamscapes of others,
holders can bridge the D of
mm sleepers and even trap people within their
dreams, creating a tangled web of interconnecting
landscapes, scenarios, and characters, This Dream-
scape becomes a dreamholder’s lair, from which
it feeds on the psychic energy caused by extreme
emotions, such as joy, anger, and fear.

Insomnium, the aberration that holds Cordette
in its sway, has created a Dreamscape consisting of
adjoined locomotive carriages that are an enclosed
loap. The villagers psyches are trapped in this
Dreamscape.

DREAMSCAPE KNOWLEDGE

You can impart the following information (Death,
Dream Spell, and Resting) to a ereature that suc-
ceeds on a VDC Intelligence (History or Arcana)
check.

Death. Dying in the Dreamscape causes the psy-
che to become shattered. It can’t recurn fo its body,
which remains in a coma and eventually passes
away from exhaustion unless magically fortificd.

Dream Spell. A creature that casts the dream
spell while in the Dreamscape can duplicate the
effects of any other spell of th level or lower. It
doesn’t need to meet any requirements of that spell,
including costly components. The spell simply
takes effect. Altematively, a creature can create one
of the following effects of its choice:

+ “The creature creates one object of up to 5,000
gp in value that isn't a magic item, The object
can be no more than 300 feet in any dimension,
and it appears in an unoccupied space the crea-
‘ture can see on the ground.

+ The creature allows up to four creatures that
it can see to regain half their hit points, and it

ends all effects on them as described in the fesser

restoration spell.

‘The creature grants up to four ereatures that it
«can see resistance to a damage type it chooses
for 10 minutes.

“The ereature might be able to achieve something
beyond the scope of the above examples. The play-
er should state their desire to the GM as precisely as
possible. The GM has great latitude in ruling what
occurs in such an instance; the greater the desire,
the greater the likelihood that something goes
wrong. Anything, be it object, creature, or other,
created by this spell, remains in the Dreamscape if
the caster leaves this realm.

Resting. It is impossible to rest in the Dreams-
cape. A creature can’t gain the benefits of eicher
a short or long rest, no matter how much time it
spends resting, The exception to this is changing
prepared spells; which can be done aver the course
of 10 minutes. Going for more than 24 hours
without a long rest prompts a Constitution saving
throw to avoid gaining exhaustion, as usual.

RING THE DREAMSCAPE

To enter ium’s D

must fall unconscious while wl[hm one m\le of one
of Cordette’s sleeping villagers. A character that
doesso i diately awakens in the D

Bucket can direct the party to the local apothecary,
which contains draughts of fucid dreaming with
enough doses for all the party. These draughts af-
fect even creatures that don't normally dream, like
elves, and ensure a creature is lucid when it dreams.
Alternatively, a creature that casts the dream spell
targeting a creature in a dreamscape can remotely
enter the dreamscape as a lucid dreamer.

- - B
ENTERING THE DREAMSCAPE ACCIDENTALLY

What if your players’ characters fall asleep with-

out A

creature that falls asleep within a mile of Cord-
ette enters the Dreamscape but must succeed on
aVDC Wisdom saving throw in order to be aware
that t’s dreaming. A creature that fails this saving
‘throw sees what the dreamholder wants it to see,
ands kept in the Dreamscape by Insomniur until

itbecomes a lucid dreamer.

~ - B




LEAVING THE DREAMSCAPE

A creature that is lucid dreaming can use its action
to make a VDC Wisdom saving throw. On asuc-
«cess, its psyche is restored to its body and it wakes
in the Material Plane.

Beguiled Dreamers. Typically, creatures trapped
in the Dreamscape aren't lucid dreaming. Such
creatures can be made to see through the dream-
holder's illusions by interacting with hicid-dream-
ing creatures (such as the player characters) inside
the Dreamscape (see Dreamers). A creature that
sees through the illusion becomes a lucid dreamer
and can attempt to leave the Dreamscape as de-
scribed. From the Material Plane, only a wwish spell
can restore a psyche trapped in the Dreamscape to
its body.

REAMERS —

Tnhabiting the locomotive are the trapped villagers.
“They don’t know they are trapped in a Dreamscape
and are completely under the dreamholder's domin-
ion, seeing exactly what the dreamhalder wants them
to. Each dreamer is being induced to experience one
emotion from which the dreamholder feeds

Snap Qut OfIt. If the party can make the dreamer
feel the opposite of the emotion the dreamholder
is imposing, the dreamer snaps out of their reverie,
sees past the illusions, and becomes a lucid dreamer.
“This can be achieved through exploration and social
interaction. For example, a VDC Charisma (Per-
suasion) check is useful t0 represent a player rying
an emative argument, while an atempt 1o point out.
how unnatural the sky outside the carriage is might
use a VDC Intelligence (Nature) check

A [N

-
Non-STANDARD ABILITY CHECKS

You can mix and match abilities and skills as you
see fit. For example, if a character uses a logical
argument, you can give the player the choice of
making a non-standard Intelligence (Persuasion)
ability check in place of the Charisma check.

~ -~ -

Restorative Magic. A fesser restoration spell can
cause a dreamer to see through the illusions. To
cast this touch spell against an unwilling creature,
the caster must succeed on a Dexterity (Sleight of
Hand) check, contested by the target's Dexterity

(Acrobatics) check. On a success, the spell func-
tions normally and the dreamer is immune to the
ons for the next 24 hours. On a
failure, the spell is wasted

dreamholder’s

Let Battle Commence. Causing dreamers to see
through the illusions is one of the suggested triggers
for starting wave 1 (see page 377).

N COMPELLING NARRATIVE -

Having the party suspect there is an overarching
enemy In charge of this whole dream reaim can
really up the ante, To help generate some tension,
you can use the following sensory effects when-
evera lair action takes place, orif the party does
something the dreamholder doesn't ike (such as
causing a dreamerto see through itsillusions):

Ahuge, multi-pupiled eye flickers briefly
into existence, staring at one of the player
characters.

‘The skin on the back of an adventurer’s
neck prickles, as if something is watching
it. There is nothing to see if the character
turns around.

Avoice, somewhere between beast and
person, growls “No” In the back of a player
character’s mind.

‘The sharp metallic tang of blood fills the nos-
trils and mouths of the adventurers, before
tading away moments later.

Sounds drift in from the Material Plane,
through the ears of sleeping dreamers. A
goat bleating, wind in the trees, the clip-clop
of aharse, or Bucket’s musings. There is no
source of this sound.

LOWER-CLASS CARRMGE - -
When the adventurers first fall asleep, they imme-
diately awaken in the rickety lower-class carriage.
At the south end of this carriage are some stinky
toilets, though there is nothing untoward in the
toilet bowls; the smell seemingly has no source.

“The narth door leads to the dining carriage, and the
south to the lounge car. You can read the following:
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The gentle, regular swaying and persistent, muted
rumble slowly shakes you awake. Rough wooden
benchesline each side of a sparsely fumnished
carriage. A sickly sweet smell comes from the rear,
while an occasional gust brings the scent of rich
roast meat from the fore, The windows that line
each side of the carrlage depict a storm of black
clouds andsilent purple lightning. An old woman
sits knitting at the far comner, humming gently to
herself as threads materlalise out of thin air.

Esmerelda Burterwort. Esmerelda, the town’s
apothecary (NG female halfling sleepwalker), is
the jolly lady knitting in the corner. The dream-
holder is causing her to feel surprise and joy. The
dreamholder’s illusions cause her to identify the
fisst player character to approach her as her long=
lost daughter, Saphyre, a fact she reacts to with
great joy. She insists that this player character try
on the child-sized sweater and is very confused
when it doesn’t fit

By talking to Esmerelda, the party can discover
that Saphyre went missing over 15 years ago when
she was ten yearsold. If the party uses the discrep-
aney between the time that has passed and the
child-like illusion that she sees, the ability check
made to convince her of the dreamholder’s illusion
is made with advantage.

DINING CARRIAGE

To the north of the lower class carriage, through
asliding door, is the dining car. This is filled with
three individuals: Ma Slake (sardonic female LN
half-¢lf sleepwaller), barkeep at Slake's Thirst in
Corderte; Sandy ‘Topman (charming female 1.G
dwarf sleepwalker], mayor and mill owner of Cor-
dette; and Alan Gruber (inebriated male N human
slecpwalker), the town drunk. The north door
leads to the lounge carriage, and the south to the
lower class car. You can read the following:

The rich smells of malty beer and roasted meat
pervade this warmiylit carriage. A long bar runs
along the east side, a scowling half-elf standing to
attention behind the counter. Despite obviously
rattling with the motion of the carriage, the glass
‘bottles make only muted tinkling sounds. Further
on, an anxious-looking female dwarf and a bleary-
eyed human sit at the bar.

Ma Slake. Ma, behind the south end of the bar,
believes the party to be scullery maids, late deliver-
ing food to her customers. She is being made 1o feel
anger. She berates them, saying "at least the meat
smells roasted”. Pointing out that there is no meat,
only the smell of It, gives advantage on ability
checks made to persuade her of the llusion.

Sandy Topman. Affable and polite. Sandy apolo-
gises to the party, explaining that she doesn't have a
ticket for this locomotive and seems (o have for-
gotten her wallet. She believes the party to be train
conductors and is being made o feel panic. Point-
ing out that no one has a ticket gives advantage on
ability checks made to persuade her of the illusion.

Alan Gruber. Drunk and slurring his speech,
Alan s being made to feel joy. He identifies the
party as old drinking friends from the army. If in-
duced to reminisce about old times, he will gradu-
ally remember that each of the people he sees was
Killed in battle. He becomes very sad and confused,
conferring advantage on ability checks made to
persuade him of the illusion

LOUNGE CARRIAGE

To the north of the dining carriage is the lounge.
“Two groups of three huddle at either end, and
the tension can be cut with a knife. One group

is composed of three labourers, miners trying to
unionise for better working conditions. The second
group is composed of lawyers representing Baron
Bodrum Businesses Inc., who’re in town to quash
the growing resentment amongst the workers and
remind them of their place. The north door leads
to the lower-class car, and the south to the dining

carriage. You can read the following:

Awell-appointed room of comfortable chairs,
couches, and carpets isjuxtaposed by the steely
tension between the two groups in this roam.

At the far end of the carriage are three rough-
leoking individuals in worn clothes, wearing
steely expressions. At the southern end are three

finely-dressed people, sporting clipboards, quills,
and quietly terrified visages. A faint stink comes
from the north end of the car.




Labourers. Mokun (excitable NG male gnome
sleepwalker), Brude (taciturn NG female dwarf
sleepwalker), and Kosh (silent, steely-eyed N male
half-elf sleepwalker) are being made to feel disgust
‘They see the party as enforcer automatons sent
by Baron Bodrum to break up their unionization
efforts.

Lawyers. Silvant Brightquill (precise LN female
gnome sleepwalker); her assistant, Mala Velont
(ruthless LE female dragonborn sleepwalker); and
their clerk, Brosh (silent LN male gobboc sleep-
walker] believe the party to be more labourers
They are being made to feel fear.

Pointing out that the party is being made to
appear like what each group hates most confers ad-
vantage on abi checks made to persuade either
group abouc this illusion. Neither side is inclined
towards violence nor will throw the first punch.

ESMERELDA

THE BATTLE AHEAD

The hunt to defeat the dreamholder takes place as
three combat waves, sct across two map locations.
The first wave accurs in the train carriages, the
second in the locomotive station.

‘The first combat wave begins when the dream-
holder realises that the adventurers threaten its
Dreamscape. The dreamholder modifies the illu-
sions the sleepwalkers see, causing them to view the
party as ravening demons, horrors, ot some other
such entities that the villagers might deem hostile.
“There are a variety of suggested triggers for when to
start this wave (see below) but really, it is whenever
you, the GM, see fit.

“The second wave involves dreamer(s)—horrors
and phantasms—irom Insomnium’s previous forays
into the Material Plane, They've spent a lot longer
in the Dreamscape and have lost connection with
bath their corporeal forms and their sanity. These
creatures await the party in the shadows of the loco-
motive station. Once they're dispatched, the dream-
holder arrives, and the third and final wave begins.

INSOMNIUM'S LAIR e

Insomnium’s lair consists of the enfire shared
Dreamscape it has created. For the purposes of this
hunt, the adventurers enter the lair when they fall
asleep and leave it once they awaken.

REGIONAL EFFECTS
The dreamholder’s lair has the following unique
properties:

+ Detect Thoughts. The dreamholder can detect
the surface thoughts of all creatures within its
Jair, This gives it advantage on any Wisdom
{Insight) checks against creatures in its lair.

Immutable Form. The environment of the
Dreamscape can be permanently changed only
by a dream or wish spell. All objects are other-
wise unbreakable.

Speed of Thought. Bach creature gains a modi-
fier to its speeds equal to its Intelligence score
minus 10 (rounded down to the nearest 5-foot
increment)

Strength of Mind. Strength, Dexterity, and
Constiturion saving throws are all replaced with
Intelligence saving throws,

Quiet. The Dreamscape is magically quietened;

the dreamholder doesn’t like loud noises (or
thunder damage). All creatures have disad-
vantage on Wisdom (Perception) checks that
involve hearing,

Helping Hand. If the party needs help at any
point, you can reintroduce a character they save,
such as Ayn Aeska. Give the NPC a couple of lev-
el-approptiate healing spells (1st-level, 3rd-level, ot
Sth-level, respective to the hunt level), or perhaps
even the ability to deal thunder damage if the party
hasn't cottoned on to Clue 3

LAIR ACTIONS

‘While Insomnium lives, it can invoke the ambi-
ent magic of the Dreamscape to take lair actions
The saving throw DCs, damage, and temporary
hit points of the lair actions depend on the level at
which you run the hunr.

Y
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Dining CARRIAGE

VARIABLE LAIR ACTION STATISTICS

Huntlevel  VDC Vdam ;:"‘::""’ e
sth m sde)  30de)
12th 16 14 (4d6) 7 (2ds)
wth 28(8de) 14 (ade)

Lair Actions. On initiative count 20 {losing ini-
tiative ties), Insomnium takes a lair action to cause
one of the following effects. It can’t take the same
action two rounds in a row. See the table above for
the damage, save DCs, and temporary hit points,

+ Forgetful Friend. Each creature of the dream-
holder’s choice within the lair must make a
VDC Intelligence saving throw. On a failed
save, the target loses the ability to distinguish

friend from foe. It regards all crearures it can see

as enemies until initiative 20 of the next round.

Lounce CARRIAGE

CARTOGRAPHER:
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‘Whenever the affected creature chooses anoth-
er creature as a target, it must choose the target.
at random from among the creatures it can see
within range of the attack, spell, or other ability
it's using. 1f an enemy provokes an opportunity
attack from the affected creature, the creature
must make that attack if it is able to.

Valiance. The dreamholder inspires creatures
of its choice within its lair, giving them visions
of triumph and hope. Each affected creature
gains temporary hit points and is under the
effects of the #/ess spell until initiative 20 of the
next round.

+ Despair. The dreamholder gives creatures

of its chaice within its lair visions of failure
and despair. Each creature the dreamholder
chooses must make a VDC Charisma saving
throw, On a failure, a creature takes psychic
damage and is affected by the Aae spell until
initiative 20 of the next round. On a success,
the ereature takes half as much damage and
isn't affected by the spell

WAVE I: SLEEPWALKER:

When wave 1 starts is up to you. It should ostensi-
bly occur when the dreamholder might realise that
the party poses a threat to the status quo it had been
maintaining in the locomotives. Some examples of
‘what might constitute a trigger are:
+ “The party successfully persuades three or more
individuals to see through the illusion.
+ The party fails to persuade eight or more indi-
viduals to see through the illusion.
+ The party shows they possess magic that can
allow folks to see through the illusion.
+ “The party makes a ruckus that lets the dream-
holder know they're onto its scheme.

When you decide the time s right, you can read
the following;

In an instant, the expressions of the other
people in the carriage change to ones of abject
horror. Yells of “to arms™ and “defeat these foul

demons” fill the air, from in front and behind,

You can also describe the players as seeing
demonic forms in any reflective surfaces, including
their reflections in the carriage windows.

ENEMIES
e enemies in wave 1 are the sleepwalkers. In the
higher-level versions of this hunt, these are accom-
panied by one or more phantasms, which appear
in advantageous positions of the GM’s choice. Any
sleepwealkers that have been persuaded by the party
1o see through the dreamholder’s illusions aren’t
hostile towards the party and spend their actions
making VDG Wisdom saving throws t attempt to
escape from the Dreamscape.
Level 5. At 5th level, the wave 1 combatants are:

+ Upto 10 sleepwalkers® (CR 1)

Level 12. At 12th level, the wave 1 combatants are:
- 2 phantasms* (CR 7)
+ Up to 10 sleepwalkers® (CR 1)

Level 19. At 19th level, the wave 1 combarants are:
- S phantasms* (CR 7)
+ Up to 10 sleepwalkers® (CR 1)

Appendis €

TACTICS
Sleepwalkers. The sleepwalkers move slowly for the
first couple of rounds, taking the Dodge action and
psyching themselves up. ‘This gives the playersa
chance to persuade them they're not really demons.
After that, they attack with little sense of self-pres-
ervation; Insomnium’s illusions assure them they’ll
be victorious

Phantasms. In the higher-level versions of this
hunt, these creatures make use of their incorporeal
movement to move out of the carriage, re-entering
at a point that is advantageous for them (such as
near a less-armoured character),

Lair Actions. For greatest effect, the dream-
holder uses Forgetful Friend during the first round,
and Despair during the second. It then alternares
Forgetful Friend and Valiance until there are more
player characters than sleepwalkers, at which point
it changes Valiance for Despair.

Players. The player characters can use an action
to make a VDC Charisma or Intelligence (Per-
suasion) check with disadvantage. On a success,

a sleepwalker sees through the dreamholder’s
illusio. It spends its turns running away and using
its action to make a VDC Wisdom saving throw to
attempt to escape from the Dreamscape.

e ——

WAVE 2: PLEASE ALIG

‘When the last sleepwalker either is killed, sees
through the dreamhelder’s illusions, or is otherwise
eliminated from the fight, the locomotive comes

to a screeching hale in a lofty, dimly-lit locomotive
station. You can read the following:

Like an old, moss-covered bell, the screech of
the rapidly halting locometive mutely echoes
arounda large, marble-clad chamber that seems
to coalesce from nowhere. Cone is the silent,
tumultuous storm of dark, roiling clouds and vio-
let lightning. Instead, a lofty hall filled with high
walkways and a web of pipework fills the win-
dows. In an instant, doors materialise on either
side of the carriage and a robotic fernale voice
says, “Please

ight from the locomotive

A man, dressed in a conductor’s uniform, cowers
at the top of the wide marble staircase. “They're
everywhere,” he whimpers.

‘The conductor acts in a terrified manner, w
pering and hiding its eyes (which are the multi-pu-
piled eyes of the dreamholder) from view. Its goal is
to draw the adventurers into the open.

PHANTASM

e
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Surprise. Whenever you deem appropriate, the
assailants for this wave enter the hall, Phantasms
phase through the floor, while horrors drop from the
dark shadows of the roof or burst through posters on
the walls, which instantly reform. If an adventurer's
passive Perception score is lower than the VDC,
that player character is surprised

ENEMIES
In wave 2, the enemies are horrors and phantasms.
Level 5. At 5th level, the wave 2 combatants are:
+ 1 phantasm® (CR 7)
« Lhorrer® (CR3)
Level 12. At 12th level, the wave 2 combatants are:
- 2 phantasms* (CR 7)
- 5horrors* (CR 3)
Level 19. At 19th level, the wave 2 combatants are:
+ 7 phantasms* (CR 7)
+ 7horrors* (CR 3)

TACTICS

These creatures are closely controlled by the
dreamholder's illusions. As the dreamholder i an
intelligent fighter, it can manipulate them to atiack
especially vulnerable targets. For example, if the
player characters split up, the horrors might all
attack a single, lone character at once.

Horrors. The horrors attack with no sense of
self-preservation; the dreamholder’s illusions keep
them assured of victory.

Phantasms. The phantasms tend to use their
Horrifying Visage, then remain airborne, pelting an
adventurer with no ranged capabilities from afar.
Pairs or trios of phantasms can work together to
frighten the same adventurer from either side. As
the adventurer has a source of fear on both sides of
it, this heavily restrits its movement.

Lair Actions. Tf the adventurers are ever grouped
together, the dreamholder uses Forgetful Friend as
often as possible. On rounds when it can’t use this lair
action, it alternates between Valiance and Despair, If
the party splits up, it forgoes using Forgetful Friend.

Players. The horrors can be freed from the illu-
sion by the greater restorution or wish spells. Other-
wise, using an action to perstiade them has no cflect.
‘The phantasms can’t be rescued by any means.




WAVE 3: NIGHTMARE —

At the end of the round when the last of the phan-
tasms and horrors are dispatched, the dreamholder
rolls initiative and makes its appearance on the
following round.

With a susurration, the sound in the hall fades, a
diminuendo centred on the cowering conductor.
The conductor rises, straightening, a grisly,
100-wide smile etched on ts face. The mouth.
opens wider and wider, skin tearing as the top
of its head falls behind it and out of view. A
great, shifting, multi-pupiled eye launches itself
rom the conductor’s throat, staring hauntingly
from above a gaping translucent maw. Six, long,

DREAMHOLDER

sinuous tentacles, each swimming with numbers
and symbols, end in yet more eyes that flap and
swingin an unfelt astral breeze. “Leceeeave,” it
rows in your minds

P - S
ROLEPLAYING INSOMNIUM

Insomnium is clever. Viry clever. Combined with
its ability to read the surface thoughts of crea-
tures within its lair, Insomnium has a preternat-
ural ability to 2ppraise a creature’s weaknesses,
predict its actions, and mess with its mind. Before
the session, consider asking all your players to do
2 little character development and write down
their characters’ insecurities. Use these along
with their flaws, ideals, and bonds to occasionally
mock or criticise the characters in order to evoke

emotional which i feed
upon. This makes the adventurers really dislike In-
somnium, which Is kind of what you're going for.

~ - -

ENEMIES
In wave 3, the enemies are the dreamholder and
horrors or phantasms
Level 5. At Sthlevel, the wave 3 combatants are:
+ 1 starved dreamholder® (CR 7)
+ 1 horror* (CR 3)
Level 12. At 12th level, the wave 3 combatants are
+ 1 dreamholder® (CR 14)
- 2horrors* (CR 3)

Level 19. At 19th level, the wave 3 combatants are:
+ 1 glutted dreamholder* (CR 21)
+ 2 phantasms® (CR 7)

See Appendis €

TACTICS

The dreamholder keeps its distance. It positions
itself so that its Phantasmal Cone covers as many
of the adventurers as possible. If the player char-
acters are focussing on the horrors or phantasms,
the dreamholder uses its actions teleporting and
firing Eye Rays. If the adventurers ever focus on
the dreamholder, it quickly uses its Mirror leg-
endary action.
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Intelligent Eye Rays. The dreamholder’s extreme
intelligence lends it a preternatural ability to sense
the adventurers’ weaknesses. To represent this, note
each player’s Intelligence, Wisdem, and Charisma
saving throw modifiers. When deciding targets for
the dreamholder’s eve rays, choose the individuals
with the lowest saving throw modifiers for each ray.

Weakness. Tf any creature deals thunder o psy-
chic damage to the dreamholder (the damage types
that trigger its Inconsistent Incorporeality trait), it
and its minions immediately turn their collective ire
on that creature.

Lair Actions. As in wave 2, if the adventurers are
ever grouped together, the dreamholder uses For-
getful Friend as often as possible. On rounds when
it can’t use this action, it alternates between Val-
fance and Despair. If the party splits up, it forgoes
using Forgetful Friend.

OPTIONAL ENDING:

Ifyou're nunning a one-shot (or, more likely, a two-
shot), there might not be much point in harvesting
the corpse. Instead, you can use this optional end-
ing to give an epic, climactic conclusion to the hunt.

‘When the dreamholder dies, all the sleeping
creatures are released from their slumber, the sleep-
wallcers return to their bodies, and the Dreamscape
begins to disappear, You can read the following:

With an ear-splitting implosion, sound returns to
the hall. Hunks of marble fall from the ceiling and
cracks run up the grand pillars. A female voice, the
same one from when the locomotive arrived, says,
“Please board the locomotive. It is time to depart.”

Each player that isn’t on the train at the end of
the third round after the dreamholder's death is sent
0 a random location on the Astral Plane as the en-
tire chamber falls away, leaving only the locomotive.

‘The locomotive is now linear; te the north of the
lounge carriage is the driving car. The party has
three rounds te make three successful VDC Intelli-
gence checks, with each check requiring an action.
A creature with proficiency in any sort of vehicle
«can add its proficiency bonus to these checks. The
checks have the following effects:

* The first check starts the engine, generating a
roar of humming lightning,

+ The second check releases the brakes, causing
the locomotive to shift and slowly ease forward,

+ The third check causes the locomotive to shoot
forward.

AFTERMATH

Here are some possible eutcomes of the hun:

+ Each sleepwalker and herror killed in the
Dreamscape has a corresponding comatose:
physical form; the body persists though its psy-
che has been shredded. Such a creature can only
be restored by che gish spell, and often returns
toits body with a long-term madness

+ If more lawyers are killed than labourers, the
miners' attempt to unionise is successful

1f these three checks are not succeeded by the
end of the third round (six rounds after the dream-
holder’s death), the locomotive is ripped apart and
each creature is sent to a random location on the
Astral Plane. On a success, you can read the follow- |
ing, and each player character wakes on the Materi- }
al Plane, in the location they fell asleep. I

- Bucket pays the agreed amount to the party. If
the party somehow helps the labourers to form
a union, a small fee (2%) is deducted from this
payment.

+ The teacher, Ms. Taxi, watches the village from
afar and gathers the children as soon as she sees
the villagers waking, They arrive shortly there-

audible lightingis all that’s visible, save for after and are reunited with their parents, who

a pinprick of light. The light grows brighter, ‘wish they’d had an extra day to recuperate.

closer. You see something dark at its centre. An + Humperdink is most interested in the existence

eye. A dlosed eye. The inside of an eyelid. The of the Dreamscape and commissions L'Arséne

to create more drtghts of ucid dreaming. He
spends a lot of time in restless sleep, exploring.
his ‘mind palace’

TFolks in Bodrum (see Mecha Koboldzilla,

Chapter 17) have been having ‘cross-dreams’”

I “This dreamholder is much harder t track.
S = e i down, as it alternates between the nocturnal
s A | kobolds and the diurnal surface-dwellers

The locomotive lurches forward, gaining speed
at animpressive rate. Through the viewport,

alandscape of rolling purple ciouds and now-

locomative smashes into it. You wake.
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CACOPHONICS S

Cacophonics, the Loot Tavern’s bard, pounces
on the party upon their return. After extracting all
the details of the party’s adventure, he unveils the
following song:

You can't travel here by horse or foot.
Enemies show when eyes are shut.

Can you tell what's real or not>

This train might not be what you thought.

Dreamholder in the mirror
Which one to attack?

Perpetual slumber, use your speed of mind.
Maybe sound will help to win this time.
Heroes are welcome if you mind the gap
Phantasms leom and wait to attack.

Dreamholder, when it mirrors,
‘Which one to attack?

My friends would have to use their brains.
Qutsmart the one from Astral Planes.

The battle was lengthy, but the war was won.
Our heroes could return to the sun.

Dreamholder nolonger in disguise
Qur friends opened our eyes.

YOU CAN PLAY THE SONG BY
SCANNING OR CLICKING ON THE QR
CODE, OR BY TYRING IN THE URL
BELOW.

HELIANALT/ DREAMHOLOER




TREASURE [HARVEST

A dreamholder's lair doesn't have much in the way ~ The dreamholdes has the following unique compe-
B R i s revard nents, in addition to the normal components for an
your players with the boon, Speed of Thought, for aberration. When the party exits the dreamscape,
e i e D the character with the highest passive Perception

notices a pocket watch—the one the conductor

was wearing—on the floor. "This is seesnd chance,

an uncemmon item that can be socketed onto any
clothing. The food component for the unique recipe
is a dreamboldersubeye (eye).

Speed of Thought. Your accomplishments in the
Dreamscape have unlocked a minor psionic
talent. As a bonus action, you can increase your
walking speed by a number of feet equal to your
Intelligence score until the start.of your next
turn. Onee you use this feature, you can’t do so DREAMHOLDER'S HARVEST TABLE

again until you finish a long rest.
B Y e ComponentDC Components

5 Dreamholder subeye® (up o 6}

10 Dreamholder bone (up to §)
0 Dreamholder brain, dreamholder hide
25 Dreamholder main eye’

'"IQ\SJ
;'j Secono Chance

O —— .

The following unique items can be crafted from the dreamholder’s components.

DREAMHOLDER'S CRAFTABLE ITEMS

hemName  ItemType Rarity  Attunement MagicalComponents  Essence  Value®
Uncommon Frail 3008p
AstralLuggage  Wandrousitem Optional 1y holder brain
Veryrare  Attunement P St
Oreamy thelucd Wondrousitem  Uncommon — Dreamoldersubeye Frail 20080

| CHRFTERIE
o . ; ; y
HaminerTime~+-c2Pen {20y = Dreamholder main eye /

hammer™) Very rare P T
otent 62008p. T 1BTH 1 FVF
B6TH, 13TH, 18TH LEVEL
Uncomemon Frail 8s0gp
TimeSplitter  Weapon (any axe) Required  Dreamholder bone
Very rare Patent 9,800gp

: S " “SPELLEASTERS BEWARE
= e e o /1 [ DEVILISH MABIC FILLS THE IR,

G
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INTRODUCTION

This hunt, A Tade of Tawe Taits, is intended for 3 to 7
characters and is optimised for a parcy of 4 with an
average party level (APL) of 6, 13, or 18. Charac-
ters who complete this hunt should earn enough
experience to progress one-third of the way to Tth,
three-fifths of the way to 14th level, or three-quar-
ters of the way to 19th level. The adventurers must
lacate the lair of mob boss Tony Two Tails, and rid
the desert of his infernal influence.

Afrer tracking down Tony’s location in the Lo-
tof's End Desert, the party must contend with his
magic-subverting traits and horde of bestial swarms,
devils, and undead. Offensive spellcasters will be at
a disadvantage in the final fight; a means of deal-
ing radiant damage, abilities that target fiends and |
undead, and characters experienced in tracking will
be of use in this hunt.

BACKGROUND

Tony Two Tails: mob boss, desert outlaw, and

the most fluffiest lictle kitry cat in the whole wide
world, While Tony might have the outward appear-
anee of a clumsy cloudeat, he is a fiendishly devi-
ous, cunning, and cut-throat native of the Hells: a
pyemy rakshasa. Having wended his way to the ¢
Material Plane, Tony has exerted his devilish
influence over all manner of desert pests, from
the oasis-town rats to the sun-lounging snakes
and swarms of subterranean spiders. He is
now the erstwhile boss of a small but menac-
ing mob of creatures known as the Meowling.
Marauders.

T the fomib ol an anelent. det
il-worshipping queen, Dah Roude, this
rapacious group of raiders has been
plundering trade caravans, pillaging
fishing boats on the Olong River,
and looting temples in a wide area.
throughou the Lotof's End Desert.
Not only that, they've been legit-
imately purchasing all the fish
from the markets, sending pric-
es sky-rocketing. Of course,
this is all part of Tony's
dastardly plan to capture
souls; hungry people will
do almost anyshing to
feed their families.
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Here's the main info to digest:

P e
TALOUC
Celestial couat] fisherman, theythen

Which Monster? Tony Twa Tails, the pygmy raksha-
sa, and his mob of swarming pests. Tony is carried by his
handler, a nameless human who has forfeited his soul for

Personality, Calm, charksmati command.- e
ing, communig-minded.

Monster’s Motivation. Tony's intent is to make the in-
habitants of the Lotof's End desperate so that he can trade

his devilish favours for their souls.

Physical. Androgynous, darkskinned, tall

human, Wears Aishermans garb.

i Topoie Iy alonEnd Monster’s Previous Actions. For the past weeks, Tony
has been raiding trade caravans, fishing boats, and temples,

as well as raising the price of fish (a staple along the Olong

River).

Fear. True nature being discovered and
having to reinvent a newidentity:

“Lat s i the desert of evil seize the means of pro-
darction and feast on fish!”

Where's the Monster? Tony's lair is in the tomb of the an-
cient, devil-worshipping queen, Dah Roude, an extremely
hard-to-find edifice that shifts between different locations,

ADVENTURE HOOKS

Swarms, devils, and undead—this hunt can be as creepy as
you make it. Use as many of the following hooks as neces-
sary vo get your party motivared:

« Curiosity: The Wandering Tomb. The tomb of Dah
Roude can’t be found using any map. It has no fixed lo-
cation, appearing in different places within the Lotols
End Desert of its own accord.

Morality: The Deserfed Desert. While richer mer-
chants and nobles might be able to pack up and leave
with what wealth remains, the poor lolk of the desert,
wandering nomads and fishermen, are stuck, Tales
already abound of pacts with devils and souls sold to
the infernal fires of the Hells
+ Compensation: Fishers' Union. With the price of fish
soaring to the point where those that work the boats
can’t afford the fish they catch, the newly-fermed fish-
ers’ union of the Olong River has clubbed together to
root out the source of this insider-trading evil. They’ll
reward anyone that can permanently return the econ-
omy to normal.

TaLouc

‘Under the guise of having a passing interest in
the area’s history, Taloue recounts how thousands
of years ago, Dah Roude made pacts with fiends to
help build her empire. Nothing remains now except
for her tomb, which was enchanted to periodically
change location in an attempt to stop graverobbers
(which has so far proved suceessful). Taloue doesn't
know of the rakshasa’s existence, perse, but has
deduced the likely cause to be fiendish in origin

Taloue. Talouc is a couatl, a celestial that has
shapechanged to appear like a handsome eb-
ony-skinned fisher, and possesses a calm, self-as-
sured demeanour. Through union meetings, the
dream spell, and ereating magical food, they have
brought about a unified response among the fisher
folk. Taloue acts as their temporary secretary and
the party’s point of contact for the quest. They
keep their celestial nature a secret.




HUNT REWARDS
Huntlevel ~SuggestedReward XPperCharacter*
sth 4,2008p 2,700
13th 20.000gp 12,000
18th 39.500gp. 31,000
“Indludesal averaged fors player characeer

LOTOF’S END DESERT

The desert landscape of Lotof's End s an extraor-
dinarily dense amalgamation of geography. From
dunes to oases, ravines to salt flats, and pillars of
looming red rack, it is prized for its beauty. The
Olong River provides a lifeline of food and water
for the conurbations that have sprung up along its
flanks, Herds of wild camels are a common sighting
when crossing the desert, as are the nomadic trade
caravans that connect the various settlements.

D —

Finding Dah Roude’s tomb is difficult, Using the
tracking rules in Chapter 3, it is suggested that
each Tracking check takes a full day and that three
checks and three successes are required. “This num-
ber is perfoct for introducing the party to the three
clues about their quarry on pages 388 - 390,

Environment: Water. The desert is hot and
‘water is scarce. A creature requires twice as much
water to survive each day as normal, If an adven-
turer wishes to search for water, have them make
a separate DC 20 Tracking check; on a success,
Swater is fornd, whild on & failure, Fhe ereatiite must
succeed on a DC 15 Constitution saving throw or
gain one level of exhaustion from the extra effort

UNIQUE FLORA AUN

Though Lotof's End is a desert, it is composed of
more than just lots of sand. Beyond the miles of
rolling dunes, there are decp ravines, ancienc river
beds, bluffs, plateaus, mesas, and vast expanses of
salt flats. You can use the following examples (o
populate this barren expanse with & unique and
delightful ecosystem:

. These yell led, armadillo-ik
beasts are sturdy, expert burrowers, If approached
without tact and astute animal husbandry, the sand-
shrew will rapidly dig  tunnel, spraying a would-be
aggressor with blinding sand and dirt.

Cactus Peach. Every seven years, the cactus
peach plant of the Lotof's End Desert flowers,
producing suceulent fruit with hues of blushing gold
and sunset orange. This coincides with the sepren-
nial migration of the great flawed thrush. The fruit is
prized for the depth and flavour of the peach brandy
crafted from it, a liquor preserved for special events
within the Lotof community, Comically, the fruit is
especially prone to fermentation which, if the thrush
migrates too Jate, can result in some drunken antics
as the birds feed on the alcohol-rich fruit.

Great Flawed Thrush. This beautiful bird has
feathers of gold and rust, with the males of its species
sporting a plume of iridescent indigo. Its fAaw is that it
is stupid. Really stupid. Tales abound of the thrushes
performing mating rituals in front of mirrors (presum-
ably not realising what a reflection is), migrating the
wrong way during winter, and even sleeping on top
of warm ovens, as if bakers needed an excuse to use
their rich, juicy meat in a pie. How it has survived
this long is a mystery to zoologists the world aver.
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KNOW THY ENEMY

As the party explores the desert looking for the lair,
interactions and cvents can lead them 1o discover
the following pieces of pertinent information:
+ The enemics include fiends and swarms.
+ Spells are unreliable, often going off course.
+ A means of dealing radiant damage will be
beneficial,

CLUE I: FIENDS AND SWARMS

The rakshasa is a fiend; it has a poculiar pupl in the
shape of a symbol for the Hells. Preparing certain
spells, such as prafection from evil andgood, can help
ina fight against fiends.

EXPLORATION

Suala, a small fishing village on one of the few
tributaries to the Olong River, hus very little food,
but a surprising amount of gold. The fishers of
Suala describe how they were tricked into selling all

 UNUSUAL
RED OLOW
2 $IMB0LS
FOUND IN
E¥eS OF
SWARMING
ANIMALS

Hanoour 16.1. OcuLar SymsoLs

their fish to a large man with red eyes who carried
an adorable fluffy cat. The village priest, Rifika
(protective LG male human priest), explains the
following:
+ While Rifika was elsewhere attending a sick
fisherman, 4 large, powerfully-built man holding
a cat came to the village. He asked to se each
fishing boat awner and wheat farmer, one by ane.
+ Taeh sold all their food to the stranger, for 2
handseme price. They can't eat gold, and trad-
ing caravans haven't come through in a while.
On divining the cause of this behaviour, Rifika’s
deity informed him of fiendish influences—this
was all devils’ work.

All the food was carried away on the backs of
thousands of insects, snakes, and rodents.

The villagers deseribe how the animals’ eyes had a
peculiar pupil, and they draw the shape. A successful
DG 12 Intelligence (Religion) check reveals this to
be the symbol for the Hells; the enemy is a fiend!




ACTUAL PATH (i
0F SPELL CAST

INTENDED PATH.

CLUE 2: SPELLCASTERS BEWARE

Pygmy rakshasas can cause magic to veer off
course, hitting unintended targets. They can also
entangle the Weave, with wild and unpredictable
‘magical consequences.

EXPLORATION

‘Coming over a rise, the party can spot the charred

remains of camels and people, a single figure in a

pointy hat kneeling in their midst. The lone sur-

vivor is a wizard, Nameena (LN female half-elf

‘mage}, ane of the retinue tasked with proreeting

acaravan in these (rying times. She explains the

following:

+ Rats, snakes, and beetles began swarming all

over them, but they managed to form a defen-
sive line.

Hanoour 16.2. Macic Awry

She's usually so careful with her fireballs, she
can even sculpt out pockets of safety.

She tried to ignite the area just beyond her
comrades.

Something caused her spell to go off course.
These charred husks are all that remain.

The Weave became tangled, she struggled o
cast even the most basic spell and they often
came out wich unintended consequences (see th
weave enianglement spell, page 514). It took all
her skill just to cast the expeditious ratreas spell
and escape, before returning (o mourn her fallen.
comrades.
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CLUE 3: RADIANT
DELIVERANCE

The handler has a trait (Fiendish Vigour,
page 541) that grants him temporary hit
points at the start of each of his turns, When
he takes radiant damage, this trait doesn’t

function and he doesn't gain any temporary
hit points.

EXPLORATION

The party encounters an extremely wound-
ed Rifika, suffering many small claw marks
and several puncrure wounds. After the
events in his village, he went to check on the
next village down the river. There, he found
the man and his cat up to the same tricks.

He attacked the fiend with his family
heirloom, a magical +7 hgpesk (scimitar).
However, though each atrack managed to
damage the man, tumorous growths soon
reformed where the wounds were dealt.

It wasn't until he summoned his spiritual
weapon, a special sunsword peculiar to his
particular deiry, that the wounds remained,
cauterised by the radiance. Unfortunare-

Iy he was no match for the pair and only
survived thanks to a wwond of recad? spell, the
destination for which is a small cave near the
party’s current location. Here’s the key info
te impart:

+ Magic weapons deal damage, but don’t
prevent the temporary hit point genera-
tion.

* Rifika has a unique spiritual weapon that
deals radiant damage instead of force.

+ Radiant damage makes the wounds
remain on the handler




THE BATTLE AHEAD

After the party finds the tomb, they can gain eniry
without impediment or danger. Tony is expecting
the acventurers, as the magic of his lair gives him
advance notice of intruders. He can be found in the
arms of his handler, at the back of the main hall,
protected behind his retinue of pests. Tony tries to
win the adventurers over to his cause when they
first encounter him, promising them gold from the
mummy’s tomb in the next room.

Misdirection. The idea here is to employ a litde
misdirection and make the party think that the bad
guy is the hulking bipedal figure, This is, in fact, the
rakshasa’s handler, who has sold his soul to Tony,
the bundle he carries and stiokes. A successful DG
18 Wisdom (Perception) check identifies that it is
in fact the car talking, not the man holding the cat.

DAH RHOUDE'S TOMB e

Tony's lair is the tomb of Dah Rhoude. The stones
of the tomb’s walls are magically protected against
decay or deformation. Nothing shost of a wish spell
can damage, change, or otherwise affect the tomb
When the players first enter, read the following:

Entering the sandstone structure, you see
hundreds of eyes staring at you, from all manner
of different beasts. Two pools filled with stinking,
rotting fish lie to either side of you, braziers shed
small pools of bright light, and) at the northern
end of the hall, a giant black rock statue looms.
A hulking, shadowy, bipedal figure at the back

of the dimly-lit room addresses you as it strokes.
abundle inits arms, “Ah, you madeit. Is this a
business trip, or for pleasure?”

“The first. wave takes place in the main hall of the
tomb. It begins if the adventurers make it clear they
won't join Tony in his efforts, or if they do anything
remotely threatening. Tony gives warning for them
not to come any closer and is unforgiving if this
warning is not heeded. “The second wave takes place
in the rear room, where Tony and his handler make
4 final stand. The third wave sees Tony inhabit
his mythic form, and the undead in the sarcophagi
come to his aid, fulfilling an aeons-old pledge.

Environmental Hazard: Fountains of Fish. The
tyo pools at the southern end of the main hall are
filled with dead and rotting fish. A creature within 15
fieet of either of these pools has disadvantage on any
saving throw made to maintain its concentration on
aspell

REGIONAL EFFECTS
The area within 6 miles of the pygmy rakshasa’s lair
has the following unique properties;

*+ Hairweeds. Tumbleweeds made of cat hair

abound wherever the wind takes them.

+ Land on Your Fect. Creatures always have 2
tendency to land on their feet, gaining advan-
tage on any ability checks or saving throws they
make 10 prevent falling prone
Sunbeams. Sunbeams create particularly com-
fortable areas in which to stretch out and relax.
‘When a creature starts a short rest in such an
area, it must succeed on a VDC Wisdom sav-
ing throw or fall asleep for the rest’s duration,
Regardless of the result, such a creature gains 1
additional hit p for each Hit Die it spends
to recover hit points at the end of the rest

Swarming Critters. When a creature takes

a short or long rest, a swarm of insects ap-
pears and consumes a day's rations. A creature
watching for danger that succeeds on a VDG
Wisdom (Perception) check observes the
insects and can fight them off (they retrear if
reduced to one-half of their hit points or fewer).
« Unsafe Ledges. All shelves are unsafe; occasional
swalts of magic cause any objects near the edge
of a shelf, ledge, or overhang to be knocked off.

Helping Hand. At any time during the battle or
wracking encounters, Taloug, in their couatl form,
can lend the party aid. They fly so fast they're bare-
Iy visible, lingering just long enough to cast cure
wounds, lesser resioraiion, or protection from poison

LAIR ACTIONS

While Tony Two Tails lives, he can invoke the
ambient magic of Dah Roude’s lair to take lair
actions. The saving throw DCs and damage of the
lair actions depend on the level at which you run
the hunt.
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VARIABLE LAIR ACTION STATISTICS

Huntlevel VDC Vdam ‘Weave Snap Damage
6th 3 sl2dg)  2(1de)
13th 16 14(4de)  4dg)
18th 18 28(8d6)  7(2d8)

A - [
GMTip

Write down the information in this table for your
hunt level 5o you don't have to keep flicking back.
and forth!

~ - -

Lair Actions. On initiative count 20 (losing ini-
tiative ties), Tony takes a lair action to cause one of
the following effects. He can’t take the same action
twa rounds in a row. See the table above for the
damage and save DCs.

= Fish Guts. The internal viscera of thousands of
fish pours down in a 10-foot-radius, 30-foot-
high cylinder. Each creature in the area must
succeed on a VDC Constitution saving throw
or become poisoned until initiative count 20
on the next round. Unril the fish are removed,
the ground in the area is difficult terrain and a
creature in this area has disadvantage on sav-
ing throws made to maintain its concentration
ona spell.
Swarm, Tony targets one Large or smaller
creature within his lair, causing a herde of Tiny
beasts and fiends to swarm over it.
“The creature must make a VDG
Strength saving throw. On
afailure, the creature takes
Vdam piercing damage and
is restrained until initi-
ative count 20 on the
mext round.

SWARM OF
Fieno Cars

+ Weave Snap. Tony targets one creature within
his lair that is attuned to a magic item or under
the influence of a spell, and forces it to make a
VDC Charisma saving throw. On a failure,
the creature takes force damage equal o the
value in the Variable lair Action Statistics table
for each magic item it is attuned to, as well as
for each level of spell currently affecting it. On a
success, it takes half as much damage.

[WAVE [: PESTS S,

Tony's no fool; wave 1 begins as soon as the adven-
turers do anything that he might consider threat-
ening, such as beginning to cast a spell, drawing a
weapon, or starting te close the distance between
them, When wave 1 begins, he and his handler im-
mediately retreat to the northern room, locking the
door behind them as a devilish figure materialises
out of the air, As Tony leaves, any creature with a
passive Perception of 16 or higher notices that two
jet-black gems appear in the 12-foot-tall statue’s
eve sockets (these gems were in the doors’ locks;
they teleport to the eye when the doors are closed).

Pyemy
RaksHAsA

ENEMIES
‘The enemies in wave 1 are the swarms of pests,
commanded by the devil that appears when the
wave begins. Although specific siat blocks are de-
tailed, you can narrate the swarms as being all man-
ner of different pests: scarabs, rats, wasps, snakes,
and even cals.
Level 6. At 6th level, the wave 1 combatants are:
- 1 barbed devil (CR 5)
+ 2 swarms of poisonous snakes (CR 2)
+ 2 swarms of wasps (CR %)
Level 13. At 13th level, the wave | combatants are:
+ lerinyes (CR 12)
~ 2 swarms of fiendeats® (CR 5)
+ 2 swarms of poisonous snakes (CR 2)
Level 18. At 18th level, the wave 1 combatants are
+ 1 pitfiend (CR 20}
+ 4 swarms of fiendcats® (CR 5)

“See dppendix

4 PGy RAKSHASA'S
MvrHic Form

TACTICS

Devils. The devil {barbed devil, erinyes, or pit
fiend) starts positioned near the north end of the
hall, and uses its mevement, ranged attacks, and
spells to damage threatening, low-hit-point charac-
ters. It is tactically aware and uses the environment
10 its advantage, telepathically commanding the
swarms of creatures to intercept any melee attack-
ers. The devil knows it can’t permanently die on
this plane and fights without fear.

Swarms. The swarms position themselves ac-
cording to the devil's intent, but aren’ intelligent
enough to discern which creatures might have a low
‘Constitution saving throw modifier. The swarms
are mindless and also fight without fear of death.

WAVE 2: TONY & CO <N

Doors. The doors to the north of the tomb are
locked without any discernible keyhole; just two
fist-sized hexagonal facets. A successful DC 12
‘Wisdom (Perception) check spots that the eyes in
the 12-foot-tall statue to the north are made of two
fist-sized jet gems, hexagonal in profile. These gems




can be pried free as an action by a creature within
reach of them. If both placed in the hollows of each
door, the doors open.

It’s a Trap! Removing the gems from the statue
triggers a delayed trap; on initiative count 20 of the
following round, poisonous gas floods from the stat-
ue's mouth and the base of each column, covering
the floor, The gas lasts for 1 hour, but doesn't leave
the main room. The effect of the gas depends on the
hunt's level: At 6th-level, it produces the effect of
the stench spell (see page 511); at 13th-level, eloud-
#idll; and at 18th-level, cloucdkilas an 8th-level spell.
‘The save DC equals the VDC. You can narrate the
increasing volume of gas becoming more lethal by
starting at 146 damage on round 1, half the spell's

damage on round 2, and the full damage on round 3.

When the spell ends, the gems teleport back to the
statue's eyes and the doors re-lock. The doors can
be opened from the inside without the gems.

Tony & Co. Tony and his handler have taken
cover in the sanctum of Dah Roude, the north-
ernmost room. The handler readies an action to
fire his commybow at the first adventurer to enter,
while Tony readies the enrage spell (see page 502)
when the door begins to open, targeting the second
player to appear. Wave 2 hegins in earnest when
these readied uctions are realised, but you can stick
to initiative and keep using lair actions to make the
player characters get a move on.

ENEMIES
In wave 2, the enemies are Tony Two Tails (a

pygmy rakshasa), and his handler. Note, pygmy
rakshasas have a higher CR when fought with their

handler due to the synergy of the legendary actions.

‘These are the CRs listed below.

Level 6. At 6th level, the wave 2 combatants are:
+ 1 pygmy rakshasa mewling* (CR 7)
+ 1 soulbound handler® (CR 4)

Level 13. At 13th level, the wave 2 combatants are:
+ 1 pygmy rakshasa® (CR 14)
« 1fiendish handler® (CR 11)

Level 18. At 18th level, the wave 2 combatants are:
+ 1 pygmy rakshasa kingpin® (CR 21)
+ 1infernal handler® (CR 17)

“see appendin G

TACTICS

‘Tony and his handler work in tandem; the handler
always uses its Guardian reaction if the rakshasa is
close enough to benefit from it, while Tony's Dev-
il’s Hiss legendary action gives the handler a bonus
attack (a product of the infernal fire in the handler’s
veins).

Tony. Tony's tactics differ depending on
whether the handler is alive or not. Tony is not
very worried about spellcasters, knowing that his
‘Weavebender reaction allows him to redirect. their
attempts, or even cause an adventurer’s fireball

1o hit their allies. Tony is tactically astute; when
choosing a target for a spell that requires a saving
throw, take into account the saving throw modifi-
ers of his potential targets.

Handler Alive. If the handle;
his legendary actions to have his handler deal
damage. He always tries to have one of his
powerful spells active. His first priority is to
cast domenaie person on the most susceptible
amongst the party. Tf this fails, or if he is ever
in direct danger, he casts greater inoisibility or
mistead, As a secondary priority, Tony uses his
claw atacks against a creature that is henefiting
from an engoing spell, in the hopes of cursing
the target and halting the ¢pell’s benefits,

Handler Dead. If the handler is dead, Tony
switches his legendary actions to Pur in the
hopes of charming a creature and creating cha-
os. Tony can then use Devil's Hiss to cause the
charmed creature to make an attack against a
creature of Tony’s choice

Handler. At the start of the fight, the handler
aims to spray as many of the bunched-together
adventurers as possible with his tommybow {(which
can hit two adjacent creatures, making an artack
roll for each creature). Once he has emptied his
magazine, he throws it to one side and draws his
ar (he always has his shield equipped)
He uses his movement to stay between the rakshasa
and the adventurers, but close enough to use his
Guardian reaction.
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QWAVE 3. MUMMIES -,

‘When Tony's normal form is reduced to 0 hit
points, triggering his Ninth Life trait, wave 2 ends
and wave 3 begins, The tomb's mummies animate;
they are soulbound and sworn to aid the will of
any devil, such as Tony's archdevil overlords. The
mummies roll for initiative on initiative count 0 of
the round on which Tony is reduced to 0 hit points,
removing the lids to their sarcophagi and standing

up. They join the combat the following round.

| s the rakshasa finally succumbs to your
onslaught, a sound catches your ears. The scrape
of sandstone on sandstone s quickly followed
by the staccato boom of three lids falling to the
ground, the sound echoing around the chamber.
At once, the air is filled with musty humidity so
ripe you<can almost taste it. With a groan, three
linen-wrapped figures rise from their stone coffins,
and the devil-cat lets out amirthless chuckle. He
is magically raised ta his feet and his eyes and
wounds glow with a malicious infernal flame.

ENEMIES
In wave 3, the enemies are the mythic form of “Tony
Two Tails, as well as three undead creatures. The
handler may still be present during this wave.
Level 6. At 6th level, the wave 3 combatants are:

+ 1 pygmy rakshasa mewling* (CR 6 mythic

form)
+ 1 mummy (CR 3)
- 2 skeletons (CR 1)

Level 13. At 13th level, the wave 3 combatants are:
+ 1 pygmy rakshasa® (CR 14 mythic form)
+ 1 mummified immortal* (CR 8)
+ 2 mummies (CR 3)

Level 18, At 18th level, the wave 3 combatants are:
+ 1pygmy rakshasa kingpin® (CR 21 mythic
form)
+ 3 mummified immortals® (CR 8)

“See Appendis C

TAcTICS
“Tony, recogising that he is trapped and his only
hope of survival is to attack, becomes hyper-aggres-
sive. If he can, he casts grearer inzisibility or mislead
as an initial defensive measure, before getring intoa
good position to affect as many enemies as possible
with his Caterwaul mythic action. He has no com-
punction about harming the mummies if necessary,
and will use his Wind Strike mythic action to both
attack low AC characters and keep his distance
from any hard-hitting meles adventurers.

Undead. The undead fight with no

sense of self-preservation, attacking
the nearest creatures

MummiFieD
IMMORTAL




OPTIONAL ENDING

CURSE OF DAH ROUDE

If you're running a one-shot, there might not be
much pointin continuing the game after the epic boss
‘battle. Instead, you can use this optional ending to
ive an epic, climactic conclusion to the hunt. When

Tony is slain in his mythic form, an almighty sand-
storm begins o brew. You can read the following:

Asoundlike beads of glass tinkling against a hard
floor grows louder and louder. The ceiling and
walls are falling apart grain by grain, the trickle
rapidly becoming a flood, with glimpses of light
visible through the disintegrating celing.

Each character has one round to act before, on in-
itiative count 20 of the following round, a whirlwind
of sand materialises in a 15-foot-radius, 30-foot-
high cylinder of lightly ebscured difficult terrain
that spreads around corners and is centred an the
central sarcophagus. A creature that starts its twrn
in this area takes Vdam slashing damage and must
make a VDG Strength saving throw or be pulled
15 feet towards the whirlwind’s centre. On initia-
tive count 20 of each of the following rounds, the
whirlwind’s radius and height increases by 30 feet.

On initiative 20 of the fifth round since its forma-
tion, the whirlwind implodes, dealing bludgeoning
damage equal to twice the Vdam to any creature
still within its area. The tomb s a ruin, its treasures
buried beneath tonnes of sand.

AFTERMATH

Here are some possible outcomes of the hunt:

+ If the tomb’s main inhabitant (the mummy in
the 6th level hunt and a mummified immorral in
the 13th and 18th level hunts) is destroyed and
its remains burnt, the magic maintaining the
tomb is lifted, and it stops shifting location.

If the mummy from the central sarcophagus is
Al e o BTt thi Ramb Gohies b ahi
locations, and mummies begin plaguing the Lo-
tof's End Desert (a possible future plot hook)

With the primary purchaser of fish gone, prices
plummet, and feasts can be found in every town
and village over the next week, with the adven-
turers the guests of honour at any opportunity.

+ The party is compensated by the fishers’ union.
Tn addition, any fisher gladly helps them travel
up or down the Olong River for free.

+ The party makes an ongoing enemy of Tony
Two Tails, who eventually reforms in the Hells,
He reappears on the Material Plane (in disguise)
with a dastardly scheme to acquire the adven-
turers” souls. He plans to grant them great pow-
er in order to combat a fiendish menace. But
there’s a catch: the menace must be defeated
within a strict time limit. Unbeknownst to the
party, it is Tony who has brought the devils to
the Material Plane and actively acts against the
party to keep the devils hidden. If the adven-
turers don't complete the task within a certain
time, he wins their souls.

CACOPHONICS e

Cacophonics, the Loot Tavern’s resident bard, pes-
ters the party for details upon their heroic return.
He later plays the following song:

| Searching for the tomb,
The swarms will come and try ta block the path
from being used.
The pygmy has his ways,
The fiend has found a way to keep the magic all
atbay.

But our adventurers have found their way

through the dunes and now,

The handler waits to meet his fate only they

know how.

Radiant deliverance his fiendish vigour con-

founds,

And as Tony falls his collar may be swept from the
ground.

You CAN PLAY THE

SONG BY SCANNING OR
CLICKING ON THE QR
COOE, OR BY TYPING
i THE URL BELow.

HELIANALT/RAKsHASA

Guarrenss | ATiRor Two Tans 397

R\

TREASURE

In the various sarcophagi are a wealth of gold coins
and gems (see Treasure table, below). In addition,
the handler’s magical spéinierspray tommeyhow can
be gathered from wherever he threw it. Feel [ree to
keep the type of crossbow ambiguous so you can
‘make it useful to your plavers (e.g. if they use a
hand crossbow, give them a hand crossbow).

TREASURE IN Dat ROUDE's TOMB

Huntlevel Treasure Objects ;"H'"""‘"“""""“"""’"
6th ads x50 gp Uncommon
13th 6dsx100gp Rare &y
| isth sdsxzoogp  Venrae !

CoLLAR OF
THE CaT

S —— .

The pygmy rakshasa has the following unique com-
ponents, in addition to the normal components for
a fiend. Unlike other fiends, which turn to ash on
death, each pygmy rakshasa wears a magical collar
that preserves their body (in the hopes that their
handler can revive them). “T'his allows the body to
be harvested as normal. The party can take this
collarof the cat, a common magical item that can
be socketed into any weapon, spellcasting focus,
or piece of clothing. The food component for the
unique recipe is a pygmy brain.

Handler. Tn addition, an infernalsout, the thing
that. made the handler so powerful, can be harvest-
ed (DC 25) from the handler and used to craft the
Jelinodefix. You can attract attention to his corpse by
narrating it as convulsing, with magic users detect-
ing something trying to escape.

PYGMY RAKSHASA HARVEST TABLE

ComponentDC  Components

5 Pygmyeye(upo2)
10 Poush of pygmy claws (up to )
5 Pygmysinew (upto2)
20 Pygimy braint
2 Pygray soul, infervial soul Chandler)

The following unique items can be crafted from the pygmy rakshasa’s (and handler's) components

PYGMY RAKSHASA CRAFTABLE ITEMS

itemName  item Type Rarity Attunement Components. Essence Value*
Gawof Uncommon Fea] so0gp
Weapon (claw) Required Pouch of pygmy claws
Corrupiion e Very rare § A Potens 9.400gp
Uncommon Feall 650gp
Eyeoftheliger  Ring Required  Pygmyese
Very rare Potent 95008p
: Weapon (any
Rlleshiy o) Rare Required  Pygmysoul Robust 4500gD
Rare Robust 2100gp
Felinobellx  Wandrous tem Required  Inférnal soul (from handler) £
Legendary Mythic 41.600gp
Rare Robust 1,600 gp
TalsEnd Veapanlany Pyamysinew
sword) Veryrare Potent 6400p

*Thisisthe o ithe shelf purchase cost and can vary signi

al
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INTRODUCTION

This hunt, Mecka Koboldzilla, is intended for 3 to 7
characters and is oprimised for a party of 4 with an
average party level (APL) of 7, 14, or 20, Charac-
ters who complete this hunt should earn enough
experience to progress two-fifths of the way 1o 8th
level or three-fifths of the way to 15th level. The
adventurers must prepare to face a colossal, metal
construct, piloted by kobolds who've been coaxed
to zealous levels of battle-readiness by a campaign
of misinformation.

After picking apart informarion about the alleged
end of the world and learning abour the weakness-
s of Bodrum’s automatons, the party are given a
chanee to rest before ascending Bodrum Butron to
face the end of the world. "This battle is deadly and
uses the party’s entire daily XP budget, Equipment
foran extended fight, spells and effects that deal
acid or cold damage, and strategies that impese
Dexterity saving throws will prove terrifically help-
ful in this endeavour.

BACKGROUND

Aeons ago, a giant space hamster crash landed

in a swampy expanse of the planet the party calls
home. Long drained and cultivated, that ex-
panse is now home to the perfectly arable town of
Bodrum, a hub for agriculture, wineries, and fat
mining. Preserved deep underground, the remains
of this incredibly well-fed space hamster are exca-
vated by wheelbarrow and bucket for use as fuel,
fertiliser, and fine dining

Kaobolds, natives of dark spaces and narrow tun=
nels, excel at this lipid extraction, and they don't
seem (o mind the smell, either. Employed by Baron
Bodrum Businesses Inc. for the past few decades,
these kobolds are an incegral part of life in Bodrum.
Sure, pies go missing off of window sills and horses
become magically unshod overnight, but without
these kobolds, Bodrum would be nothing more than
a boring backwater producing buckwheat and beer.
While most.of Bodrum’s tawnsfolk believe the fat
to come from “dinosaurs or something,” kobold oral
tradition teaches the hamster truth.

CHAPTER 17| MECHA ROBOLDZILLA

Branton Quark, winner of the Guild of Artif-
icer's ignoble *Most Likely to Accidentally End
the World' award three years running, has been
stirring up trouble in the kobold community. Since
losing his job as chief engineer at Baron Bodrum
Businesses Inc. a month ago, Quark has been seen
posing as an emissary of the Many-Headed Dragon
Queen (the costume for which is a very homemade
dragon onesie), on Bodrum's high street. Each day,
he hands out fiyers detailing the end of the world on
the coming equinex at the hands of a second giant
space hamster in an attempt to scare off the kobolds.

‘Over the past month, the number of kobelds
tuming up for work has dwindled. Quark showed
the kobolds his designs for a giant automaton with
which he would fight the space hamster, which
they immediately vandalised and stole. They have
since excluded him from the fabrication process
and bent all their resources to its construction,
disappearing from the surface three days priot to
the party’s arrival, Tis plan to make the kobolds
leave work has succeeded and he is vying to get his
former position at the factory back.

Meanwhile, in Bodrum, stuff has been going
missing. Lots of stuff. Though the populace isn't
aware of the perpetrators’ identity, it is the kabolds
that have been busy purloining all the bits, bobs,
and other apparatus they need to create Quark’s
world-saving machine. Much to the chagrin of
the local populace, this includes the town gaze-
bo, which disappeared one night. Baron Bodrum,
occasional philanthropist (for tax reasons), has put
up a bounty to have the thieves captured, and the
goods returned.

e — .

Here's the main info to digest:

+ Which Monster? An enormous, kobold-piloted,
mechanical construct called the ‘mecha kob-
oldzilla’. It is held together by poor welding,
rusty rivets, and belief.

*+ Monster’s Motivation. The kobolds and, by
extension, their koboldzilla, believe they are
saving the world. Whipped up into a fervour
by Branton Quark’s stories about the coming
apocalypse, the kobolds have built a mechan-
ical marvel which they aim to bring to the
surface to fight off the giant space hamster and
its evil minions.

+ Monster’s Previous Actions. The kobolds have
Deen an integral part of Bodrum's workforce for
decades now, mining the hamster fat deposits,
working the fields at night, and repairing odd
bits of machinery. Small things that weren't tied
down occasionally went missing, but this was
seen as only a minot nuisance. Now, however,
‘bigger and bigger things are disappearing on

an almost daily basis. 'T'he theft of the town’s
gazebo was the last straw.

Where’s the Monster? The koboldzilla is sever-
al miles underneach the town of Bodrum. The
koboldzilla will appear on the Bodrum Button,

a hill above the town, at dawn on the equinox
(the day after the party arrives). The investiga-
tion and clue-finding part of the hunt takes place
in Bodrum. To avoid the characters heading
underground to see the kobolds, imply that the
kobolds have left, scared off by Quark’s actions.

ADVENTURE HOOKS e

An apacalyptic propheey, the end of the world, and
a town with a particularly robust and fruitful econ-
omy... this is a dream contract for any adventurer!
You can use the following adventure hooks to pique
any of your player characters’ interest and get them
to take the hunt contract!

Guriasity: A Prophecy. Branton Quark has been
seen distributing pamphlets about “Thee End
Off Da Wurld”", picturing a giant space hamster
devouring the town. The townsfolk commonly
believe the fat deposits te be from “a dinosaur or
something”, but kobeld oral history teaches that
the deposits came from a giant space hamster that
crashed into the planet thousands of years ago.
Quark claims that on the equinox®, its mate shall
descend from the stars and end the world.

Morality: Peewee's Performance. The Bodrum's
Young Workers Primary School is due to have its
end-of-term performance at the town gazebo the
evening after the equinox. It's a rite of passage for
all youngsters that grow up in Bodrum and the kids
are devastated now that it's disappeared. Think of
the children.

Compensation: Baron Bodrum's Philanthropic
Fund. Wealthy industrialist Baron Bodrum is will-
ing to offer up a sizeable reward for the cessation of
the thefts and recurn of the stolen property. He will
need a derailed invoice, for tax purposes.

nsayoue pame, [vhould fust be the day your players areiv



V3P0 (vee-THREE-pee-oh, or VEE-pa), a protatype vending
automaton of Baron Bodrum Businesses Inc., acts as this hunt's
quest giver. It introduces itself as soon as the party arrives in
Bodrum, can deliver the adventure hooks to the players, and can
be used to demonstrate several of the weaknesses that can be
exploited when fighting automatons such as the koboldzilla (see
“V3PO' pasagraphs in Know Thy Enemy, page 410). Alierna-
ively, players can discem clues themselves by using the ‘Explo-
ration’ paragraphs in the same section.

HUNT REWARDS

Hunt Level  Suggested Reward  XPper Character”
7th  seoogp 4600
14th 23,000 gp 15,000
oth  sg0cage 47,000

“Includes all e monsters, averaged for 4 pla

This One’s Different. This hunt works a bit differently from the
others. The fact that the paty is going to have an epic boss fight
isn't necessarily immediately apparent. In fact, there is some misdi-
rection afoot to lead folks to believe a giant space hamstet is going
to attack. As the players investigate the disappearances, guided by
V3P0, they should encounter the signs of the coming

Pre-PROOE

"¢
BRANTON QUARK

Human, artificer. he/hinm

Personality: Embittered, eccentric, angry

1. Short, plump, unkempr, scowls

Desire. To oust the kahold mechamagicians
and get his job back as chief engineer for
BBE Inc.

Fear,Visits from his parents, wholre espe-
cially kind and dating They indulge his
“entrepreneship:

“Dorit wory abeut the exposed arcanathernizear,
Hhave cardincrajiggler aeound here, some where™

[ | SEEEEEEE R

QUOBALD, KWOBALD,
& COBALD

Kobolds.agprentice engineers e, she, v they

(see Apocalypse Incoming, page 408}. These portents of doom
should all be really shoddy, with signs that they aren’t legitimate,
lest your party believe the space hamster is the real foe.

CHARACTERS &

BRANTON QUARK

The unfortunate loser in the wage war for low-priced autom-
atonic engineers is Branton Quark, Baron Bodrum Businesses
Inc.’s former chief engineer (slightly mad and embittered CN
male gnome artificer). Fis firing was due, in no small part, to his
incompetence and propensity for cutting corners. He is quick to
blame his employer for all the accidents that happened, and is
proud to show off his collection of almost-working mechamagical
devices in his shap (page 406).

Branton has constructed a campaign of misinformation about
an incoming ‘giant space hamster’, tricking the kabolds into
abandoning their work. They absconded with the schematics,
and he now attempts to regain his employment. He expresses
concern about what *terrible automatenic construct” the kobolds
might fashion using the designs without his expert guidance.

Personality: Mischievous, clever, playful

Physical. Tan scales, bright eyes, dirty
rags, Sometimes disguise selves ina single
trenchcoat.
Desire, To male coal auomatons,
Fear, Losingactess to Brantor's workshop.
“Hunds player charcter a fstfl of live focusts
Modssagely”
o

-
V3P0

Automaton, vending mdchine; itftheirs
Personality. Rabotic, matter-of-fac, helpful,
Lackey for BB Inc.
Physical. Made of walnut wood and rusty
iran, Chest filled with magicitems
Desire. To help solve the mystery of the
gazebo and recite BBB Inc. slogans.
Fear, Not selling enoughstock and being
eetir
“Boron Bodrunts Buddy Bots. Unchanmable, Tcor-
euptble, o 10096 tax deductblel™

CHAPTER 17| MECHA KOBOLDZILLA
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QUOBALD, KWOBALD, & COBALD

Quark hasthice “arcanomechanical apprentices”
around his shop: three young kobolds named Quob-
old, Kwobold, and Cobald. They have a penchant
for mischief and are too young to have learnt more
than a lew words of Common yet. They have
sticky fingers and try to good-naturedly relieve any
bystanders (including any player characters) of a
few gold cains (=5 Dexterity (Sleight of Hand)
modifier).

»E 404
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Like Quark, they know nothing of what their
kobald cousins are working on underground,
though they have taken it upon themselves to make
Quark’s portents of doom (see Apocalypse Tncom-=
ing, page 408) come true. They wear a partially
bunt trencheoat, are covered in iron filings, and
tend to a cage full of locusts, elues that link them to
the acts in Apocalypse Incoming.

Ignoble Intentions. Embittered after losing his
job to the much-cheaper kobold mechamagicians,
Quark has hatched a dastardly plan. Disguising
himself as a herald of the Many-Headed Dragon

Queen, he has fomented a zealous drive within the
kobold populace to build an almighty automa-
ton, the keboldzilla, in order to prevent the end
of the world. As he sees it, the best possible
outcome is that the kobolds get fired and
he gets his job back. At worst, the town of
Bodrum disappears and Quark has a shot
of sweet, sweet revenge to enhance his
morning coffee.

Foreshadowing. Quark likes to
boast that he would have built the ul-
timate mech suit with which to fight
the giant space hamster if the kob-
olds hadn’t “stolen” his plans. He
gestures to his prototype, 4 rusty,
two-left-footed suit hanging in his
«chop shop (this is a good time to
give Clue 3, page 411). Quark is
lying (DG 15 passive Charisma
(Deception)); the plans weren't
stolen, he gave them away. Since
inciting zealotry within the kob-
olds and delivering his plans,
Branton has had no contaet
with the wider kebold com-
munity in the past 3 days

BRANTON'S ASSISTANTS:
Quoeato,
KwoBoLo,

AND COBALD
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V3P0 + Kobold wriscbow (60 gp)

Vendor Mk.3 personality: 0, or V3P0 for short, is = Oilof sipperiness (576 gp)

the latest model of vending automaton from Bar- « Potion of acid resistance (288 gp)

on Bodrum Businesses Ine. V3P0 is a 7-foot-tall, o P ot s e 30 2)

box-like auromaton made of cobbled together scrap L i |
‘metal and wood, with the stats of a clay golem e e }
(without the Acid Absorption trait). It has a glass * Servllofgrease (T2 gp)

front behind which its wares are lit up by a magical + Serollof acid arrow (216 gp)

light. It is powered by an arcanomechanical engine,
and has the same Constructed Weakness trait as the
janky koboldzilla (see page 559).

Itis keen to help, and even keener to sell its
slightly overpriced wares. The wares are stored
within V3P0's body, which requires a DC 25 Dex-
terity (thieves’ tools) check tounlock. A crea-
ture that V3P0 detects trying to steal from it takes
Vdam lightning damage (see Variable Lair Action
Statistics, page 413). V3P0 is fond of saying com-
pany slogans, such as:

+ *Bodrum Tarfat. Will get you almost warm for
most of the price.”

Scroll of protection™ (216 gp)
Seroll of acid rain® (432 gp)
Scrollof iy (432 p)

Scrollof frbricate (1180 gp)

+ Seroll of mass cure wounds (2400 gp)

*See Appendix B

+ “Baron Bodrum's Buddy Bots.
Uncharmable, incorruptible, and
1009 tax deductible!”

« “Let go with Lady Bodrum’s
Toosey Laxatives. Release your
inner peace today.”

+ “Baren Bodrum Businesses—we
cut corners so you den’t have to.”

+ “Baron Bodrum’s Buddy Bots. They
don’t tire and theyre always for hirel”

*+ “Baron Bodrum’s Philanthropic Fund.
Making your today: okay.”

+ “Baren Bodrum’s Buddy Bots. Their
friendliness depends on your credit rat-
ing!”

+ “Pensions, HR, and healthcare a bore?
Well here’s a solution the unions abhor.
Buy a butler, a bodyguard, and a labourer
today. We'll dispatch them right to you,
without a delay.”

Wares. The following items can be pur-
chased from V3P0, at 120% of their normal
cost (suggesced, inflated prices in brackets):

+ 12 Dynamie sticks (180 gp cach)
+ 6 Haading posioms (60 gp each)
« 2 Greaier heaking potions (180 gp each)

BODRUM

Bodrum is a sizeable tawn made up of roughly equal
numbers of humans, halflings, and gnomes. Though
noone knaws the exact size of the kobold popu-
lation, which lives underground, mark-release-re-
capture surveys conducted by the anthrozoologist
Dr. Doolots estimates the number of kobolds to be
roughly equal to the town's population. Though the
kobolds are tolerated, and respected for their unique
brand of mechanical ingenuity, social interactions
between the above-grounders and below-grounders
are limited, in part due to their differing circadian
rhythms. Hewever, the kobolds have been even
‘more absent than usual over the past month,

Business. In addition to fat mining, kobolds are
employed by Baron Bodrum Businesses Inc. as
automatonic engineers. Kobolds create magical
devices using rudimentary arcane rituals, harvested
magical components, and belief: the harder a kob-
old believes, the more potent its magic and more
robust its inventions. Leveraging this unique form of
belief-based arcanomechanical engineering, Baron
Bodrum has created a line of automatonic servants:
Baron Bodrum's Buddy Bots.

The largest department in BBB Inc. is ‘Kobold
Resources's making the kobolds feel good about
their work is integral to their belief-based manu-
faceure, In fact, there is a growing sensc of panic
amongst the townsfolk that the kobolds' disappear-
ance could mean the end of the town's afffuence; no
one else can stand fat mining!

-

a
'WHERE'S BARON BODRUM?

He's not here. He's in a meeting. He's just tele-
ported to a different continent and no one knows
‘when he'll return. He's currently on a cruise
around the Lesser Bantillies. His pet racocn s sick
and he’s taken it for a spa weakend in faraway
Springarden. In short, he can’t be reached, and
makes a habit of keeping it that way. Who's really
in charge? No one knows.
~ s =4

High Streer. Bodrum high street has the normal
hustle and bustle you'd expect of any town: street
food vendors, market stalls, and travelling traders all
hawk their wares, Shouting at the top of his lungs,
Branton Quark—resplendent in a Many-Headed

Dragon Queen onesie—lists off the various signs
of the end times (see Apocalypse Incoming, page
408). A DC 15 Wisdom (Perception) check
shows that his kobold helpers are picking the pock-
ets of bystanders watching Quark’s display.

KLEPTOMANIA & GUIDANCE

Al sorts of things have been going missing, most
notably the town gazebo, V3P0 directs the players
to ask around the town for clues. This gives you

a chance to drop the clues in Know Thy Enerny
(page 409), and allow Branton Quark to carry out
the ‘precursor events of the apocalypse’ (see Apoc-
alypse Incoming, page 408). If asked what there is
to see, you can use the following options:

Branton Quark’s Chop Shop. A rundown, cor-
rugated iron-panelled warehouse filled with junk,
schematics of automarons like V3P0, and badly-de-
signed mechamagical devices. O note are:

+ A rusty mech suit with two left feet that can
only walk in circles.
An illierate, speech-to-text printing press (that
e uses to make the pamphlets).
+ A vending machine that doesn’t give you any-
thing when you put money in.

Quark mentions that before the kobolds disap-
peared, they vandalised and stole a copy of his de-
signs for an *Uber Awesome Mechanical Dragen’. He
shaws the party shcematics of a huge, dragon-themed
automaron, with a hammer in its right hand and a
flamethrower on its lefr. See Clue 3 (page 411) for
more informarion on the informarion that can be gar-
nered from the schematic. Quark expresses concern
about what kebolds might do with such designs.

Quark still has a S-foot-tall rusty prototype. He
proudly beasts that he plans to use it to fight off the
giant space hamster. Looking at the prototype can
also reveal the Constructed Traits detailed in Clue
3 (page411).

Butcher. An austere, clinical building of stain-
less steel. A huge machine—Baron Bodrum’s
Below-Average Temperature Storage Box (BATS
Box, 4 walk-in freezer)—hums noisily in the rear
half of the shop. Elmza F’lay (a direct and unblink-
ing N female lizardfolk) describes how all her meat.
hoaks disappeared a week or so ago. All her meat
was left hanging, tied by bits of sinew and string. In
addition, the faulty BATS Box was fixed, leaving
her wares nice and cool.



Dr. Doolots’ Herpetological Sanctuary. This
humid, plant-filled glasshouse is remarkably
quiet. Doolots (a tenacious and intelligent NG
female dragonborn mage) explains that at some
point last night, all her frogs were stolen

Baron Bodrum'’s Businesses Buildery, This
huge warehouse complex an the outskirts of
town houses an assembly line and testing range
for Bodrum's Buddy Bots. These three types
of automatons—the bodyguard, butler, and
Iabourer—all perform their tasks badly. Body-
guards fire crossbows at archery butts, missing
wildly; butlers practise laying tables, sending
shards of crockery flying; and labourers swing
pickaxes wildly at a pseudo fat mine, hitting
each other more than the fat.

"The chaotic scene looks markedly understaffed,
not a kobold to be seen. The foreman, an
anxious gobboc named Narn Deau (LG female
commoner), says she thinks it's some sort of
Xobold religious holiday. They've been showing
up less and less over the past month and she
hasn’t seen a single kobold in at least 3 days.

Hatterdashery. A well-appointed shop wimmed

with pink cotton and white lace, selling all man-

ner of knitting needles, wool, and many, many

‘butcons. Hattie Fluffernutter (a prim and proper

NG female kobold) says that a tall, rather un-

steady-looking dragonborn came in and bought

all her crowns and tiaras, including those meant

for children or dolls. He wore a long coat, a

broad-brimmed hat, and spoke perfect Dracon-

ic. Unbeknownst to her, this was Quark’s three
helpers in a trencheoat. If asked, she doesn’t
deign to talk about her kobold relations, having

“risen above their primitive ways”.

0Old Miller’s Windmill. Neatly stacked sacks of
grain are laid around deep stone foundations, the
circular footprint of what was once a tall, imposing
building. Tred Miller (down-to-earth NG male hu-
man commoner) says his entire windmill was stolen
last night. ‘The whole thing. Gone. All that was left
‘was one of Branton Quark’s pamphlets, with “Eye
o yew” written on it. If asked, Quark doesn’t know
anything about this.

Baron Bodrum's Young Workers Primary
School. This four-room, wooden schoolhouse is
painted white, and has a small playgreund sur-
rounded by a wooden picket fence. There are three
classrooms, each with 20 children, and ene com-
mon room, to which the teachers escape. The head
teacher, Terry (docile LG male halfling common-
er), says the kids were very upset to hear about the
missing gazebo - it’s their end of term performance
tomorrow. It disappeared only 3 days ago.

Scrap Yard. In an old quarry behind the factory
is 2 now-emptied scrap yard. Mello Sprockajunk (a
surly LN male deep gnome) says his scrap iron pile
has been shrinking over the past month. Two days
ago, it all disappeared! All that was left was one of
Quark’s giant space hamster pamphlets.

Unique Fauna. Bodrum is home to the rare
*sawbird’. This finch-like avian has adapted its song
to confuse predators; it sounds like a mechanical
saw cutting through wood, and is quite unpleasant.
Luckily for the birds, there is little logging in the
area; sawbirds frequently confuse lumberjacks with
potential mates. Tt is not a clever bird.

APOCALYPSE INCOMING

Quark’s apprentices have decided to play some mis-
chief and make the precursor signs of the end times
come true, They are extremely adept at using sew-
ers, rooftops, and the dimensional doorknob magic
item to stay out of sight. However, it can be fun to
sow doubt about these occurrences’ legitimacy in
your players’ minds by having them catch glimpses
of these kobolds; a tail here, a teenage-kobold-sized
footprint there. In fact you can link the kobolds to
the following portents of doom using the details in
the Helping Hand section on page 413.

Reign of Frogs. Frogs, toads, and even some giant
specimens, all wearing crowns, come bounding
down the high street.

Darikness. Thick black smoke blocks the sun,
casting the town in a night-time-like darkness.
A successful DC 13 Wisdom (Survival) check
identifies the source of the smoke, a tar fat fire
in the local scrap yard. A DC 16 Tntelligence
(Investigation) or Wisdom (Perception) check
finds a mostly-burnc handkerchief with the in-
itials BQ stitched into it. ‘This belonged to Bran-
ton Quark and was ‘barrowed” by his helpers.

‘Water to Blood. The fountain in the centre of
town, the well, and all the horse troughs are
blood red. This is just red dye (as discerned
with a successful DC 13 Intelligence (Investi-
gation) check, with iron powder added to give
it a slightly bloody taste (as identified with a
successful DC 16 Intelligence (Investigation)
check if a creature tastes the water).

Swarm of Locusts. A swarm of insects (the ones
the kobold helpers were rearing in Branton's
chop shop) is attacking foodstufls in the town.
Luckily, the frogs eat the locusts pretty quickly.

Hailstones. Fist-sized lumps of ice come crash-
ing down around the town. Fach minute they
are outdoors, each creature must make a DG
12 Dexterity saving throw or take 3 (1d6)
bludgeoning damage. A successful DC 13
Wisdom (Survival) check finds the source of
the hailstones: the butcher’s new Baron Bod-
rum’s Below-Average Temperature Storage Box
(afreezer). A successful DG 16 Intelligence
(Arcana or Investigation) check reveals that
the contraption has been sabotaged. It can be.
fixed on a successful DC 16 Dexterity (Tink
er’s Tools) check, or destroyed (AC 15, 10 hit
points, resistance to cold damage).




KNOW THY ENEMY

Interacting with V3P0, or exploring Bodrum and
itnessing the d day it and
events, can reveal clues about the upcoming battle.
Either way, before the party has the opportunity
to take a long rest and prepare for the battle ahead,
they should know:
+ ‘The time and location of the koboldzilla's ap-
peatance (dawn, Bodrum Butron).
The koboldzilla is a construet.
The koboldzilla's construction gives it a high
AC, but means it can rust if exposed to acid and
malfunction if it gets too cold.

CLUE |: WHERE & WHEN

As detailed in Quark’s pamphlets, the arrival of the
giant space hamster is scheduled for the equinox,
tomorrow morning. The literature calls for all ham-
ster-fearing folks to gather at the temple on top of
Bodrum Button, a local high point.

All the non-kobold locals talk abour how kobold
time keeping is terrible, and they can amrive hours
early ot late. They say things like:

+ “What do you eall a kobold in the right place ac the

right ime? A miracle.”

« “When | bought a yoar s supply of rarfat for vey
JSurnace, Ididn s expect it to arrive all at once. Nor
at the end of the year.”
I scheduled my dratns o be cleaned three times a
year. They've onty gone and done it every day for
the past week and charged me for 1200 years  workl”

CLUE 2: CONSTRUCT NATURE

The koboldzilla is a construct, conferring it im-
munity to many conditions, as well as to poison
damage. Talking with V3P0, or looking at the
advertisements around the tawn, can reveal these
mechanical details. Note: unlike other constructs,

the koboldzilla is held together by belicf and thus [

isn't immune to psychic damage.
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Hanoout 17.2. BooRUM ADVERTISEMENT

V3P0

V3P0 boasts about how it's proud to be a complete-
ly legitimate, 100% incorruptible construct, reveal-
ing the following key info:

+ It can’t be charmed into giving things for free.

+ Its magical senses mean it can’t be blinded or
deafened,; it is always alert to pickpockets.

+ It doesn't have a pesky nervous system so it
can't be frightened, paralysed, petrified, poi-
soned, or stunned.

+ Tt works day and night, sustained by its magical
core.

Here are some things V3P0 might say:

+ “Uncharmable, incorruptible, and 100% tax
deductiblel”

< “Can't pick Veepo or give me a fright; I'm @ clock-
ework automaton equipped with blindsighe”

+ “What's that about those scary three P's? Poison and

e b
ARDN BODRUANS

BOTSAY
it @.4

paralysis don't bother me. Petrification neither, no
refinds. Hell, fleshling, I can 't even be stunmed!”
 “I'mi more likely fo die of boredom than exhawstion!”

EXPLORATION
Advertisements. Posters advertising Baron Bod-
rum’s Buddy Bots, a series of butlers, bodyguards,
and labourers, can be found dotted around Bodrum,
They say things like:

+ “100% trustabie. Gan't be coerved, frightened, or
charmed by pesky fey!”

“Abeways alert, the BBBB Bodyguard is immune ta
the three P's: paralysis, petrification, and poison.
Gan 't be stunned and won't be shunned—buy
Yours today!”

“ Tired of peaple? Swap wages for ¢ loan-to-omn
labourer. These buddies don’t tire and are abmays
for hirel”




CLUE 3. CONSTRUCTED TRAIT:

The keboldzilla's (and other automatons’) biggest
weaknesses are acid, which causes the machinery
to rust and seize up, and cold, which causes their
arcanothermic engine to conk out.

EXPLORATION

Brantan’s chop shop (see page 406 for more
details), has schematics for a *mechanical tyrant
queen’, an automaton designed to fight the giant
space hamster, The kobolds stole 2 copy of these
schematics and Quark expresses concern that
they'll use it to create “an unstable hunk of junk”.
“The kobolds vandalised his remaining copy, anno-
tating it with a stupendous amount of heavy armour
plating.

Branton’s Mech Suit (Acid). Quark’s three ap-
prentices scrape rust off of the machine, and move
the articulated joints to work the oil in deeply.
Quark explains that it's an oil mining mech and
that some of the more exposed fat veins have turned
rancid and acidic. The acid plays havoc with the
machinery, causing it (o seize and not work,

V3P0

Gold. Tf the party ever explores anywhere cold (for
example, Baron Bodrum'’s new Below-Average
Temperature Storage Bok, a walk-in freezer in the
butcher's shop), V3P0 will refuse to go in, stating
the low temperatures play havoc with its arcanoth-
ermic engine.

HANBOUT 17.3. MECHANICAL SCHEMATIC

Acid. During one of V3P0's boasts, it can offer
the party a sample of a new fat derivative: Baron
Bodum’s Badacid. The vial breaks in its hand, caus-
ing the iron of its joints to rust and seize shut. You
can read the following:

Midway through ¥3Po’s sentence, its voice
breaks in a blur of static, and a robaotic, fe-
male-sounding voice comes out of V3Po’s mouth
grill. “Time for a randomly scheduled pop-up
advertisement.” The robotic tones switch to the
southern drawl of Baron Bodrum: “G'day pard,
‘your best bud Baron 8. here. Have | got something.
bad for you? Of course, I mean bad in a good way.
This is Baron Badrum’s Badacid, the baddest—and
by that | mean bestest—acid around. Try a free
sample, courtesy of Baron Bodrum's Philanthropic
Fund, making your today: okay.”

Reaching Inside tself, V3Po grasps a phial of faintly
green liquid, holding it out. Before you can takeit,
V3Po regains control of itself, clenching its hand
and smashing the phial in the process. Faint, acidic
fumes rise from the rapidly rusting hand. “Fluck,"
saysV3Po, trying to move its hand to a chorus of
metallic screeches and a shower of rust flzkes.
“Wion't be using that again until it gets a good
oiling, 100 trustable... more ke 100% rustable.”
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THE BATTLE AHEAD

Upen Bodrum Button, a small hillock home to the
temple of a deity of commerce and agriculwre, the
kebeoldzilla emerges from its subterranean foundry
shortly before dawn, ready o face the giant space
hamster. The koboldzilla isn’t entirely controlled,
resulting in a great deal of damage to the surround-
ing buildings and agriculture. The pilots are blind in
their zealousness, and can't be charmed, beguiled,
or otherwise reasoned with. Any delay in attacking
the koboldzilla results in first the temple, and then
progressive swathes of the town, being destroyed.

You can choose to have the location of Bodrum But-
ton be a hard-to-reach place in the hills. If you do
50, have your party make Tracking checks using the
hill random encounters (see page 55) to reach the
location. Difficulty-wise, you can ask for two checks
and two successes, with each check taking one hour.

KOBOLDZIL R =aa

The koboldzilla’s lair s unique in that it is created
by the concentrated belief of all its kobold pilots
(or, in its mythic state, its belief in itself). For the
purposes of this fight, the lair is Bodrum Button, a
hill home to Turnover Temple. The hill is surround-
ed by farmland hosting a variety of crops. "The
koboldzilla's emergence brings about a great deal

of destruction (s visible on the map; see the read-
aloud paragraph in yave 1, page 414).

Cover. A Large or smaller creature directly
behind a building has full cover against attacks orig-
inating from the other side of it. A creature peeking
around the corner of a building or directly behind

a tree-trunk has three-quarters cover instead. The
Low stone walls provide half cover against attacks
originating from the other side of them.

REGIONAL EFFECTS

“T'he region containing the koboldzilla's lair is
buoyed by the abundant belief, which creates one
or more of the following effects. These effects have
been occurring for the past 3 days:

+ “Iapping a device and saying “she hasn't let
me down yet” ensures that the apparatus in
question won't fail until the very Last and most
inconvenient moment.

+ "The mending cantrip and fixse spell (see page

503) have their casting times halved within 1
mile of the lair.

+ When automatons and censtructs within 1 mile
of the lair are healed, they regain twice as many
hit points.

Helping Hand. I the party is ever in dire straits,
an airborne, jetpack-powered V3P0 can drop in
some healing potions, saving something like: “Bar-
on Bodrum's Phitanthropic Fund donates these o your
cause. Making your today: okay,” or, “ These are nor
Froesamples. You, or, if you dow’s survive, your next
of kin, will be billed for any pations you consume,” i
you're feeling less generous.

LAIR ACTIONS

The entirety of Bodrum's subterranean environment is
populated by kobolds. Until the koboldzilla is de-
stroyed, the kobolds' collective helief manifests as the
following lair actions. The DCs and damage of the lair
actions depend on the level at which you run the hunt.

'VARIABLE LAIR ACTION STATISTICS

Huntlevel VDG Vdam
7th 14 7(2de)
14th 16 14 (4d6)
20th 18 28(8de)
~A - S
GMTip
Wite down the Information in this table for your
hunt level 50 you dor't have to keep flicking back
and forth!
| -~ L4

Lair Actions. On initiative count 20 (losing.
initiative ties), the koboldzilla takes a lair action to
cause one of the following effects; the kaboldzilla
can’t take the same lair action two rounds in a row.
See the table above for the damage and save DC

* Airstrike. A jerpack-powered kobald bursts
out. of the ground and proceeds w drop sticks of
dynamite ina broad path before its engine back-
fires and it flies off into a nearby building. Each
creature in a 10-foot-wide, 50-foot-long line
must make a VDC Dexterity saving throw,
‘On a failed save, a creature is knocked prone
and takes Vdam thunder damage. On a suceess-
ful save, it takes half as much damage and isn't
knocked prone
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+ Ghirtering Laughter. The infectious laughter of
ultra-zealous kobolds echoes up through sewer
grates, drainpipes, and the kobolds’ partly-col-
lapsed tunnels. Each non-kobold ereature in the
lair, other than the koboldzilla, must succeed
on a VDC Wisdom saving throw or be fright-
ened of all kebolds and the koboldzilla until the
start of initiative count 20 on the next round.

+ Swarm of Kobolds. Dozens of kobolds erupt
from tiny tunnels, grabbing at the adventurers
various accoutrements, before disappearing
back down the holes. Each non-kebold crea-
ture in the lair, other than the koboldzilla, must
make 2 VDG Dexterity saving thraw. On a
success, the creature loses one nonmagical item
of its choice tha it isn’t wearing. On a failure,
the creature loses one magical or nonmagical
item of the DM’s choice that isn't being worn.

A - ~
RETURNING STOLEN ITEMS

Players really ke their magic items. How hard

they are to find after the fight concludes is entire-

Iy up to you! Letting them be retrievable after the
fight concludes should keep everyone happy.

AWAVE [ HEAVY WEIGHT ~ SR

Afaint hum grows to a calamitous crescendo of
falling trees, collapsing roofs, and tearing earth.
The shaking of the ground sends bric-a-brac
flying and the sawbirds' unpleasant dawn chorus
descendsinta a cacophonous deluge of alarm
<alls. A huge mechanical marvel bursts from the
ground, the pre-dawn red light renderingits
patchwork metal plating in brilliant hues of san-
guine rust and bright magenta.

During a brief moment of stillness, the chittering
yip-yip of excited kobolds can be heard on

the morning’s caim air. Then, trees are ignited
and buildings annihilated asthe gargantuan
behemoth lets forth an enormous plume of flame
from the metal dragon’s head on its left arm,

and slashes its huge, articulated, serpentine tail

across a dozen stone facades.




At the start of the comba, the koboldzilla is in its
most heavily armoured state. It has an almest-un-
hittable AC which compensates for its extremely
low Dexterity score. This wave ends when the
koboldzilla has a number of hit points equal to or
lower than the amount required to trigger its Loose
Plating trait (see table below; typically one-half)

KOBOLDZILLA HIT POINTS TO END WAVE 1

can help control where a creature can move, while
the Airstrike recuces how far they can move by
knocking them prone

Koboldsilla. Though the koboldzilla itself is nei-
ther clever nor wise, its pilots are some of the finest
kobold minds around. As that isn’t saying much,
you can treat it as having below-average Wisdom
and Tntelligence score in reference to its general
behaviour:

HuntLevel
7th =70
14th <165
zoth =23
ENEMIES

The enemies in wave 1 are the koboldzilla (in its
*heavy’ form, before its Loose Plating trait triggers),
and the kobolds it generates using its Koboldapult
legendary action. For simplicity’s sake, you can
treat these kobolds as minions; they have only 1 hit
point but take no damage when they succeed on a
saving threw to take only half damage. All kobolds
wear magical, tinted glasses, removing their Sun-
light Sensitivity trait.
Level 7. At 7th level, the wave 1 combatant is:
- 1janky koboldzilla® (CR 10; heavy, spawning
~6 CR ¥ kobold minions)
Level 14. At 14th level, the wave 1 combatant is:
+ 1 koboldzilla® (CR 18; heavy, spawning -9
CR ! kobold minions)
Level 20. At 20th level, the wave 1 combatant is:

+ 1 tuned koboldzilla® (CR 24; heavy, spawning
~12 CR % kobold minions)

afthisheavy

Kobolds. In the 14th- and Z0th-level versions of
this hunt, the kobolds® zealous yip-yipping makes it
harder for a creature to keep its concentration when
hit by them. A creature has disadvantage on saving
throws made to maintain its concentration on a spell
when directly hit by a kobold.

TACTICS

The Airstrike and Chittering Laughter lair ac-
tions can be used to control the batdefield. As the
Chitering Laughter lair action makes characters
frightened of kobolds, positioning these carefully

+ Bek i indicates the
Koboldzilla isn't particularly astute in choosing
targets for its attacks. For example, it is more
likely 1o use its Gazebo Smash on o heavily
armoured adjacent enemies (whom it might
not hit) than it is to move and target a lightly
armoured enemy standing on its own, Targets
are chosen on instinct—if someone just hit the
koboldzilla hard, it'll retaliate!

- Below-average Wisdom indicates an under-de-
veloped survival strategy. Combined with the
belief of its kobold minions, the koboldzilla will
never retreat.

“The koboldzilla's main weakness is its low speed,
which adroit characters could abuse to stay out of
its reach. To combar this, the koboldzilla has two
tactics:

+ It uses its Koboldapult legendary acrion to de-
ploy kobolds next to ranged combatants behind
the characters’ front line. Soon after, it uses the
Chittering Laughter lair action to frighten the
melee warriors, preventing them from retreating
(a frightened creature can’t move closer to the
source of its fear).

+ Ituses the Airstrike lair action to knock crea-
tures prone, and can grapple a creature using
its dragon head left arm. Note that while it has
a creature grappled, it can't activate its Dragon
Breath action.

Kobolds. These kobolds attack a single target en
masse. This lets them benefit from their Pack Tactics
to gain advantage on all their melee atacks. With
enough attacks, even the hardiest spellcaster will losc
its concentration!‘The kebolds retreat and regroup if
they no longer outnumber an enemy 210 1

Player Characters. The koboldzilla’s AC is almost
unhittable during wave 1, Instead, player characters
should try to target Dexterity (or Wisdom) saving
throws. You caa drop hints about how slow the kob-
aldzilla moves to help get them on the right track
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KiLLING KoBoLDS

The koboldzilla is an enormous construct, host
to several hundred kobolds busy manning the
‘weapons, clambering Into the koboldapult, or
oiling the koboldzilla’s joints. These kobolds are
collectively refamed to as ‘kobold pilots'. A player
might be tempted to target the pilots themselves,
even mounting the construct to engag with them
I they dose,
treat any attacks as targeting the Imbn!dzlua.

To make up for the narrative dissonance between
the incredibly high AC of the koboldzilla and the
low AC of kobolds, you can narate incradibly for-
tunately timed plates of heavy metal blocking the

struct as ‘almost consciously protecting its pilots’.

~ ~ o

WAVE 2: FEATHERWEIGHT

‘When the koboldzilla's Loose Plating trait trig-
gers, kobold mechs launch frem its bacl, and the
second wave begins. You can read the following:

With an earsplitting screech, huge plates of
iron and steel pull loose from their moorings on
the keboldzilla’s metal frame. Plumes of dust
rise where they strike the ground, and the air is
decorated by the tinkle of falling nuts, bolts, and
the occasional kobold. With a roar, flying metal
suits, replete with kabold pilots, detach from
the back of the monstrosity, which looks lighter,

more agile, and more alive.
For the Tth-level hunt, also read the following:
One of the two flying mech suits is flying wonky;

it takes an unfortunate nosedive, and crashes
into the ground, exploding into pieces-

ENEMIES

In wave 2, the enemies are the ‘light’ koboldzilla,
the kobolds it generares wich its koboldapult, and
the kobold mech.

Kosowo MecH

Level 7. At 7th level, the wave 2 combatants are:
+ 1 janky koboldzilla® (CR 8; light)
+ 1kobold mech* (CR 5)

Level 14. At 14th level, the wave 2 combatants are:
+ 1kobeldzilla® (CR 15; light)
+ 2 kobold mechs” (CR 5)

Level 20. At 20th level, the wave Z combatants are:
+ 1 tuned koboldzilla* (CR 20; light)
* G kobold mechs” (CR 5)

TACTICS

Koboldzilla. With greater movement, but a low-
er AC, the koboldzilla is now able to aveid melee
combatants that are a danger to it and focus on
squishier targets.

Kobold Mech. If two or more characters are within
5 fect of one another, a kobold mech uses its Javelin
Missiles to hit them bath. In a melee situation, the
mechs team up with allied kobolds, making use of
their Pack Tactics trait. Against a creature that mag-
ically wards off attacks, such as a wizard using the
shield spell, a mech might choase to grapple them,
before flying up into the air and dropping them.




Kobold mechs believe themselves to be inde-
structible, and will fight to the point of self-destruc-
tion without retreat. Unless, that is, the koboldzilla
is destroyed

Player Characters. The koboldzilla has a lower
AC, but higher Dexterity score and walking speed
compared to its "heavy' form in wave 1. This begets
a change in tactics from focussing primarily on im-
posing Dexterity saving throws, to targeting whatev-
er the character is best at. Be clear in your narration
about how there's less armour and it moves faster!

WAVE 3: APOTHEOSIS e

When the koboldzilla reaches 0 hit points, its myth-
ic trait (and wave 3) triggers. Kobold belief causes
the mecha koboldzilla ta ascend into godhoad

Battered, dented, and broken, it beggars belief to
seehow the koboldzilla could still be standing. It
beginsto topple, gravity finally its master, before
suddenly stopping. In the moment of silence

that follows, all the kebolds’ voices seem to be
sustained in a continuous ululation.

As if in response, the furnace at the koboldzilla’s
belly grows brighter, hotter. With a flash, the
ululation ceases, the air is filled with the faint
scent of cooked kobold, and the automaten
rights itself, The whole structure seems to glow
with an inner light; its eyes are alive with thought,
curiosity... and malice.

ENEMIES
Level 7. At 7th level, the wave 3 combatant is:
+ 1 janky keboldzilla® (CR 12 mythic form)
Level 14. At 14th level, the wave Z combatant is:
- 1 koboldzilla® (CR 21 mythic form)

Level 20. At 20th level, the wave 2 combatant is:
+ 1 tuned koboldzilla® (CR 27 mythic form)

“Seedp

TACTICS

The koboldzilla has ascended to demigodhood and
attained incredible levels of awareness, Intelligence,
and Wisdom. It can see hidden weaknesses (i.e.

the saving throw modifiers) of the player charac-

ters, and targets them accordingly. It has a much
lower AC than its previous forms, so tries to avoid
creatures that target AC: (like fighters, rogues, and
barbarians), or trap them underneath it by using its
Takeoff mythic action.

Mythic Actions. The koboldzilla uses Takeofl to
position itself over a creature it believes is a threat,
and whose turn doesn’t come next. At the end
of the next turn, the keboldzilla lands, hopefully
squishing those underneath it. It can then imme-
diately use its Arcanothermic Overcharge to fry
creatures in a large cone before it.

Player Characters. By repeating the patiern of
Takeoff (liftoff), Takeoff (land), and Arcanothermic
Overcharge, your players will hopefully learn that
movement (and cover) is key. After the first use of
the Takeoff mythic action, players should learn that
they have one turn to pull whichever creatures the
koholdzilla is hovering over to safety. In addition,
don’t be shy in letting your players know which
pieces of tertain can provide cover against the kob-
oldzilla’s Dragon Breath.

“ -~ S

UNCONTESTED GRAPPLES

Inorder to let your players help one another,
consider allowing allied creatures to grapple one
another without a contest. This allows a burly
barbarian ta run in, grab a friend, and drag them
(at half speed) out of the koboldzilla’s space, just
in the nick of time before it lands. Remember, half
cover grants a +2 bonus to Dexterity saving throws
and three-quarters cover grants a +5 bonus.

~ - 4

OPTIONAL ENDING:
DEATH OF A DEMIGOD

For oneshots, there's no need to have a corpse o
harvest. Instead you can use the following rules
to create an epic ending! Use with caution: player
characters are extremely unlikely to escape this.

‘When the kobeldzilla, in its mythie state, is re-
duced to 0 hit points, it dies over the course of three
rounds, The following events happen on initiative
count 20 of those rounds (losing initiative ties).

+ Round 1: Timber. The koboldzilla collapses.
Each creature within 10 feet of it must suc-
ceed on a VDC Dexterity saving throw or
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take Ydam bludgeoning damage.

Round 2: Vox Machina. As the koboldzilla

crumples to the ground, its psyche manifests as

the disembodied yoices of hundreds of thou-
sands of chittering kobolds. Each creature

‘within 300 feet of the koboldzilla’s corpse must

succeed on a VDG Wisdom saving throw or

become charmed by the voices for 1 minute. A

charmed creature must use all its movement and

actions o get closer 1o the koboldzilla’s corpse.

A creature charmed in this way can repeat the

saving throw at the end of each of its turns,

ending the effect on a success.

* Round 3: Implosion. The arcanothermic core at
the centre of the koboldzilla's corpse implodes.
Each creature within 300 feet of the corpse
must succeed on a VDC Strength saving
throw or be pulled into the centre of the corpse,
where a portal rips open to a random location
on the Astral Plane. A creature charmed by the
voices automatically fails this saving throw.

AFTERMATH

Here are some options for would could happen if
the koboldzilla is defeated:

+ Branton Quark disappears, leaving behind his
dragon onesie and magical aimensional daarknob.
The gazeho is remarkably intact, and the pupils
of Baron Bodrum’s Young Workers Primary
Schaol put on their show.

+ Kobolds retumn to work as if nothing ever
happened. The fact that the world is still there
indicates that their mistion was 4 slicosss (de-
spite some pesky adventurers destroying their
machine).

Baron Bodrum pays the party, by means of

V3P0, for the defence of the town.

+ Baron Bodrum detracts fees from the party's
pay to repair damage caused by the characters’
delay to engage the koboldzilla (if any)

+ Dr. Doolots asks the party to collect all the

escaped amphibians (the party can keep the

crowns)

Kobolds gather the remains of the koboldzilla,

rebuilding Tred Miller’s windmill and clearing

the pile of wreckage within the day.

CACOPHONICS i

When the party returns to the Loot Tavern, Ca-
cophonics is waiting in the wings to transcribe the
details of their most recent exploits. After garnering
whatever information is forthcoming (and seeking
alternative sources), he pens the following song:

Our heroes arrived in Bodrum town

No sign or evidence the kobelds are around.
It’sin the airthe end s nigh

Between regal frogs and hallstone fog the heroes
make their way.

Tofind the button and atop they’'d bravely stave
away.

The heavy armoured brute would make no escape
They found a way to circumnavigate his weight.
But s he fell he blew away another layer of his shape
And back he stood with a deep and fiery glow

The team waould stand to fight once again
As the brute would fire down exploslons ‘il his end.
But the construct did the heroes best

And they'lllive on to find another quest.

YOU CAN PLAY THE SONG BY

SCANNING OR CLICKING ON THE
QR co0E, OR BY TYPING IN THE
URL eLow.

HELIANALT/MECHAKOBOLOZILLA



TREASURE

Either in the wreckage of the koboldzilla, or in
Branten Quark's workshop, the party finds his
Many-Headed Dragon Queen onesie and the
dimensional doorknob. In addition, precious met-
als used inthe kobeldzilla's construction can be
exiracied from the heavy wreckage, The amount
found depends on the result of a Strength (Investi-
gation) check.

O —

The koboldzilla has the following unique compo-
nents, in addition to the normal components for a
construct, Remarkably untouched, in what must’ve
been a utility closet within the koboldzilla, is a #in of
magié oii (see page 486). The food component for
the unique recipe is a meckabobold tubing (flesh).

KosoLpziLLa's HARVEST TABLE

DC  Components

KoBoLpzILLA WRECKAGE
5 Mechakobold plating (=)
Hunt Level quival © i g (s)
th 100 times result of check 15 Mechakobold instuction matrix (up to 3)
1ath 500 times result of check 20 Arcanathermic care (up 10.2), mechakobold lifespark’
20th 1000 times resultof check

The following unique items can be crafied from the koboldzilla’s components.

KoBoLDZILLA CRAFTABLE ITEMS

DIMENSIONAL
DoorkNoB

1d tubing® (=)

Magik OiL

Item Item Type Rarity Attunement Magical Components Essence  Value* .
D’“;’h”‘_:;;”“ Armour (shield)  Rare Required  Mechakobold plating (3] Robust  2300gp I )
Cunnspler eanon any i = Mechakobold gearing e .
pojearm™) Very rare Poent 6,500 gp
S T i ppei 50 9TH, 14TH, 20TH LEVEL
nymefrovier Very rare Potent  9.80ogp
We: "
Pematate Gngaandor T Mdaboid gk R “WHOSE BRIGHT IOEA WAS IT TO BUILO
greatsword) Very rare FPotent 7.800 gp INE BERYE
Rolly Turrit Rare Mechakokold instruction  Robust 23100 gp H U . 3 3 H UEHD TFHHHEHUFFM
Wondrous item Required ;
Crawiey Turrit Very rare mattix Potent  9,400gp

This is che off the shel purchase c
“hig indlides Halherd, plaive,

7! /A’/ ANA
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INTRODUCTION

This hunt, Tarchaanlagy, is intended for 3 to 7 charac-
ters and is optimised for a party of 4 with an average
party level (APL) of 9, 14, or 20. Characters who
complete this hunt should earm enough experience

to progress one-third of the way to 10th level o
two-thirds of the way to 15th level, The adventurers
must travel 1o the tar flats of the Great Airy Plain and
tackle a strange plague of oily menaces.

‘While travelling to the tar flats, where Baron
Bodrum Businesses Inc.’s mining works are locared,
the party finds a small research outpost studying tar
elementals. The party can use the clues found in the
outpost, as well as those discerned from an encounter
with a minor tar elemental, to prepare for the bartle
ahead. After arriving at the mining works, increasing-
Iy violent earthquakes herald the arrival of a swarm
of tar elementals that become empowered when in
proximity to arcane power sources. The party can
Kill these possessed creatures or find a way to disable
them. Subsequently, the bones of increasingly dan-
gerous creatures are animated by the tar, culminating
in a battle against the main monster: the tar-rasque

BACKGROUND

1f there's a natural resource to be exploited, expect
Baron Bodrum Businesses Inc. to be there! To the
annoyance of the Archaeclogical Society's System-
atic Excavative Study (the ASSES), BBB Inc. have
begun extracting tar from the tar flats of the Great
Airy Plain, a vast expanse of dry, thunderous wild-
land that was, according to chronomancers, ance

a lush and humid swamp. The ASSES have been
trying to excavate as many dinosaur bones as
possible since the Baron's mining works rolled up
and have just stumbled on an ineredible find: the
skeleton of a tarrasque!

Using the friction between the miners and
archacologists as a smokescreen, Baron Bod-
rum's alter ego, Murdob'narob, is engaged in
some villainous and deceitful activity. The tar
extraction is less profitable than previously
estimated and he now secks to destroy both
the miners and archacologists in an attempt
to defraud his insurance company. In addi-
tion, he is using his accomplice, Branton
Quark, to test a new type of technology:
a fusion of elemental tar and arcane
power sourees.

‘Weeks ago, Branton Quark planted a large arcane
power source within the head of the tarrasque skel-
eton being unearthed by the archaeologists. Con-
trolling the arcane crystal from his research station,
Quark has managed to channel bursts of arcane,
primordial energy that animates the nearby tar,
causing it to erupt from the ground and attack with
undirected rage. It is these disturbances that caused
Archdruid Xyx|, a patron of the ASSES, to contact
Heliana for assistance in protecting the workers.
~ - B~

FuTurEe Hooks: MURDOB 'NAROB
Though notexp in this hunt, ploits of

+ Curiosity: A Tar-rifying Endeavour, Elemen-
tals made of tar! Whoever heard of such a thing?
News of corpses reanimated by bands of shiny
black liquid terrorising workers in the distant
Great Airy Plain must surely have an interesting
cause... Such rumours can be heard from passing
travellers, in taverns, and from town eriers.

+ Morality: Archaeological Preservation. “ Iin't it
typical that a big corporation aces in its omn inter-
est and nai that of the general popularioni” berates
Heliana. * The only way to ensure our spazsn:
learns of the wonders of dinosaurs is to make sure
thusz archacalogists are prorected against whatever

Murdob’narob can act as a quest hook for you to
develop into your own story!
~ - 12

O ——

Here's the main info to digest:

Which Monster? Tar elementals, enchanted by
Murdob’narob's lackey, Branton Quark. These
elementals can animate bones and become more
powerful. Quark aims to have the tar animate the
bones of the tarrasque and destroy both the miners
and the ASSES.

Monster's Motivation. The tar elementals’ aim is
the destruction of archaeologists and miners. They
can't be reasoned with.

Monster’s Previous Actions. The mining and
archacology works have been frequently disrupted
by small earthquakes, after which tar elementals of
all shapes and sizes harass both parties.

Where’s the Monster? Quark has planted a large
arcane power source within the head of the tar-
rasque skeleton. As he refines his arcane science,
larger and larger beings are animated by the tar.
Eventually, he finds the perfect frequency, and the
tar-rasque itself emerges.

ENTURE HOOKS =

In this classic tale of conservation vs exploitation,
players can take the moral high greund or reap the
rewards of corporate greed. Little do they know,
a third party has alternative plans and destruction
awaits. Use any of the following hooks that you
think might motivate your party:

e i

miners wgrup, and recaver
those dingsaur bones!”

+ Compensation: Baron Bodrum's Bonus. A
poster on a town notice board, hunter's guild, or
in the Loot Tavern describes a great reward for
any who can prevent the Archaeological Socie-
ty's Systematic Excavative Study from stirring
up more oily enemies. The notice bears the seal
of Baron Bodrum Businesses Inc.

Archdruid Xyxl. 1f the party goes for the 'moral-
ity hook, Archdruid Xyx is their contact for this
quest. He is a patran of the ASSES, and works o
make sure nature is respected in the area.

Branton Quark. Branton Quark represents Baron
Bodrum Businesses Inc.’s interest in the area. He is
actually also working for the nefarious Murdob'nar-
ob, who he doesn’t realise is Baron Bodrum's alter
ego, to test out a new technology: elemental tar
infusien. If this hunt takes place after you run the
Mecha Koboldzilla hunt (Chapter 17), Quark has
been re-employed by BBB Inc, as a ‘special liaison”.
Branton Quark's quick reference info can be found
on page 403

HUNT REWARDS

Huntlevel  Suggested Reward XP perCharacter”
9th 9200¢p 4,200
wth  23.000gp 8.000
zoth 49,000 gp =

“Includes all scripted monsters, averaged Ford playés characters,
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GREAT AIRY PLAIN

The vast Great Airy Plain is home to enormous.
herds of migrating beasts, thunderous storms
that sweep unhindered across its yellow expanse,
and aeons-old bones of creatures that fell into

its swampy quagmire millenia ago. Despite this,
small washes cut through the red rock, creating
deep and wide ravines, caves, and even passage-
ways to The Low.

Prospectors working for Baron Bodrum have
travelled the land extensively, searching for any
resources to be exploited. They cccasionally leave
narrow trails, caims, and camps in their wake, an
eerie reminder of the inevitable tide of development
and exploitation,

Finding Baron Bodrum Businesses Inc.’s
mining works isn't difficult, but the trek is
long and following the trail markers from

the air is not atways possible. It is suggested
that 4 checks and 1 success are required to
find the mine, with each check taking one
day. On the penultimate check, the party can
bump into Branton Quark’s vacant research
station, where several of the clues to prepare the
party for the battle ahead can be found (see Know
Thy Enemy, page 424).

LINIQUE FLORA & FAUNA

The Great Airy Plain is home to some unique biol-
ogy that you can introduce at any point:

Greedhogs. These beasts are entirely unlike
their shy, retiring cousin, the common groundhog,
Greedhogs are notorious for their impetuosity,
toughness, and overwhelming appetite. With a
mottled fur of red and brown, and concealed spines
that have punctured the tongue of more than one
predator, greedhogs will quite happily burrow un-
derneath a sleeping adventurer’s pack and liberate
itof food.

Each night that the parcy camps in the wild, roll
ad4.On a 3-4, make a Dexterity (Stealth) check
fora greedhog as it tries to steal their food (+4 mod-
ifier). If it isn't stopped, one of the party members
leses all their rations.

TARCHAEOLOGIST

Cryptobiotic Grust. In patches across the flat
expanse of the plain are crusts of purple and blue
that stand out against the red earth below. These
mats—each an intricae symbiotic ecosystem of
plant and fungus—take thousands of years to form,
a fact Archdruid Xyxl is keen to hammer home if
he ever observes the party straying from a defined
trail. A successful DG 14 Intelligence (Nature)
check reveals that these can be harvested 1o make
pationsaf healing. Over the course of an hour, a
creature can harvest cryprobioftc crust (component
DC 15), which can be used as an alternative ingre-
dient to make potrons of healing, of any rarity, with
the right esserce.
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KNOW THY ENEMY

At Quark’s research station, the party can learn the
follewing information to prepare for the battle ahead:
‘The enemies are made of tar; they can be set
aflame, have resistance to acid and piercing
damage, and are immune to poison damage and
the poisoned condition.

“The elementals can be enhanced by purple ar-
cane power crystals, which can be targeted and
destroyed. While augmented by a crystal, they
deal and are immune to necrotic damage.

The enemy the party will face will be the
animated bones of a tarrasque.

‘When the party arrives at the outpost, you can

read the following:

A large canvas tent sits in a copse of stunted,

CLUE I: TAR-BASED LIFEFORM

The voze is a Tiny mini tar elemental (see page
584). If it takes fire damage, it is set aflame and
takes damage at the start of each of its turns, but
also deals fire damage with its melee weapon at-
tacks. It has resistance to acid and piercing dam-
age, immunity to poison damage, and can be made
immune to necrotic damage.

EXPLORATION

In a clearing within the mess of notes and paper is
a single piece of paper pinned to the wood of the
desk, with an ornate cbony lockbox sitting to its
side. "This research paper summarises the effects of
firing the different types of ammunition at a black
blob (the mini tar elemental: see Experimentation).
The lockbox can be unlocked with a successful DC
15 Dexterity (thieves’ tools) check and contains
one magitech pistol with six pieces of prototype

ion (see Treasure: Amme, below), and a

wind-swept acacia. Rusted,
paraphemalia and barrels of all shapes and sizes
are messily scattered around its perimeter, Two
sides of the tent are covered in desks, while ona
third is arranged a stained, unmade cot. One desk
seems almost exclusively covered in paper, notes,
andillustrations, while the second holds cages
that house all manner of creatures, from rats to
bats, and a curious black 0oze that shimmers with
arainbow iridescence.

ELEMENTAL AMMO
FOUND INSIPE
aF MAGLTECH
FIREARM.

Hanoour 18.1. ELEMENTAL AMMUNITION

bag of twenty nermal pieces of ammunition.

Treasure: Ammo. If you choose to use the
magitech firearms presented in this book (sce page
122), a pistol (reload 6) and prototypes of spe-

cial ammunition can be found in Quark’s rescarch
outpost. There are six pieces of ammunition, each of
a different damage type (acid, cold, fire, lightning,
necrotie, and poison). When a target is hit with this
ammunition, it takes an additional 144 damage of the
associated damage type. If you don’t use magitech
firearms, switch the ammunition to bolts or arrows.
1f you would prefer, you can replace the pistol with a
hand tommybow (relaad 2, see page 123).

~SyMBOLS FOUND
oN AMMO
WITHIN
WERPON.

;



[Eaxperimentation. Firing the pistol at the black
ooze yields the following results.

* Bullets seem to travel through with little hin-
drance. Even magical bullets don't seem to
leave much of a piercing wound in the clemen-
tal. The clemental has resistance to picrcing.
damage, both magical and nonmagical

The acid bullet also seems ineffective; the ele-
mental has resistance to acid damage.

The poison released by the poison ammuni-
tion sloughs off the elemental; it is immune to
poison damage.

“T'he cold and lightning damage perform as
expected.

‘The fire ammunition sets the elemental aflame.

It tries to fight back, hitting at the cage with its
flaming body and causing the cage to become
burnished, as if exposed to a high heat, The coze’s
‘weapon attacks deal fire damage when it is aflame.
The necrotic ammunition’s effect differs de-
pending on whether the elemental is in contact
with an intact arcane power source (see below).
Tf the elemental is in contact with such a power
source, it is immune to necrotic damage. If not,
itaffects it as normal

CLUE 2: ARCANE POWER SOURCE

The elementals can (and will) possess creatures that
hold or are connected to arcane power sources; this
is the case for the tarchaeologists and possessed
mining suits (see Appendix C). However, the ar-
cane power source itself (typically a purple crystal)
can be targeted and destroyed. I the power source
is destroyed, the elemental will release the pos-
sessed creature, sparing it, and allowing the elemen-
tal to be fought separately. If a creature possessed in
this way is killed, the necrotic power of the elemen-
tal-crystal combo reanimates the corpse. This is the
case for the rat in the experiment below.

EXPLORATION

On the table with the cages and animals is an ex-
periment ready to be conducted, consisting of two
glass boxes. The larger, left box has the corpse of a
ratwith a glowing, thumb-sized purple crystal (an
arcane power source) lodged in it. Several beetles
and maggots eat at the compse. In the right-hand
glass box is a shifting, amorphous pile of iridescent
black ooz (the previously mentioned mini tar
elemental) thal is trying to enter the box on the left.
A glass panel between the two cages can be lifted to
allow access. A large, red button on top of the left-
hand box is connected to the purple crystal

SLUDGE MELDS WiTH
RAT CORPSE, ATTACKS
NEARRY us‘l’mToﬂRu‘-_&;

SUATIERING THE
CRYSTAL ENDS
REAMIMATER STATE

HANDOUT 18.2.5LUBGE EXPERIMENT
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Experiment. Lifting the panel allows the ooze
to immediately move from the right box to the
crystal-filled corpse in the left box. It wraps itself
around the corpse, forming a shifting exoskele-
ton of black, iridescent veins. The rat corpse then
animates and begins auacking the detritivores.
The exoskeleton grants the rat a pseudopod attack
which, thanks to the power of the crystal, deals
additional necrotic damage. A successful DG 11
‘Wisdom (Medicine) check of the dead detritivores
finds them desiccated and drained—indicators of
necrotic damage.

Red Button. Pressing the large red button causes
the crystal to pulse with arcane energy and cast
a contained version of the shaster spell, limited
to the interior of the box. T'his destroys the
purple crystal in the rat, which cracks, stops
glowing, and causes the mini tar elemental
to detach from the corpse, which becomes
inanimate again.

CLUE 3: TAR-RIFYING =

Murdob'narob’s scheme, detailed in a letter, can be
discovered by those who search through Quark's
papers:

+ “There is a tarrasque skelezon underground at a
dig site not far from here.

- With the correct necromantic frequency, a large
enough arcane power source could empower
enough elemental tar to animate the bones and
form a tar-rasque.

+ The arcane power source needs to be protect-
ed at all costs, Putting it inside the tar-rasque
should make it largely inaccessible

+ Once the miners and archaeologists are de-
steoyed, a well-placed freball should cause the
tar to burmn to cinders.

+ Then insurance can be claimed for the entire
operation.

* ‘The letter is signed “Murdob'narab”.




LAIR: TAR FLATS

The tar-rasque's lair is the entirety of the tar flats.
The tar-rasque’s presence lingers on in the tar, per-
vading every rock, pare, and tar pool.

REGIONAL EFFECTS
The area within 6 miles of the tar-rasque’s lair (i.e.
the tar flats) has the following properties:

+ Earthquakes. The ground shakes at irregular
intervals, occasionally bringing with it hostile
tar elementals
Fossils. The rocks in the area abound with the
fossils of extinct speeies, dinosaur bones, and
even fossilised eggs.

Rorten Eggs. Millenia of slow decomposition is
released to the surface in wafts of sulphurous gas.
Hazard: Tar Pits, 20-foot-deep pits of tar have
claimed the life of more than one errant adven-
turer. Tar pits are difficult terrain; see the Tar
Pit lair action for rules on sinking into the tar.
“T'he save DG i always 14 for tar pits outside of
the tar-rasque’s lair

Helping Hand. At any time during the bartle,
Archdruid Xyx! can appear in a bird form, cast the
mass cure wownds spell at 5th, Tth, or 9th level, and
then transform back into a bird and fly away

LAIR ACTIONS

While the arcane power crystal within the tar-rasque
is intact, the ambient magic of its preserved skele-
ton and its etemnal rage causes lair actions to oceur.
“The saving throw DC and damage of the lair actions
depend on the level at which you run the hunt.

LEVEL-BASED LAIR ACTION STATISTICS

Hunt Level vDC Vdam
sth 5 10(3ds)
th *® 14 (ade)
zath " 28 (sde)

A -
GMTip

Wiite down the information in this table for your
hunt level 50 you don't have to keep fiicking back
and fortht

~ - [

~

Lair Actions. On initiative count 20 (losing
initiative tics), the tar-rasque’s arcanc-pow-
er-source-enhanced presence rakes one of the
following lair actions; the tar-rasque can’t take the
same lair action two rounds in a row. See the Lev-
el-Based Lair Action Statistics table for the damage
and save DC.

+ Tur Geyser. A number of patches of ground
fracture and torrents of necrotic tar shoot up-
‘wards in 5-foot-radius, 40-foot-high cylin-
ders. The number of geysers depends on the
hunt level: two at 9th level, three at 14th level,
or four at 20th level. Each ereature in one or
more of the geysers must make a VDC Dexter-
ity saving throw. On 4 failure, a creature takes
Vdam necrotic damage and is fired 40 feet
into the air. On a success, a creature takes half
as much damage and is pushed harizontally to
the nearest unoccupied space.

Tar Pit. A 10-foot-radius circle of ground
permanently turns into a viscous pit of tar and
is difficult terrain, Each creature that starts its
turn in the area or enters the area for the first
time on its turn must make a VDG Strength
saving throw or become restrained in the tar,
A ereature sinks 2 feet into the tar each time

it fails this saving throw. If it sinks further than
its height, it can no longer breathe, is blinded,
and has disadvantage on Strength checks to
free itself. A creature within 5 feet of a crearure
restrained in this way, or the creature itself, can
use its action to make a VDC Strength, frecing
the stuck creature on a success.

Quake. The ground shakes in a 100-foot-ra-
dius sphere centred on a point the tar-rasque
chooses. Each other creature in the area must
succeed on a VDG Strength saving throw or
be knocked prone.

B
i
|

In the battle ahead, use the Quake lair action on
rounds 5 and 8 to illustrate the impending emer-
gence of the next wave of monsters.

1 SQUARE = 5 FEET

CARTOGRAPHER:
Cie & Peku

Mar 18.1
Tar FLats

F



THE BATTLE AHEAD

As the party approaches the tar flats, they en-

counter a stand off between the miners and the
archaeslogists. Before the party can intervene,
Branton Quark (sequestered somewhere out of

sight) activates his arcane power source, trigger-

ing wave 1. Waves 2 and 3 start on rounds 5 and
8 of combat, respectively. This gives the party
time to approach the possessed individuals in
wave 1 and pursue the non-lethal option of target-
ing the arcane power crystals.

When the player characters first arrive at the tar lats, you can read the following:

Two groups of humanoids face each other on
either side of the rough road leading to the sul-

group s a camp. The camp on the left contains
wagons loaded with crates, machinery, and huge
pyramids of stacked barrels. A tall watchtower
with 2 ballista looks to have been hastily con-
structed at its centre. The camp on the right is a
much neater affair; small canvas tents surround
alarger, yurt-like structure. Through the open
door of the yurt several display cases containing
various fossilised specimens can be seen.

phurous expanse of tar flats beyond. Behind each

symmetry to the palpable tension between

the two groups. As a small rakin surrounded

by swarming insects steps forward and raises
an accusatory hand towards the unkempt men
across the road, the ground begins to shake
beneath your feet, Immediately, the two groups
disperse as the tarin theflats begins to animate.
The miners man the tower ballista and the
archaeologists snatch up their magitech firearms.
Unfortunately, some arenot quick enough and
tendrils of black tar wrap around themina
nauseating display of physical possession. With

WAVE [: TARCHAEOLOGICAL DIG

Both the arcane power source in the tarchaeologists’
‘magitech pistols and the power source in the mining
suits attracts the elemental tar, causing it to possess
those humanoids and constructs. In doing so, the
tar becomes enhanced with necromantic magjc; it
deals necrotic damage and can even re-animate the
tarchaeologists if they're killed.

- - 1

[ARCANE POWER SOURCES

Be sure to mention the glowing purple crystals
(which can be identified as magical with a detect
magic spell). You can even narrate that one
tarchaeologst trips and smashes the crystal in his
pistol, causing the elemental to ignore him and
‘grab adifferent target. If you want your adven-
turers to have the option of pursuing a non-lethal
course of action, they need to know how!

~ = 4

ENEMIES
The enemies in wave 1 are the tarchaeologists
and possessed mining suits. If the crystals are

Level 9. At 9th level, the wave 1 combatants are:
1 possessed mining suit* (CR 8)

» 2tarchaeologists™ (CR 3)

Level 14. At 14th level, the wave 1 combatants are:
+ 3 possessed mining suits® (CR 8)
+ 3 tarchaeologists* (CR 3)

Lewvel 20. At 20th level, the wave 1 combatants are:
+ 6 possessed mining suits* (CR 8)
- 6 tarchaeologists* (CR 3)

“See dpo

TACTICS

Despite the tarchaeologists being relatively intel-
ligent, they aren’t in control of their own bodies.
Accordingly, both the tarchacologist and mining
suic fight without any sense of self-preservation.
For added drama, a tarchaeologist can scream “I'm
not in control!” before the tar elemental clamps its
mouth shut. Tar elementals not in possession of a
host fight to kill and do not flee; there are no other
suitable hosts nearby.

Tarchaeologist. A powerful way of using these

their comrades distracted, these tar-veined
individuals turn their attention towards you.

creatures is to have them make a pistol attack while
not in melee range, then move toward an enemy
and use their pseudopod and wrench, in that order.

destroyed (vulnerability to thunder damage, and
immunity to acid, cold, fire, necrotic, poison, and
psychic damage, AC and hit points detailed in

Rolling clouds of mauve and grey rumble
overhead, the threat of a coming stormin perfect

creature statistics), the elementals cease possessing.
those creatures and fight the party as mini tar ele-
mentals and tar elementals, respectively.

Possesseo
Mining Suit
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WAVE 2: TARRASSIC PARK

A second rumble sends the earth shuddering (use
the Quake lair action), and t-rex skeletans rise from

WAVE 3: TAR-RASQUE = i OPTIONAL ENDING: STORMFIRE

At the end of round 7, the tar-rasque rolls for initiative If you're running a one-shot, there might not be
and joins the combat the following round. On iniia- much point in continuing the game after the epic

AFTERMATH

Here are some possible developments after the hunt.
concludes:

the pools of tar beyond, animated by elemental tar.
These creatures roll for initiative at the end of round
4 and join the combat on their initiative count of
round 5. You can read the following:

With another quake, huge creatures of bone and
tar rise from the quivering ground. Long whip-like
tails of jagged vertebrae careen in wild circles,
felling bushes and spraying tents with iridescent
tar. Glowing purple ¢rystals shimmer in the chest
of each monstrosity as the eye-less heads tumnin
your direction.

ENEMIES
In wave 2, the enemies are tarannosaurus rex and
tar elementals.

Level 9. At 9th level, the wave 2 combatants are:
+ 1 tarannosaurus rex” (CR 10)
+ 1tarelemental® (CR 5)

Level 14. At 14th level, the wave 2 combatants are:
+ 2 (arannosaurus rex* (CR 10)
+ 3tarelementals® (CR 5)

Level 20. At 20th level, the wave 2 combatants are:
+ 5 tarannosaurus rex” (CR 10)
+ 5 tar elementals* (CR 5)

“Sec Appendin G

TACTICS

As in the previous wave, the tar elementals fight
with a mindless rage and lack any sense of self-pres-
ervation. Tar elementals gang up on a single target
with the aim of reducing its speed to 0 feet with
their slam attack, causing it to become restrained

(see tar elemental, page 585), :

/d

tive count 20 of round 8, use the Quake lair action.

Once again, the ground betrays your trust,
shuddering and shaking as barrels of ofl collapse
from their stacks and tents are uprooted, falling
on the creatures sheltering within. A wave of
black tar and red earth crashes down around the
enormous bulk of a gargantuan horned skeleton.
Ribbons of tar, striated like living muscle and
sinew, join the bones together and refract the
wan sunlight in rainbow sheens and iridescence.

ENEMIES

In wave 3, the enemy is the tar-rasque.

Level 9. At 9th level, the wave 3 combalant is:
+ 1 tar-rasque hatchling® (CR 14)

Level 14. At 14th level, the wave 3 combatant is:
+ 1 tar-rasque brittlebone® (CR 20)

Level 20. At 20th level, the wave 3 combatant is:
+ 1tar-rasque* (CR 26}

s Appendi G

TACTICS

The tar-rasque is neither intelligent nor particularly
wise, and fights without self-preservation. Its weak-
ness is the crystal inside its head, which is revealed
when it enters its mythic state.

Tar-rasque. The tar-rasque first uses its Necro-
taruption to restrain as many creatures as possible
before attacking them in melee. As its last legend-
ary action before its turn, it uses Tremor in order to
knock creatures prone, giving them disadvantage
on saving throws against its Necrotaruption and
advantage on its melee artacks.

Mythic Stage. The player characters can deal a
devastating blow to the tar-rasque by destroying the
erystal in its skull. However, the erystal is concealed:
it can be attacked enly by a creature grappled by the
tar-rasque’s Necrotar Tongue or by readied action
(see stat block). Be sure to narrate that the party sees
the huge, glowing, purple crystal whenever it makes
this attack, and reward creativity in trying 1o target it!
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boss battle. Instead, you can use this optional end-
ing to give an even-more-climactic conclusion to
the hunt.

‘When the tar-rasque’s mythic form is slain, the
burgeoning storm overhead breaks, and lightning
strikes the ground, starting a bushfire and serting
the tar flats alight. You can read the following:

Ripping through the air, an enormous lightning
bolt strikes the spot where the tar-rasque stood.
The sharp scent of ozone hits your senses as

the tar flats themselves ignite in a blossom-like
eruption of fire and black smoke.

A 20-foot-radius sphere centred on where the
tar-rasque stood enupts in a slowly expanding ball
of fire, and each creature within 60 feet of the tar-
rasque must sucoeed on a VDC Strength saving
throw or be knocked prone. On initiative count
20 of each round, the wall of fire spreads 30 feet

outwards. Fach creature that is in the area when the

fire ignites or that enters the area for the first time
on its turn takes Vdam fire damage. On initiative
count 20 of the turn after the fire has spread 90

feet, the clouds open and a deluge of rain stops the

spread, puiting the fire out after three more turns.

Tar-rasque defeated: the miners complain of
unsae working conditions and leave, allowing
the archaeologists to continue their work.
Tar-rasque lives: there are few survivors of
either the mining or archaeological works.
Branton Quark fiees in fear and the tar-rasque
becomes the menace of the Great Airy Plain.
Tar reanimarion technology gets refined to the
point where the re-animated creatures are, for
the most part, docile. The risk of the creatures
becoming enraged is offset by the fact they
don’t get exhausted.

If the connection with Murdob’narob is never
‘made, the ASSES blame the miners, and the
miners blame the ASSES, fuelling angoing
tension elsewhere in your world.

I the letter from the research outpost is brought
to Archdruid Xyxl, he hasn't heard the name
Murdob'narob, but promises to investigate
further. Some time later, he reports work of a
recently constructed lair by the Frockit Clan
(see Gelatinous Polyhedronze, Chapter 9), paid
for by Murdob’narob.

1f Branton Quark is accused of being involved,
he immediately tries to flee. If caught, he tells
everything he knows of Murdob’narob, which
isn't much: “Heis a very wealthy invesior that is
seeking new and innovative lechnologies that more
prudish patrons vefuse (o purswe.” This is a quest
hook you can expand on for the villain of your
choice.
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‘When the party returns to the Loot Tavern, Caco- Baron Bodrum businesses |- As the tar melts away from the tar-rasque’s skel- The tar-rasque has the following components—a
phonics, the resident bard, interragates them for de- involved in sketchy practices i eton, it reveals a hoard of treasure that the former combination of uniquely preserved tarrasque and tar
tails of their battle with the titan, Regardless of the Drilling ofl and digging up some dino bones ‘ tarrasque presumably ate millennia ago (see ‘Treas- elemental components—in addition to the normal
acrual details divuled, Cacophonics decocts the | by components from an clemental. A small piece of
tale into the following song, calling any differenc- Sensing all the injustice | the tar has sequestered itself within a jar lodged in
s ‘poetic license”. Cacophonics uses some newly Some people tried to stop the di i TREASURE WITHIN TAR-RASQUE the skeleton, a timyrar. Itcan be harvested with a
i B 2 pecpl P ig 4y
developed bard magic (o harmonise with himself. Enesa il vt vk e Hhe imiieiete she e DC of 0 and socketed on any held item 1o prevent
i o Total you from dropping it. The food component for the
Adventurerswould come to find Level OIS Object Gems Mfﬂzﬂd unique recipe is a fer-rasque marrow (bone).
Val
The tar had taken over minds e sl D)
And melded elements; from the ground it came | sth  adéxsogp 2déx5ogp  idéxi00gp 1125gp Q
14th 4dsx100gp 3d6x100gD 1044300gp 3200gD e Che
Dinosaurs reanimate 20th adsxz00gp adexzongp 4xsoogp 8,2508p
To keep the titan true andsafe 2 Ty tan (=)
Our friends would need to find a way to slay them all o Pouch o osseec o Lp to4) e
vasque marraw
So they fight all day !s Vlatile mote of tar (up to 51, povich of
And they fight all night fossilised teeth (up to 2)
But the enchantment doesn’t fail 25 Elemental core of tar’ fup to §)
So they fight somemore:
Using all their foree
Must be a way to end this tale
YOU CAN PLAY THE SONG BY They think back to the story's start
EEEMIING OB CHIEKNG ONTHE DR And have to think less strong but smart
CODE, OR BY TYPING IN THE URL & :
What's contralling all the power of this titan's reign TinvTaR
BELOW.
1 Then suddenly with wisdom’s touch
HEHANE ST/ ARRASRLE A crystal held within its clutch
Might be the answer to the titan’s end today ! m-_
So the fight they take The following unique items can be crafted from the
e e el reaks rar-rasque’s components.
The titan’s magic is dispelled TAR-RASQUE CRAFTABLE [TEMS
Yes they've conquered the tar Item Item Type Rarity Attunement Components Essence Value®
And the story's travelled far o
Weapon (anylight  Rare ; 5 Rotust 3.200gp
2 : Jaw Brealeers Optional  Pouch of fessilised teeth
Oh yesthe titan hes felled melee) e i otk e
And there so ends this nable tale Rare Roiust 2,500gp
o o Tarrobe  Wondrousitem Required  Volatilemote oftar
Our friends were never ones to fai Legendary Mythic 42,0008p
And they'll move on to find another quest or two ;
Rare Robust 2,600gp
sl ) S Required  Pouckof fossilised claws (2)
two-handed melee)  yory rare Potent 9,900 gp
Rare Robust 2100gp
Viseous % £ ; 3
Simbiote ‘Wondrous iterm Very rare Required Elemental core of tarr Potent 9,400 gp.
Legendary Mythic 41,600€p
“This s the parchase cost and can vary significanly from the o
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The Eletenfol Plones o o delight fo explore, However
fhe rclly inspving ploces e where fhase plones neet.
Where woler meefs fire, uing sfeain abounds: corth ond
cir fories dunes of cwiling dusts and where earfh heefs
wofer, qou gt bl Throw in some fdracerbons, severol
efaspheres of pressure, ovel lef i bolee lor 100 4o 500
illon weors. Vol: wou bave Har.

Mecraonic cnergq abouds infor ond, i properly
achveled, con resulf in some unique reonmative
properties. Merge fhat with the bowes of o perpeueli-
ovngq forrasaue ond ot gt o destructive pile of
primordial. rege.

Mow fhen, where ore iy desigr for fhet clean-ieplr-
powered dishuasher..

— Lhrsére, Hates Chores
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APPENDIX A — MAGIC ITEMS

The following magic items are organised first by the
hunt in which they're found, and then alphabetically.
Miscellaneous items—those from no hunt— are in
the final Loot Tavern section.

1 = POLYHEDROOZE 435
+ Bomboozler. . 3 iR ... 435
+ Caltrooze. ... b ... 436
+ Flooze.. ... 437
+ GooLuck Dice. .. 438
+ Oozemat Coat. . . 438
+ Slime-in-a-Skull . , 439
* Ventilatien Unit D-20. 440
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Bonze's Bokken, Wind Ripper.
Ring of Birdseye Maple ..
+ Suncatcher ... o - L L. 442
Suneater Foatherfrond . 444

- Sunfeather Shroud .. 44

+ SUNWIngBOW ... eeees e 146
3 —DREAD AND BREAKFAST 447

+ Breastplank . . R AT

+ Headbanger Lute 448

- Mawling Maul.

+ Mimickey .......

- Spelleater Tome S
4 — REIGN OF IRON 451

- Haemscale..... 451

+ Haemstrike .. .. 452

+ Magnetite Hom 453

+ Shard Crown. 154

+ Snow Wolf Cowl .

+ Wyrm's Breath Grenade

5 — THE VEILED LADY
Infested Cultist’s Skull

- Lady's Veil .. i
+ Longspike ... .
+ Mycelial Cloak . . bty ahe
+ Overgrown Barkshield .

460
« Painblinder Mycaxe 461
+ Ring of Fungal Symbiosi 462
+ Sporespreader. ... o 4 463

HADOW OF THE BROODMOTHER 464

* Broodmother's Embrace. . 464
+ Broodmother's Eye. . .. : oo 466
- Broodslinger . 2 , L 466
+ Tome of Living Memories .. ... oo 468

— DREAM WEAVER 470
- Astral Luggage .. .
+ Dreamy the Lucid
‘Hammer Time

Robes of Beauréve .
Second Chan
Time Splitter.

8 — A TALE OF TWO TAILS 474

Claws of Corruption

+ Collar of the Cat
+ Eyeof the Tiger
- Feline's Fury . c.....ocivivnns 2
- Telinobelix........... : 476
+ Splinterspray Tommybow ; 47T
+ Tail's End 478
9 — MECHA KOBOLDZILLA 479
+ Crawly & Rolly Turric : 479
+ Dimensional Doorknob 3 181
+ Dragonmave Shield. ........... L...481
* Gunnspier
+ Kobbold Flaymefrower. : 483
+ Kobold Wristbow
5 Magkoil ...

+ PneumaBlade........

10 — TARCHAEOLOGY 486

- Viscous Symbiote. .. . . DR,
11— LOOT TAVERN 490

+ Eyesof Googly .......... T

+ Grillof Barbecuing . ....................490

+ Heliana's Guide to Monster Hunting. .. ... 491

- LiArséne’s Quadnoculars i 191




[ — POLYHEDROOZE

BOMBOOZLER
Wondrous item, rare

‘Within this sturdy, corrosion-resistant polyhedron
is a phial of polyhedrocse oose; a caustic substance
with remarkable powers of biclogical alieration.

Caustic Calamity. As an action, you can press a
button on the polyhedron, crushing the phial, and
then toss the device up to 60 feet away. The result-
ing chemical reaction produces an explosion of acid
in a 20-foot radius. Each creature in the area must
make a DC 15 Dexterity saving throw, taking
4d6 acid damage on a failed save, or half as much
damage on a successful one. In addition, the reac-
tion produces unpredictable biomantic effects on a
failed saving throw. Roll a d10 and consult the table
below to determine the effect. If a ereature comes
under an effect lasting 1 minute, it can make a DC
15 Constitution saving throw at the end of cach of
its turns, ending the effect on itself on a success.

dio  Effect

The acid stops regeneration and healing. The crea-

" ture cant regain hit points for1 minute.

The acid coats creatures, dissolving them. The
z creature takes 2d6 acid damage at the start of each
ofitsturns for1 minute.
Parts of creatures bodies meld together. The crea-
ture hasdisadvantage on attack ralls for 1 minute
The acid fuses feetand footwear to the ground. The
creatureis restrained until the end of your next turn,
The acid fuses the eyelids shut. The creature is
blinded until the end of your next turn.
The acid causes creatures'skin ta become phos-
6 phorescent. The creatureis under the effect of the
faerie fire spel for 1minute.
‘The acid causes growiths to appear and disappear
on creatures’ bodies, hindering theiractions, The

7 creatureis under the effect of the bane spell for 1
minute.
The acid causes creatures toshrink. The creature is

8 nder fect of th 1l
fort minute

, The scid fuses mauths shut Therestureis under
the effect of the zippit™ spell for 1 minute,

1o olltwice on thetable, rerolling any further 1os

and duplicate results.

BomsoozLErR

e

1
!
i

Qnce this property of the item has been used, it
can't be used again until the next davn and a new.
phial of polybedrooss ooe has been installed in the
device.

Very rare variant: Increase the DG to 16. You
can roll twice on the table, ignoring any duplicate
results. The iterm has the Trigger Warning property.

Trigger Warning. Instead of throwing the bomb,
You can use an action to plant it on a surface
and set it to detonate in a specific situation. As
an action, a creature can disarm a bomb set
© explode in this way with a successful DG
16 Dexterity (Sleight of Hand) check. On a
failed check, the bomb goes off and the crea-
ture that made the check automatically fails
the saving thraw. Cheose one of the following
detonation eptions:

+ Proximity Trigger. Choose a range between 0
and 20 feet. The first Small or larger creature to
move within that distance of the bomb after you
leave the area sets it off. A creature that suc-
ceeds on a DG 16 Dexterity (Stealth) check
can approach the bomb without triggering it

+ Time Bamb. Choose an amount of time rang-
ing from 1 to 100 rounds. On initiative count 20
of the round you choose, the bomb explodes.

CaLtrooze

CALTROOZE

Wondrous item, uncemmon

Filled with a caustic mixture that discharges when
stepped on, these tetrahedral caltrops present a
much more dangerous hazard than their mundane
variety. A typical bag of these 1-inch health and
safety nightmares contains 20 eadsroozes. Small bub-
bles of acid forming and bursting inside the aaliroes-
es cause them to roll and shift.

Caitrops. As an action, vou can spread a single
bag of caltroozesta cover a S-foot square. Any
creature that enters the arca must succeed on a DG
15 Dexterity saving throw or stop moving and
take 1 piercing damage. Until the creature regains
atleast 1 hit point, its walking speed is reduced by
10 feet. A creature that moves through the area of
the catroases at half speed makes the saving throw
against them with advantage.

Corrosive Chaos. If a creature fails the Dexterity
saving throw, roll a d4 and consult the table below
to determine what additional effects take place:

d4  Effec

The acid in the caltroazes discharges in asingle
1 burst Thecreature takes an additional édé acid
damage.
The acid takes on lubricating qualities. While the
creature’s speedis reduced by the caltrazes, it
mustsucceed on a DC 15 Dexterity saving throw at
theend of each of its turns or fall prone.
The acid coats the creature’s feet, continuously
eatingaway at them. While the creature's speed is
reduced by the celtroozes, it takes 1d4 acid damage
far everys feet icwalks or limbs,
The acid causes a creature’s feet to temporarily
deform. While the creature's speed s reduced by
thecaltragzes, it has disadvantage on Dexterity
savingthrows

After a creature fails a saving throw against the
caltroozes, they are emptied of acid, and you can’t
use this property again until you spend 10 minutes
decanting a phial of biomantic acid into all the
caltrops. "The caltroozes can still be used as regular
caltrops that deal magical piercing damage:




FLOOZE Very rare variant: The flail deals an exura 1d8
acid damage to any target it hits, instead of the first
target you hit on each of your turns. The flail gains
the Sticky Fingers property:

Weapon (flai), uncomtmon (requiresa ttunement)

The versatility of the magically-enhanced ooze

used to eraft this flail can’t be overstated. Its high
tensile strength allows its ‘chain’ t stretch in
response to its wearer's thoughts, while the flail’s
head boasts a hardness and density comparable to
steel,

“T'his magic flail deals an extra 1d6 acid damage
to the first target it hits on each of your tums. The
flail has 8 charges and regains 1d4 + 4 expended
charges daily at dawn.

Reachier. While holding the flail, you can
expend up to 4 charges (no action required) to
increase your reach with this weapon by 5 feet for
each charge expended until the end of your trn.

Flooze

Sticky Fingers. When you hit a Medium or small-
er creature that is holding a weapon or item
with an attack using the Zoage, you can choose
to disarm it of one weapon instead of dealing
damage to it. The target must succeed ona DG
16 Strength saving throw or let go of its iem,
which hecomes stuck in the flail. A creature
‘within reach of the flrase can use an action to
makea DC 16 Strength check, liberating the
stuck weapon on a success. Success or failure,
acreature takes 1d4 acid damage when it takes
this action. The flail can only hold 2 weap-

ons at a time, and 2 nonmagical weapon that
remains in the flail for 1 minute is completely
dissolved. While the flail has weapons in it, you
can choose t deal your choice of piercing or
slashing damage with it on each hit, instead of
the usual bludgeoning damage.

S A i

Goo Luck
Dice

OOZEMAT COAT

Wondlausiters rare (requires attunemen)

Waven from an oozed-based, biosynthetic
polymer, this practical garment is the num-
ber ane choice for field researchers and lab
workers alike. It provides the high adapt-
ability and resilience necessary to protect
its wearer from any unfortunate accidents
that may occur during the noble pursuit of
science.

Adaptive Resistance. The versatile fabric
of the coat is capable of modifying itself to
best suit your needs. After you finish a long
rest while actuned to the coat, choose one
of the following damage types: acid, fire,
lightning, or poison. You gain resistance
1o the chosen damage type until you finish
your next long rest.

Occupational Hazards. While you wear
this item, you take half of any damage you
would take as the result of failing a Harvest
check.

Oozemat Coat

GO0 Luck DICE
Wondrous tem, common (socke able)

A sticky string connects this pair of translucent
dice, which jiggle enthusiastically with the slight-
est movement. Their vibrant colour is sure to tum
heads, making them an excellent accessory.

Lucky. These dice impart luck when socketed on
‘weapons, mounts, or vehicles. Once they’ve been
used to reroll a 1, they can’t be used again until the
next dawn,

Flashy Fashion. When applied to the handle of
a weapon, its wielder can reroll a 1 on an attack
roll and must use the new result.

Pimp My Ride. When hung from a Small or
larger object (or willing, non-humanoid crea-
ture) that is serving as a mount or vehicle, the
vehicle/mount can reroll a 1 on an attack roll,
ability check, or saving throw and must use the
new result




SLIME-IN-A-SKULL

Wondrous item, uncominon (requires attunement)

‘Within this humanoid skull resides a friendly coze
who wishes only 1o be helpful to the owner of its
home. Joyful gurgling sounds can occasionally be
heard emanating from the eye sockets and, very
rarely, a curious eye will peek out of the mouth.

“The skull has 2 charges and regains all expended
charges daily ac davm,

Summon Ooze. While holding the skull, you can
use an action to expend 1 charge and call forth the
wooze that lives within. [t expands into its normal
Large size in an unoccupied space within 5 feet of
you. The ooze uses the saddle slime stat block and
returns to the skull when it drops to 0 hit points or
after 1 hour. If the ooz is reduced to 0 hit points,
it can’t be summoned again for 1 hour. The ooze
is an ally to you and your companions. In com-
bat, it shares your initiative count, but it takes its
turn immediately after yours. It obeys your verbal
commands (no action required by you). If you don’t
issue any, it takes the Dodge action and uses its
move to avoid danger.

Very rare variant: The oze resides in a magi-
cally shrunk wyvern’s skull. When the ooze is sum-
moned, the skull is enlarged and serves as a skeletal
structure for it. The ooze uses the wyrmskull ooze
stat block (next page).

[ —

SADDLE SLIME

Large ooze, unaligned.

‘Armour Classs
HitPoints 51 (sd1c+18)
Speed 30 ft. climb3oft.

"STR DEX CON INT Wis CHA
1663) 62 1603 503 6k2) 563

'Damage immunities acid

Condition Immunities charmed, deafened, exhaustion,
frightened, poisoned

Senses. blindsight 10t darkvision &0 ft., passive Perception 8

Languages undersiands the languages its summoner speaks

Challenge 1(200XP) Proficiency Bonus +2

insertedinto ts body to be used asa saddle: A creature riding
the aaze on one s uch saddle has advantage on saving throws
made w0 avoid being dismounted.

SpiderClimb. The ooze can elimb diffieult surfaces. including
upside down on ceilings, without needing to make an ability
check.

ACTIONS

Peudopod. Me e Weapon Attack:+5 o hit, reach s ft one
target. Hit:& (1d6-+3) bludgeoning damage plus 3 (1d8) acid
damage.

smaller
that isrit b ied it
comrode and dissolve over the course of 1 minute.

SADDLE SLME

‘WyrmskuiL Oaze

VENTILATION UNIT D-20

Wondrous item, rare (requires attunement)

A magically-refilling reservoir of ooze is contained
‘within this icosahedral helmet. Two chemicals are
distilled from the co7e, piped through the tubes,
and mixed together into an oxygen analogue, al-
lowing its wearer to breathe in otherwise impossible
conditions.

Breathe Easy. While wearing this helmet, you
can breathe normally in any environment, and vou
have advantage on saving throws made against
harmful gases and vapours that you inhale (such as
the stinbing cloud effect, inhaled poisons, and the
breath weapons of some dragons, but not contact
toxins like cloudkith)

Biomantic Overload. While wearing this helmet,
you can use a bonus action to ingest the chemicals
in it before they are combined into a gas, causing
your body 1o go inte a mutated state of enhanced

WYRMSKULL OOZE

Large ooze, unaligned

‘ArmourClass 3 (natural armour)
Hit Points 114 (12d10+ 48)
Speed3o i, climb3afu

STR DEX CON INT WIS CHA
1B(a) 9(1) 18(+4) 70z 10040 5(3)

'Damage Immunities acid

Condition Immunities charmed, deafened, exhaustion,
frightened, paisoned

Senses blindsight 30 ft. darkvision 60 ft. passive Perception 13

Languages understands the languages itssummoner speaks

Challenge 3(700XP) ciency Bonus -2

Spiderclinb. The ooze can cimb ifficult surfaces,including

check
AcTioNs

Multiatiack. The voze makes twa melee attacks

Bite. Melee Weapon Attack: +6 1o hit, reach 5 ft. one target, Hit:

8(ds+a) and the targ

DC14). A creature grappled by the 0oze takes 3 (1dé) acid dam~

ageat the start of each of its turns. The ooze can only grapple.

onecreatureat a time and, while it doess, it carftuse iisbite

against another creature.

Pseudopod.Melez Weapon Attack +6to hit, reach st one.

target. Hit:7 (1d6 + ) bludgeoning damage plus 3 (1de) acid

damage.

c i The ooze touchesa Med
thatisritbeing wornar

corrode and dissolve over thecourse of 1 minute.

smaller
Gusingitto
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for 1 minute. During this time, imme-
diately after you take damage from any source, you
gain resistance to that damage type. This resist-
ance lasts until you take damage of another type (at
which point you gain resistance to that new damage

type) or uniil the effect ends. If you take damage of
multiple types simultaneously, the damage type to
‘which you become resistant is determined ran-
domly (GM's discretion). Once this property of the
helmet has been used, it ean't be used again until
the next dawn.

g
A
z



2 — THE SHINING SHRINE

BONZE’S BOKKEN, WIND RIPPER
Weapon (any sword), rare (requires attunement)

Hermits of the Springwood, the bonze have as
much in common with a druid's love of nature as
with the discipline and ritual of the monk. They do
not deign to shed the blood of other creatures and
thus imbue their training swords, known as bokken,
with the power 1o propel them out of harm’s way.
The thunderous wind rip is really just a tool for
releasing hard-to-reach fruit

This magic weapon has 5 charges and regains
1d4 + 1 expended charges daily at dawn. It deals
bludgeoning damage instead of a sword's normal
slashing or piercing damage.

Gale. As an action, you can cause a cube of air up
to 15 feet on a side to blow with a strong wind until
the end of your next turn, dispersing any gasses.

Wind Rip. With a swish, you can send a concussive
wave of sound streaking towards a target. When vou
take the Attack action while holding this blade, you
can make ranged spell attacks known as ‘wind rips’
with the bokken. Wind rips have a range of 30/60'
ft.,+710 hit, deal 1410 thunder damage on a hit, and
can be heard up to 100 feet away. On a critical hit,

a creature is deafened until the end of its next turn.
You can make as many wind rips as you have atcacks.

Liftoff. As a bonus action, you can expend 1
«charge, causing a sustained gust to lift you, Until the
end of your current urn, you gain a fiying speed of
40 feet. If you are not in contact with the ground or
otherwise held aloft at the end of your turn, you fall.

Uncommon variant: Decrease the to hit bonus
of Wind Rip to +5 and the damage to 1d8. Remove
the Liftoff property.

Very rare variant: You have a +1 bonus to at-
tack and damage rolls you make with melee attacks
using this weapon. Increase the to hit bonus of
Wind Rip to +8 and the damage to 1d12. Increase
the flying speed of Liftoff to 50 foet

Legendary variant: You have a +2 bonus to at-
tack and damage rolls you make with meles artacks
using this weapon. You can speak Auran fluently.
Increase the to hit bonus of Wind Rip to +9 and the
damage to 2d8. When you use the Liftoff property,
you gain a flying speed of 60 feet for 1 minute.

Bonzes Bokken
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RING OF BIRDSEYE MAPLE
Rig, wiicorrirmon (optional attunement)

Pale green, eye-like tourmalines have been en-
capsulated in maple roots sung by seelie fey into
pleasing knots and braids.

This ring has § charges and regains 144 + 1
expended charges daily at dawn. While wearing the
ring, whenever you touch a plant or surface made of
waod, you can expend 1 charge to cause an eye to
grow anywhere along that plant/surface within 60
feet of you. You can see out of the eye, which has
darkvision out to 60 feet, for as long as you remain
touching the plant/surface. While you ook out of
the eye, you are blinded with regards to your own
senses.

The eye has a Dexterity (Stealth) modifier of
+8. It has AC 10 and 5 hit points. Any damage
dealt to the eye is transferred back to you as psychic
damage.

Ring oF
Biroseve MapLE

e

Optional Attunement. While you arc attuned to
the ring, it gains the Eyesoar property.

Eyesoar. If you stop touching the wood in which
you have grown an eye, the eve persisis for one hour
or until you create a new eye. So long as the eye
is within 300 feet of you, you can use an action to
look thraugh the eye. While looking through the eye
you can, as an action, move the eye up to 30 feet
along the wood.

SUNCATCHER

Rod, staff, or wand, uncommort (vquires at tunement by a spell-
caster)

From the beak of the suneater owlbear is ex-
tracted its ability to absorb and redirect sunlight.
“The suneater’s bones imbue this item with the
hard-headed arrogance unique to fey that prevents
them from succumbing to others’ charms.
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‘While attuned to the suncatcher, you have ad-
vantage on ability checks and saving throws made
to resist being charmed.

“This weapon has 7 charges. It regains 1 expend-
ed charge for each hour it spends in direct sunlight
and 1d6 + 1 expended charges daily at dawn.

Radiant Absorption. When a creature within 30
feet of you takes radiant damage, you can use your
reaction to spend 1 charge and absorb some of the
energy. The damage the creature takes is reduced
by 1d8 plus your spellcasting ability modifier
(minimum reduetion of 1).

Radiant Deliverance. When you hit a target with
a spell artack while holding the suncarcier, you can
spend up to 3 charges to imbue the atrack with
radiant energy. On a hit, the attack deals an addi-
tional 1d6 radiant damage per charge expended.

Dreameatoher. While attuned to the suncatcher,
You are aware when @ creature is using the drear spell
o contact you and can choose to end the spell carly.

‘SUNCATCHER

Rare variant: You know the fareand fighr

cantrips. Increase Radiant Absorption’s dice to 2d8.

You can expend 1 charge to cast the daydraam®
spell from the Suncatcher.

Very rare variant: You know the flare® and fight
cantrips. When you cast the flare cantrip, you have
2 +2 bonus to your attack and damage rolls for the
spell. Increase Radiant Absorption’s dice to 3d8.
You can expend 1 charge to cast the daydrear spell
or 4 charges to cast the dinding radience” spell
from the suncaicher.

*See dppendix B

AppENDIX A | MAc|

S ——r—

SUNEATER FEATHERFROND

When this featherfrond is socketed on a holdable
or wearable item, the item becomes enhanced and
attuneable. The item gains the Sun Torch property
for as long as a creature is attuned to it.

Sun Torch. As a bonus action, you can light or
snuff out the feasherfrond. While lit, it sheds bright
light in a 20-foot radius, and dim light for an addi-
tional 20 feet.

SUNEATER
FEATHERFROND

B m—r

SUNFEATHER SHROUD

The feathers of a suneater owlbear possess a bril-
liant dichromatic effect causing it to sparkle in the
sunlight, conferring the ability o dance betwsen
patches of sunlight. Particularly well-crafted spec-
imens can augment the magic of the featherfronds,
allowing them to generate blinding flashes of light.

Sunstep. When you are in bright light, you can
use a bonus action to telepert up to 60 feet to an
unoccupied space you can see that is also in bright
light. When you do se, roll a d6. Ona 1, you can’t
use the Sunstep property again until the next dawn.




Rare variant: While you wear this shroud,
you have advantage on Intimidation checks. The
shroud has the Blinding Flash property:

Blinding Flash. As an action, you can cause the
featherfronds to erupt in a dazzling display of
bright light. Each creature within 15 feet of you
must succeed on a DG 15 Constitution saving
throw or be blinded for 1 minute. A blinded
creature can repeat the saving throw at the end
of each of its turns, ending the effect on itself on
a success. Once you activare chis property, you
can’t do so again until the shroud spends at least
1 hour absorbing bright, direct daylight.

Very rare variant: While you wear this shroud,
you have advantage on Intimidation checks and
resistance to radiant damage. The shroud gains
the Blinding Flash property and you no longer
need to roll a d6 when you use the Sunstep prop-
erty; the property never ceases to function asa
result of using it.

SUNFEATHER
SHROUD
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SUNWING Bow

Weapor (any bow), rare (optional attinement)

Sinew harvested from a suneater owlbear’s spine can
imbue arrows with low-level radiarion, which is passed
onto a target when struck by the ammunition. The mag-
ic of suneater respiration lies in their photometabolism;
they can convert sunlight into pure, concentrated radiant
energy, unleashing unholy beams of destructive force.

You gain a+2 bonus to attack and damage rolls
made with this magic weapon.

Sunshot. While in sunlight, this bow doesn’t need
ammunition. If you draw this weapon’s bowstring
without necking an arrow, it produces its own ammu-
nition, automatically creating a radiant arrow when
you make a ranged attack with it. The attack deals ra-
diant damage instead of the weapon's normal damage.
The arrow created by this weapon vanishes the instant
after it hits or misses a target.

Irradiation. A creature that takes radiant damage
from this bow becomes magically marked for 1 hour.
During this time, it leaves an invisible trail that can be
seen by creatures with truesight or creatures using the
detect magic spell. The trail fades after 1 hour.

Optional Attunement. If you choose to attune to this
weapon, it gains the Solar Beam property and has 3
charges. The sunwing fow regains 1 expended charge
daily at dawn. Ifit is exposed to dawn's light, it regains
all expended charges instead.

Solar Beam. As an action, you can expend 1
charge to fire a beam of solar energy in a 5-foot-
wide, 60-foot-long line originating from you. Each
creature in the area must make a DG 15 Dexterity
saving throw, taking 3d8 radiant damage on a failed
save, or hall as much damage on a suceessful one.

Uncommon variant: Decrease the attack and dam-
age bonus to +1 and remove all Optional Artunement.
properties.

‘Very rare variant: Increase the attack and damage
bonus to +3, and increase Solar Beam’s save DC to
16 and damage 1o 6d8. The item gains the Daylight
optional attunement property.

Daykight. When you take the Attack action, you can
use one attack to fire a radiant arrow from this bow
at a surface within the bow’s range and expend 1
charge. A magical effect identical to the daylight
spell manifests for 1 hour, centred wherever the
arrow strikes the surface.

£




3 — DREAD AND BREAKFAST

BREASTPLANK
. halfplate, or plate),

attunement)

The mundane appearance of this suit of armour
belies the danger of its true nature. The wood feels
soft and sticky to the touch, and eyes and tecth
spontaneously form all over its surface as the mimic
grows bolder... and hungrier

Sticky Situation. While you're wearing this
armour, creatures have disadvantage on abilicy
checks made to avoid or escape being grappled by
you. A creature grappled by you takes 1d10 acid
damage at the start of each of its turns.

Rare variant: Increase the acid damage to 1d12
The item has the Quick Grip property.

Quick Grip. While wearing this armour, you can
attempt to grapple a creature as a bonus action.

Very rare variant: Increase the acid damage 1o

1d12. The item has the Quick Grip and Tongue BREASTPLANK

Lash properties.

Tongue Lash. While wearing this armour, you can
wuse a bonus action to cause the mimic's tongue
to-elongate and attempt to pull a creature you
can see within 15 feet of you. The target must
succeed on a DC 16 Strength saving throw
or take 1d6 bludgeoning damage and be pulled
up to 15 feet towards you. A Huge or larger
creature automatically succeeds on this saving
throw. If this property pulls a creature to wi
5 feet of you, you can immediately attempt to
grapple it as part of the same bonus action,

HEADBANGER LUTE
Club orgreatelub, uncommon (requires attunement)

The shapechanging abilities of the mimic infuse this
‘musical inscrument, a lute, with the propensity to
subtly alter its shape and produce excellent acous-
tics. It also exudes a corrosive acid that can be a
useful addition when the musician’s plan to charm a
foe with a sweet serenade doesn’t go to plan.

“This magic weapon deals an additional 1d8 acid
damage o the first target that it hits on a turn, If
you have proficiency with lutes, you're considered
proficient with this weapon as well.

Ventriloquism. As a bonus action while hold-
ing the lute, you can command it to mimic simple
sounds it has heen exposed to, such as a person
whispering, swords clashing, or simple melodics.
‘You can choose for the sounds tooriginate from
any point within 30 feet of you that you can see. A
creature that hears the sounds can tell they're imita-
tions with a successful DG 13 Intelligence (Inves-
tigation) check.

Very rare variant: Increase the DG to 16. The
lute has the Club Music property.

Club Music. As an action while holding the
lute, you can play one of two brief but
powerful songs. Once a song has been
played, you can’t play that song

again until the next dawn.

Panic! at the Tavern. You let loose a fast, cha-
otic melody that sows panic in the minds of
your foes, forcing each creature of your choice
within 15 feet of you that can hear you to make
a DC 16 Wisdom saving throw. On a failed
save, a creature takes 6d6 psychic damage and
is frightened of you for 1 minute. On a success,
a creature takes half as much damage and isn't
frightened. A creature can repeat this saving.
throw at the end of each of its turns, ending the
effect on itself on a success.

Mithrallica. You unleash an ear-shattering,
power chord that blows your foes away, forcing
each creature in a 25-foot cone to make a DC
16 Strength saving throw. On a failed save,

a creature takes 6d6 thunder damage and is
pushed 20 feet away from vou, knocked prone,
and deafened for 1 minute. On a successful
save, a creature takes half as much damage and
suffers no other effects. A creature can repeat
this saving throw at the end of each of its turns,
ending the deafened condition on itself on a
success.

HeapsanGer
Lute




MAWLING MAUL MIMICKEY of charges equal to the spell’s level (save DC 13, +5

e o Kot oo Wondionsitem: commot (sacketable) to hit; 1 charge for cantrips). The tome can store up
to five spells in this way. If storing a new spell would
Burning with ravenous hunger and unquench- This bone and flesh keyring can be socketed on any take it above this maximum, you can choose one of
able hanger, this mimie-infused weapon strug- ‘weapon or held item. As an action you can hold the its current spells to be replaced. When found, the
gles relentlessly against the sturdy iron chains item by the keyring and spin it in a circle, causing book already contains one 1sc-level spell and one
that bind it. Lc_osenmg [h; chains stimulates the socketed item to shrink to the size of a key. Using 2nd-level spell, randomly determined.
the weapon's digestive juices which, if not k an action to spin it while key-sized returns it to its shlpies e et e
quenched, can have caustic consequences for its g normal size. Rare variant: Increase the save DG to 15, the

wielder, spell attack modifier to +7, and the number of spells

Mimic Unleashed. As a bonus action while SPELLEATER TOME the book can hold toseven. The tome can devour
holding the hammer, you can loosen the chains - | Wondrousters, uncommon (requies athunement) speltserolts of 5th level ot lower. Additionally, the
restraining the mimic, leaving it free to mer- =7 1 Learning and developing new spells can be a toms s the Arcane Feast property.

e Iy malynutoat WWhil the chains are tedious and time-consuming process. Luckily, Arcane Feast. You can allow the book to consume:
D L T e the spelleater tome i a shorteu to becoming a the corpse of a spellcasver over the course of
e LA e e 5 spell-slinging savant. Originaly a creation of Jonjo 10 minutes, after which it regains 2 expended
1f you end your turn holding the hammer ) Starr, the tome has become a favourite among lazy charges. Once this property of the hook has been
while the chains are loose, and you didn't hit i wizarding apprentices the world over. used, it can’t be used again until the next dawn.

a creature with an attack using the hammer

that turn, the hammer’s excess digestive juices
pour down the handle and you take 1d4 acid
damage. The chains tighten on their own if the
hammer isn't held for 1 minute or if you use a
bonus action to tighten the chains while holding
the weapon.

This book has 8 charges and regains 1d4 + 4
expended charges daily at davn. It can be used asa
spellbook and as a spellcasting focus by wizards.

Living Library. This tome is capable of copying
and storing magical information. As an action, you

L can give it a spelf scroll of 2nd level or lower, which it
devours, destoying the sero/? and adding the spell to
its pages. While holding the book, you can cast one
of the spells stored within it by expending a number

MawLing Mauw

Rare variant: Increase the extra piercing damage
t 1d6 and the acid damage you take to 1d6. The
hammer has the Bilious Blow property.

Bilious Blow. When you roll a 20 on an attack
roll made with this hammer, the mimie spews
bile all over the target, covering it completely. A
creature covered in bile takes 1d4 acid damage
at the start of each of its turns until ic or another
creature uses its action to scrape or wash the
Dile off. Increase this acid damage to 2d4 if the
chains were loose when the hammer hit.

Mimickey

SPELLEATER
Tome




4 — REIGN OF IRON
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/ Haemscae \

HAEMSCALE

our (any Wl

Fashioned from the claws and shard-scales of a mag-
netite dragon, this protective armour can become
temporarily weightless when exposed to extreme
cold. The wearer of this armour can exert minor
control overferrous metals within a close proximity.

This armour has 7 charges and regains 1d4 + 3
expended charges daily at daven.

Arcanomagnetic Repulsion. You can expend 1
charge to create one of the following effects while
you wear this armour.

+ Repulse. When you are targeted by a weapon
attack using a ferrous weapon or ammunition,
you can use your reaction to cause a pulse of
arcanomagnetism to throw the weapon ot am=
munition off course, imposing disadvantage on
the atrack roll.

Aura. As a bonus action, you can create an
arcanomagnetic aura with a 20-foot radius cen-
tred on you that moves with you and that lasts
until the start of your next turn. This area is dif-
ficult terrain for creatures of your choice that are
made of ferrous metal or wearing ferrous armour.

Rare variant: While you wear this armour, you have
resistance to cold damage. Increase Arcanomag-
netic Repulsion’s aura to a 30-foot radius. The item
gains the Superconductor property:

Superconductor, Whenever you take cold
damage while you wear this armour, you gain
aflying speed of 30 feet until the end of your
next turn.,

Legendary variant; While you wear this armour,
you have resistance to cold damage. Increase
Areanomagnetic Repulsion’s Aura to a 40-foot ra-
dius, and Superconductor's flying speed to 40 feet.
The item gains the Superconductor and Sword-
StOTm properties:

Swordstorm, As an action, you can cast the blade
barrierspell (save DC 17), adding any ferrous
abjects in the vicinity to the barrier. At the
GM's discretion, if there are many ferrous ob-
jects in the area, increase the barrier's damage
by 2d10. Once you activate this propercy, you
can't do so again uniil the following dawa.

i
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HAEMSTRIKE
fany

This weapon is naturally attracted to foes bearing
ferrous metals, allowing it to strike them with more
force. Those who align themselves more closely
with the weapon are granted the ability to manip-
ulate gravity, telekinetically pulling creatures and
objects into range of its jagged-faced swings

You gain a <2 bonus to atrack and damage rolls
made with this magic weapon against targets made
of ferrous metal or wearing ferrous armour.

Optional Attunement. If you choose to altune to
this weapon, it gains the Attraction property. When
you activate a property granted by this optional

rollad4. Onal, s optional
attunement properties can't be activated until the
next daw

04: Attraction. As a bonus action, you ean
point fizemstrike at a target you can see within 30
feet of you. If the target is an object that weighs
less than 300 pounds, the object is pulled up to
15 feet towards you. If the target is a creature, it
must succeed on a DC 13 Strength saving throw
or be pulled up to 15 feet straight towards you. If

HaemsTrike

ArrenpDcA| Maoc Ko mﬂ“i‘

the creature is made of ferrous metal o is wearing

ferrous armour, it has disadvantage on the saving
throw. Large or larger creatures automatically suc-
ceed on this saving throw

Rare variant: The weapon has a +1 bonus to
attack and damage rolls made with it. Increase
the bonus if the target is made of ferrous metal or
is wearing ferrous armour to +3, the save DG to
15, the maximum weight of a target object to 600
pounds, and the size at which a target creature
automatically succeeds on its check to Fuge or
larger. The weapon gains the Magnetic Shockwave
optional attunement property.

0A: Magnetic Shockwave. Onge per wrn when
vou hit a target with Aaemsiribe, you can cause
an eruption of supercooled magnetite shards.
Each creature other than you within 5 feet of
the target must succeed on a DG 15 Dexterity
saving throw, taking 1dé cold damage and
1d6 piercing damage on a failed save, or half as
much damage on a success. Creatures made of
ferrous metal or wearing ferrous armour have
disadvantage on this saving throw.




Very rare variant: The weapon has a +2 bonus

1o attack and damage rolls made with it. Increase
the bonus if the target is made of ferrous metal or is
wearing fertous armour to +3, the save DG to 16, the
maximum weight of a target object to 1000 pounds,
and the size at which a target creature automatical-
Iy succeeds on its check to Gargantuan or larger.
The weapon gains the Dragon’s Roar and Magnetic
Shockwave oprional artunement properties.

04: Dragon’s Roar. While holding haemstrike,
You can use a bonus action to make it release an
intimidating roar. Each creature other than you
within 15 feet of you must succeed on a DG 16
Wisdom saving throw or become frightened
of you uniil the end of your next turn.

MAGNETITE HORN

Wondrous iter, uncormmon (socketable)

Fashioned from the harvested horn of a magnetite
dragon, this charm can be socketed on a ferrous
weapon or on a worn item that contains iron, con-
ferring different benefits to each.

Ferrous Weapon. While you hold the socket-

ed weapon, when you are hit by a weapon attack
made with a ferrous weapon or ammunitien that
Jou can see, you can use your reaction to activate
the magnetic properties of the horn. When you do
so, the attack’s weapon or ammunition is pulled
towards your own, giving you a +1 bonus to your
AC against the attack as you attempt to parry it and
possibly turning the hit into a mi

Ferrous Worn Item. While you wear the socketed
item, when a creature within 5 feet of you is target-
ed by a weapon attack made with a ferrous weapon
or ammunition, you ean use your reaction to acti-
vate the magnetic properties of the horn. When you
do 5o, roll a d20. On an 11 or higher, you become
the target of the attack instead.

‘SHARD CROWN

SHARD CROWN

Wondrausitern, rare (requires attunement)

From the horn and eyes of a magnetite dragon is
crafted this crown of magnetite. ‘The creature's
commanding presence and power over the blood
of others allow the wearer of this object to bend its
foes to its will

Critical hits against you made with ferrous
weapons or ammunition become normal hits while
you wear this crown. In addition, while wearing
this erown, you know the magnetobelt cantrip (page
508; +7 to hit or your spellcasting attack modifier,
whichever is higher) and, in extreme cold, you can
cast the doirae spell on yourself at will,

The crown has 5 charges and regains 1d4 « 1
expended charges daily at dawn.

Bloodbend. As an action, you can expend 1
charge as you gesture to a creature you can see.
within 30 feet of you and speak a one-word com-
mand. If the target has blood, it must succeed on a
DC 15 Wisdom saving throw or instantly use its
reaction to follow the command (GM'’s discretion).
If the crearure has no reaction remaining, it must use
its reaction to follow the command the next time it
regains it. The property has no effect on a target that
doesn't have blood. Commands include:

MaGNETITE
Horn
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+ Throw. The creature throws an object it is
holding in a direction you choose with all its
might.

Sit. The creature sits, falling prone and not
moving until the end of its next turn.

Attack. The creature makes one weapon attack
against a creature of your choice within its
reach/range

Very rare variant: Increase the charges to 8, the re-
charge to 1d4 + 4, the save DC to 16, and the to hit
bonus to +8. While you wear this crown in extreme
cold, you can cast the f spell on yourself at will.
The item gains the Magnetovision property::

Magnetovision. Asa bonus aetion, you can
spend 1 charge allowing you to sense the loca-
tions of all ferrous metals within 60 feet of you
for the next 10 minutes. This vision is blocked
by a thin sheet of lead

Legendary variant: Increase the number of charg-
es to 12, the recharge to 1d8 + 4, the save DC to
17, and the to hit bonus to +9. While you wear this
crown in extreme cold, you can cast the fly spell on
yourself at will. The item gains the Magnetovision
and Crown of Shards properties.




Crown of Shards. As a bonus action, you
can spend 1 charge to shoot a shard of mag-
netite at a target within 90 feet of you. Make
a ranged spell attack (+9 to hit), which deals
4d6 piercing damage on a hit. This shard can
bend around corners and ignores half and
three-quarters cover.

SNOW WOLF COwL

Wondrous item, rare (requires attunement)

Few warriors can claim to have single-hand-
edly bested a full-grown snow wolf. Those
that do can have the head of such a monster
enchanted by a clan shaman, granting them
the power to transform into the beast. Such
cowls are prized trophies amongst the frozen
Norse clans; symbols of might and status.

Wolf Form. As an action, you can cast the
polymorph spell on vourself.When cast in
this manner, the spell doesn’t require con-
centration, and you can enly transform into
a winter wolf, ignoring the spell’s normal
restrictions on CR and creature type, with
the following changes:

Snow WoLF
Cowr

+ You can speak Common, Giant, and
Wincer Wolf in your wolf form.

+ The tohit bonus for your attacks in wolf
form s a +7, and the save DG for your
Cold Breath and Bite actions is 15,

You can end this spell early as a bonus
action. Once this property of the cowl has
been used, it can’t be used again until the
next dawn.

Uncommon variant: When you use the
‘Wolf Form property, you turn into a dire
wolf instead of a winter wolf,

‘Very rare variant: [ncrease the to hit bo-
nus for your attacks in wolf form toa +9, the
save DC of your Cold Breath and Bite ac-
tions to 16, and your hit points in wolf form
to 100. You have resistance to cold damage
while you wear the cowl

R T

WYRM’S BREATH GRENADE

Wondrous item, rarity varies

‘Within the beautifully sculpted exterior is housed
a dragon’s biomantically-sustained toxin gland,
pungent incense, and crushed diamond. Available
in a variety of hues, the metal of this grenade-like.
contraption matches the dragon from which the
organ was harvested.

As an action, you can throw this magical device
onto a surface you can see within 60 feet. Upon
impact, the incense ignites, billowing out in a pun-
gent, 15-foot-radius sphere, carrying wih it the
dragon’s magic. A creaturs that stares its urn in the
area or enters the area for the first time on its tum
must make the associated saving throw, suffering
the associated effects on a failure. Creatures are
affected even if they hold their breath or don’t need
to breathe. The cloud lasts for 1 minute or until a
strong wind (at least 20 miles per hour) disperses it.

Once a grenade has been used, it can’t be used
again until the following dawn, and it must be re-
filled with 100 gp of good-quality incense, as well
as a specified value of diamond dust.

Bruss, Sleep; Very rare. A creature must succeed
on a DC 16 Constitution saving throw or be
affected by a heavy drowsiness that causes it to fall
unconscious until the start of its next turn. A crea-
ture with 80 or more hit points is immune to this
effect. This effect ends for a creature if the ereature
takes damage, or if anether ereature uses an action
o wake it. Diamond dust: 600 gp.

Bronze, Repuision; Rare. A creature must
succeed ana DC 15 Strength saving throw or be
flung up to 60 feet from the centre of the sphere,
landing prone and taking 2d6 bludgeoning dam-
age. I a creature collides with another creature,
both creatures take an additional 246 bludgeoning
damage. If a creature collides with a solid object, it
takes 4d6 bludgeoning damage instead. Diamond
dust: 400 gp.

Copper, Slow; Rare. A creature must succeed
on aDC 15 Constitution saving throw or suffer
the effects of the sézez spell until the start of its next
turn. Diamond dust: 300 gp

Gold, Weakening; Very rare, A creature must
succeed on a DC 16 Constitution saving throw
or have disadvantage on all ability checks, attack
rolls, and saving throws, and also dcal half damage
with Strength-based weapons until the end of its
next tuen, Diamond dust: 1200 gp.

Silver, Paralysing; Legendary. A creature must
succeed on a DC 17 Constitution saving throw or
be paralysed until the start of its next turn. Dia-
mond dust: 2400 gp

WyaM's BREATH

GRENADE

E




5 — THE VEILED LADY

INFESTED CULTIST'S SKULL

Wondrous item, uncomimon

This humanoid skullis infested by a purasitic purple
plant from an unknown plane. The longer you stare,
the more you could swear that the petals sway in
response toan unseen wind,

‘The skull eontains 7 petals. While holding
it, you can use an actien to pluck a petal to cast
the guiding boft spell (+5 to hit), dealing necrotic
damage instead of radiant. The skull regrows 1d4
plucked petals daily at dawn. If you pluck the last
petal, the skull crumbles to dust and is destroyed

Curse. This skull is cursed, and plucking 3 or
more petals in a day extends this curse to you. Until
the curse is broken with rentove curse or similar
magic, you are unwilling to part with the skull,
keeping it within reach at all times.

While cursed, whenever you finish a long rest, a
black petal grows on your head. These black petals
cannot be removed physically, and any attempt
10.do so causes you to take 2d6 necrotic damage.
1f you travel to a different plane while cursed, you
grow a further 1d4 black petals.

When the seventh petal has grown on your skull,
you die and your body turns to dust, except for
your skull, which becomes a new infisied cultist's
sbull, If the curse is removed, the petals on your
head and the infisted cultist's skull ate destroyed and
crumble to dust.

Very rare variant: Replace guiding bl with
bight (save DC 16).

InFesTen
CuLTisT's SkuLL

LADY'Ss VEIL

This fine-meshed shroud can be socketed on any
worn headgear or armour, such as a helmet, cloak,
breastplate, or crown. Looking through the mesh,
an attuned wearer can detect corpses and creatures
ripe for decomposition.

AS an action, You can Gpen Your awareness
magically detect corpses and undead. Until the end
of your next tum, you know the lacation of any
cotpse or undead creature within 60 feet of you
that isn't behind total cover, and that isn’t protected
from divination magic. This sense doesn’t tell you
anything about a ereature's capabilities or identity.
Afrer you activate this property, you can't do so
again until the following dawn.
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Lonespike

LONGSPIKE

Weapon (rapier), uncommon (aptional attunement)

The longspike grants its user the ability tostrike
from afar, without resorting to the use of unwieldy
polearms. When grasped with force, the long, nar-
row blade extends, increasing the reach of its wield-
er’s thrust, and can implant a rapidly-growing net of
hyphal tethers that can bind and constrict a foe.

Hyphal Stretch. On your turn, you can squeeze
the Jongspile (no action required), causing it to
lengthen and increasing the reach of melee attacks
you make with it by 5 feet until the end of your turn.

Optional Atzunement. You can choose to artune
to this weapon, causing it to gain the Hyphal
Grasp property for the duration that you remain
attuned to it.

04: Hyphal Grasp. As a bonus action while hold-
ing the rapier, you can speak its command word
to cause writhing hyphal filaments to grow from
it. The next time you hit a creature with a weapon
attack using lengsprée within the next minute, the
target must succeed on a DC 13 Strength saving
throw or be restrained by the magical hyphae for
1 minute. An affected creature can use an action
1o repeat the saving throw, ending the effect on 2
success. After you activate this property, roll a dé,
On a 1-2 you can’t activate this property again until
the following dawn.

Very rare variant: Increase Hyphal Grasp’s DC
10 16. You gain a +2 bonus to attack and damage
rolls you make with this magic weapon, While
attuned to this weapon it gains the Hyphal Parasite
property.

04A: Hyphal Parasite. When you hit a creature

with this weapon you can use a bonus action to
cast the fungal infiction® spell on it (save DC 16,
no concentration required). After you activate

this property, roll a d6. On a 1-2 you can’t acti-
vate this property again until the following dawn




MYCELIAL CLOAK

Worndrous item, rare (requires attunement)

This hearty-scented cape is knitted from micro-
scopic threads of autumn-hued mycelia, With
alarming mpidity, the hyphae can drain a corpse,
leaving it an emaciated husk and restoring its wear-
er t0 obust, good health

Derritivore. As a bonus action, you can target
one Small or larger corpse, or one Small or larger
creature with 0 hit points you can see within 15
feet of you, causing your mycelia to burrow over
to it and rapidly drain it of nutrients. If the target
is alive, it must succeed on a DC 15 Constitution
saving throw or fail a death saving throw. Undead
have disadvantage on this saving throw. On a fail-
ure, or if the target is a corpse, you regain 6d6 hit
points. After you activate this feature, you can’t do
50 again until you finish a short or long rest.

Mycelial Deconstruction. As an action, you can
wrap the cloak around yourself, causing your body,
and all the items you are wearing or holding, to dis-
solve into thousands of myeelial threads. You gain a
Iutiowing speed equal to your walking speed) you
can busrow through nonmagical unworked earth
and stone, and you don't disturb the material you
move through.

While in this form, you can pass through any
microscapic gap large enough for a fungal hypha;
have resistance to bludgeoning, piercing, and slash-
ing damage; and can’t talk, manipulate objects, cast
spells, or attack, You can reform in an unoceupied
space as an action. After you activate this feature,
you can’t do so again until you finish a short or long
rest.

MyceuiaL CLoak
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OVERGROWN BARKSHIELD

Armour (shieid), uncommon (veqecires attutiement)

This crude shield made of bark and wood teems
with life as if it were sill part of a tree. The smell
of sap and various fragrant flowers perfumes the air
around you.

Bark Armour. As an action, you can place the

shield on your torso and speak the command word,

causing the wood and vines to wrap around your
figure. For one hour, or until you end this effect as
an action, you are unable to held a shield and you
gain the following benefits:

You gain 1d8 temporary hit points.

You gain the benefits of the arkskin spell (no

concentration required).

You have advantage on saving throws made to
resist being poisoned.

OVERGROWN
BARKsHIELD

¥

When this effect ends, the barkshield falls from
ils place on your torso, fading to a lfeless shade of

This property can’t be used again until you
i a long rest when the shield blooms with life
once more.

Vines and Thorns. While attuned to this shield,
you can use an action to animate one of the shield’s
thorny vines and make a melee weapon attack (+5
to hit) against one targer within 30 feet of you. On
a hit, the target takes 28 piercing damage, and, if
the target is a Large or smaller creature, or an object
that weighs less than 500 pounds, you pull it up to
10 feet closer to you.

Rare variant: Increase Bark Armour's tempo-
rary hit points to 3d8 and Vines and Thorms’ attack
modifier and damage to +8 and 3d8 respectively.

Very rare variant: Increase Bark Armour's fempo-
rary it points to 5d8 and Vines and Thorns' attack
modifier and damage to +10 and 4d8 respectively.
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PAINBLINDER MYCAXE
Weapon any axe), urcomirmon

The wood and iron of this once-pristine axe have
been utterly devoured and replaced by a variety
of fruiting fungi. Gills funnel alang the axe’s blade,
holding millions of spores in biomantic suspension,
ready to unleash their pain-inhibiting effects when
inhaled.

Painbiind Spores. As a bonus action, while you
hold this axe, you can inhale its spores, numbing
your extremities and stimulating muscle recruit-
‘ment, Until the start of your next turn, melee
weapon attacks you make with this weapon have a
+2 bonus to damage rolls and you have resistance
tobludgeoning, piercing, and slashing damage.

If you use your bonus action to inhale more
spores at the beginning of your next turn, the effects
continue without interruption. You can prolong
the eflects in this manner for up to 1 minute, after
which the effects end. When the effects end, you
become poisoned for a number of minutes equal to
ten times the number of rounds you were under the
influence of the spores. Once you have benefitred
from the Painblind Spores, you can’t benefit from
them again until after you finish a long rest.

Rare variant: Increase the Painblind Spores
bonus to +3. While under the influence of the
Painblind Spores, you have advantage on Strength
and Constitution checks as well as Strength and
Constitution saving throws, You can't benefit
from these spores more than once between rests.

PAINBLINDER
Mvcaxe
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Svmplosis

RING OF

FUNGAL

SYMBIOSIS

Ring, wncommon (optional attunement)
Parasite or symbiote, the exact classifi-
cation of this loop of living fungus is up for

debate. When worn for an extended period, the
ring co-opts its host, producing an assortment of
fruiting fungal bodies each day. Whether those are
of benefit or not is entirely up to how they’re used.

Whenever you finish a long rest during which
you wear this ting, you find a selection of toadstools

has grown on the limb that sports this ring. Roll a
d4 twice and consult the list below to determine

ich two mushraoms have grown.

1-Boomshreom. As an action, a creature can
throw this volatile mushroom at a point it can
see within 60 feet of it, where it explodes ina
10-foot-radius sphere of flames. Each creature
in the area must make a DC 13 Dexterity sav-
ing throw, taking 4d6 fire damage on a failed
save, or half as much damage on a successful
one. "The fire ignites Alammable objects in the
area that aren’t being worn or carried.

RinG oF FuncaL

2-Bloomshroom. As an action, a creature can
eat this mushroom, regaining 2d4 + 2 hit points
and gaining advantage on all Constitution
saving throws for 1 minute.

3-Doomshroom. As an action, a creature can
throw this dusky mushroom at a point it can
see within 60 feet of it, where it explodes in 2
10-foot-radius sphere of purple spores. Each
ereature in the area must succeed ona DC 13
Constitution saving throw or become afflicted
Dy the dre spell for 1 minute. An affected crea-
wure can repeat the saving throw at the end of
each of its turns, ending the eflect on a success.

4-Gloomshroom. As an action, a creature can
eat this mushroom. For the next hour, it gains
darkvision out to a range of 60 feet. If it al-
ready has darkvision, the range of this vision is
increased by 30 feet.

‘The mushrooms last on your arm until vou finish

a long rest, but lose all magical effects 10 minutes
after they are plucked. You can phick a mushroom
as part of the action to use it.

Optional Attunement. You can choose to artune

to this item. While attuned, you can roll the d4
to determine which mushrooms grew four times
instead of twice.

Very rare variant: Increase all DCs to 16. When

determining which mushrooms grow on your limb, in-
crease the d4 10 a 46, and add the following options:

+ 5-Rheumshroom. As an action, a creature can
throw this sticky mushroom at a point it can
see within 60 feet of it, where it explodes in
a dius sphere of arthritis-inducing
spores. Each creature in the area must succeed
on a DC 16 Censtitution saving throw or suf-
fer the effects of the s/ow spell for 1 minute. An
affected creature can repeat the saving throw at
the end of each of its turns, ending the effect on
4 suceess.

+ 6-Zoomshroom. As an action, a creature can
eat this mushroom, gaining the benefits of the
haste spell for 1 minute. At the start of each of
the affected creature’s turns, roll a d6. Ona 1,
the effect ends and the wave of lethargy de-
scribed in the spell sweeps over it,

g



In addition, while a creature is atwuned to the
ring, it gains the Fungal Plating property:

0A: Fungal Plating. When you finish a long rest
while wearing the ring, hard sheets of organic
mycoprotein cover vour body. You gain the
benefits of the barksbin spell for the next 24
hours {no concentration required). While this
‘magical effect persists, you gain 5 temporary hit
points at the start of each of your turns

SPORESPREADER
Rod,staff.or wand. ineom mon (requires atiunemant by a spell-
caster)

Used as a magical foeus of the more human-
oid-esque, ‘customer-facing’ hyphan colonists,
sporespreaders are enchanted to facilitate the calm-
ing and assimilation of would-be interlopers. The
magic in these foei can paison foes with infectious
spores or generate obscuring thick black clouds to
allow their wielders to flee dangerous situations.

SPORESPREADER

This focus has 7 charges, and regains 1d4 + 3

expended charges daily at dawn, While holding
the sporespreadr, you can use an action to expend
some of its charges to cast one of the Tollowing spells
from it, using your spell save DC and spellcasting
ability:

+ Charmperson (1 charge)

+ Gabm emotions (2 charges)

You can also cast the spore o and smoke-
sereen® cantrips from the focus without using any
charges

Rare variant: Increase the number of charges to
10 and the charges regained to 1d6 + 4. Add the
following spells to the list of options:

« Mortiferous pulse® (2 charges)
+ Enrage” (3 charges)

*see dppendi B
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6 — SHADOW OF THE BROODMOTHER

BROODMOTHER'S EMBRACE

Wondvousitern, rare (requires attunement)

"T'his thick, rubbery overcoat sports several writh-
ing tentacles that can biomantically fuse with their
wwearer, acting as gills, propulsion, and a formidable,
concealed weapon. When in danger, the coat can
encapsulate you in a protective chrysalis, nourishing
you with stored regenerative mucous.

‘While wearing the coat underwater, tentacles
wiap around your throat, fusing with your vascular
system and allowing you to breathe underwater.
The tentacles also propel you, giving you a swim-
ming speed of 40 feet.

Tentacle Lash. As an action, you can make a me-
lee spell attack (+7 to hit) against a creature within
10 feet of you. On a hit, the creature takes 3d8
bludgeoning damage, and, if it is Medium or small-
er, must make a DC 15 Strength saving throw or
be knocked prone.

BROODMOTHER'S:
EmarACE

Chrysalis. You can use an action to cause the
coat 10 expand and harden, encasing you in a
regenerative, chitinous casing which grants you 20
temporary hit points. While encased, your speed is
reduced to 0 feet, you can’t take actions or reac-
tions (except the action to emerge from the chrys-
alis), and you regain 2d6 hit points at the start of
each of your turns. You can regain no more than 30
hit points in this way while encased. These effects
end when the temporary hit points are lost, after
1 minute, or when you decide to emerge from the
chrysalis as an action, whichever comes first. After
you activate this property, you can't do so again
until the next dawn

Very rare variant: Increase the swimming speed
t0 50 feet. Inorease Tentacle Lash's attack bonus
10 +8, reach to 15 feet, damage to 4d8, the size
caregory of creatures that must make the Strength
saving throw to Large or smaller, and the save DG




to 16, Increase Chrysalis’ temporary hit points to
40, the hit points regained per turn to 4d6, and
‘maximum hit points regaincd to 60,
Legendary vaciant: Increase the swim-
ming speed to 60 feet. Increase Tentacle
Lash’s attack bonus to +9, reach to 20
feet, damage to 5d8, the size category of
creatures that must make the Strength
saving throw to Large or smaller, and
the save DC 1o 17. Increase Chrys-
alis” temporary hit points to 60,
the hit points regained per turn
10 6d6, and maximum hit
points regained to 90, The
Coat's many eyes en-
hance your peripheral
vision; while wearing
the coat you have
advantage on initi-
ative checks while
not blinded.
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BROODMOTHER’S EYE
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BROODSLINGER

‘While socketed in an item, the item gains the ‘In-
tense Stare’ property.

Intense Stare. The socketed aboleth’s eye fixes
on a humanoid that you can see within 60 feet of
you that isn't hostile towards you, making you seem
both alluring and imposing (ne action require). For
the next minute, you have advantage on all Cha-
risma (Persuasion and Intimidation) checks made
to interact with the creature. After this minute
elapses, the creature realizes that you used magic
to influence its mood. How it reacts is at the GM's
discretion.

Onee you use this properey, you can't do so again
until the next dawn.

Known fondly by L'Arséne as Ling's Bane, this
forearm-mounted symbiote represents the conquer-
ing of the incredibly infectious broodmother strain
of aboleths. This blind broodling has been altered
to feed off of its host’s nutrients, generating power-
fully acidic mucous. A small note attached to one
tentacle reads:

“Upin Enterprises accepts no responsibility for
enslavement caused by accidental generation of

new aboleths caused by this item.”

BrOODMOTHER'S
i Eve
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“This magic item can holl a maximum of 10 charg-
es. Whenever you finish a short or long rest, you can
expend any number of Hit Dice to charge the Arood-
slinger. For each Hit Die spent in this way, roll each
die and add your Constitution modifier. The brood-
slingerregains a number of charges equal to the total.

Spikes. Your unarmed strikes deal 1 additional
piercing damage on a hit.

‘Mucous Spir. As an action, you can cause the brood-
slinger to spit a globule of acidic mucous at a target
within 60 feet of you. Make a ranged spell artack (+5
1o hit). On a hit, the target takes 2d6 acid damage. You
can expend charges immediately before making the
attack roll to enhance the mucous in the following way
(no action required):

Splashing Mucous (1 Charge): Hit or miss, acid
splashes onte adjacent creatures. The target, and
each creature within 5 feet of the target, must suc-
ceed on a DC 13 Dexterity saving throw or take
144 acid damage.

Rare variant: Increase the maximum charges to 15
and the additional piercing damage of Spikes to 1dd.
Increase Muucous Spit’s hit bonus to +7 and acid damage
to 3d6. Increase Splashing Mucous’ acid damage to 24,
and the save DIC 1o 15. You gain a new way to enhance
Mucous Spit: Parasitic Mucous. You can only enhance
the mucous using one option at a time.

Parasitic Mucous (2 Charges): Parasites with the
potential to poison infest the mucous. On a hir,
the target must succeed on a DC 15 Constitution
saving throw or be infected with a parasite and
Dbecome poisened, While poisoned, the creature
can’t regain hit points. An affected creature can
repeat the saving throw at the end of each of its
turns, ending the effect on a success.

‘Very rare variant: Increase the maximum charges to
20 and the additional piercing damage of Spikes to 2dd.
Increase Mucous Spit’s hit bonus to +8, and acid damage
10 4d6, Increase Splashing Mucous” acid damage to 344,
and the save DC to 16. You gain new ways to enhance
Mucous Spit: Parasitic Mucous and Infectious Mucous.
You can only enhance the mucous using one option at a
time.

Infectious Mucous (4 Charges): An infectious dis-
ease pervades the mucous. On a hit, the target must
succeed on a DC 16 Constitution saving throw or
be infected and poisoned as if by the @ragion spell.
Roll a d6 to determine conzagion 5 disease at random.

BROODSLINGER

TOME OF LIVING MEMORIES

Wornd wizard)

The pages of this book are littered with the shifting
memories of all the aboleth broodmother’s eyes
have seen. This deluge of informarion includes his-
torical occurrences, the gods, and all things arcane,
in addition to several spells. Unfortunately, the
seript is a shifting mire of letcers that anly the most
astute can decipher,

Knowledge from Beyond, Over the course of a
minute, you can attempt to discern information
from the broodmother's memorics. Make a DG 10
Intelligence check. On a success, you gain profi-
ciency in Arcana, History, Nature, and Religion
for the next 10 minutes. On a failure, you take
psychic damage equal to your level.

Shrouded Spelis. In a similar manner, you can
spend 10 minutes attempting to cast one of the
following spells, requiring no material components
and without expending a spell slot. At the end of
the 10 minutes, make an Intelligence check. The
DC equals 10 plus che spell's level. On a success,
you cast the spell, On a failure, you don’t cast the
spell and you take psychic damage equal to twice
the spell’s level.

« Identfy (1st-level)
+ Augury (2nd-level)
+ Glairooyance (3rd-lovel)

Optional Attunement. A wizard can attune

Knowing Tome property for the duration,

0A: Knowing Tome, You can use it as a spellbook
and an arcane focus. While you use this tome as
your spellbook, the compratend languages and datect
shoughtsspells are added to your known spells and
you always have them prepared

Rare variant: When you cast spells from the
Shrouded Spells property using the tome, it is the
disembodied voice of Slkvol the broodmother that
answers. Add the following spells:

+ Divination (dth-level)
+ Legend fore (Sth-level)

The Knowing Tome property becomes enhanced
as follows:

While you use this tome as your spellbook, you
can prepare 1 additional Wizard spell at the
end of a long rest and you know the guidance
cantrip, which is a wizard spell for you.

Very rare variant: When you cast spells from the
Shrouded Spells property using the tome, it is the
disembodied voice of Slkvol the broodmother that
answers, Add the following spells:

+ Divination (4th-level)

+ Legend fore (Sth-level)

* Contact other plane (5th level)
+ Find thepah (6th level)

The Knowing Tome property becomes enhanced
as follows:

‘While you use this tome as your spellbook, you

can prepare 2 additional Wizard spells and you

know the gutdaznce cantrip, which is added to
the wizard spell list for you.
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7 — DREAM WEAVER

ASTRAL LUGGAGE

Wondrousitern, very rare (optional attunement)

This luggage contains a filiered portal to the edges
of the Astral Plane, specifically the areas where be-
ings from The Anomalies slink from their far-away
plane to the timeless astral expanse. As such, you
don't use the astral fugpage as actual luggage, not
unless you want to lose it.

Portal. The astral fuggage can be opened to a
two-foot-by-one-oot opening. This opening repels
creatures, prohibiting their entry, but any object
you place inside the luggage foats off into the As-
tral Plane.

Optional Attunement. Attuning to this item en-
hances some of the Special Fastenings properties.

Special Fastenings. On the luggage are several
special buckles, zips, or clips, which you can unfas-
ten to cause magical effects. Once you unfasten a
fastening, it can’t be unfastened again until the next
dawn, at which point it reseals itself. Ifa save DC is
required, use DG 15.

- Ebony Clasp. As an action, you can unfasten
the clasp and throw the luggage at a point you
can see within 30 feet of you, where it instantly
opens, spewing squirming ebony tentacles in a
20-foot square. This arca becomes affected by
the black tentacies spell for 1 minute (no con-
centration required). If you are attuned to the

luggage, you are immune to this spell’s effects.
‘When the spell ends, the tentacles disappear
and the luggage closes.

- Amethyst Buckle. As an action, you can
unfasten this buckle and throw the luggage at a
point you can see within 30 feet of you, where
itinstantly opens and casts the eonjure anoma-
2y* spell (no concentration required). If you are
attuned to this irem, the aberration conjured is
under your control; otherwise, the aberration is
hostile to all creatures

+ Moonstone Dial. As an action, you can turn
this dial to a symbol representing a specific
plane, and press it, causing it to unfasten. As
part of the same action, you can throw it to a
point you can see within 30 feet of you, where
it instantly opens. Until the end of your next
turn, the luggage's opening becomes a portal
t0-a random location on the chosen plane thar
Medium or smaller creatures can move through
using 5 feet of movement. At the end of your
next turn, the luggage folds in on itself and ap-
pears at that location on the destination plane. If
you are attuned to the lupgage, you can attempt
todirect the portal to a specific location, as per
the releport spell.

Uncommon variant: Decrease Special Fasten-
ings' save DC to 13, Remove the Amethyst Buckle
and Moonstone Dial

AsTRAL LUGGAGE
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DREAMY THE LUcCiD
Wondrous item, uncomiiion

These adorable stuffed toys can be found in bed-
rooms following the intrusion of a dreamholder into a
settlement’s collective dreamscape. Fach toy's magic
gives the villagers autonomy over their dreams, and
acts as a preventative measure should another aber-
ration try 1o take over the villagers’ dreams again
While this toy is on your person, magic can’t put
you to sleep. If you fall asleep while holding this
stuffy, its stimulating enchantment magic acti-
vates your psyche, causing you to become a lucid
dreamer. While lucid dreaming in this way, you are
aware if a creature uses the dream spell to influence
you, Tn addition, if you are asleep when initiative is
rolled, you instantly awaken and aren't surprised

HAMMER TIME

Weapan (any hamer), uncoririan

Never has the saying “smash something into next
week” been so apt. With an hourglass filled with
Brilliant platinum sand, this magical impact weap-
on wtilises the dreamholder’s command over time
dilation to throw its victims forward in time.

“This weapon has 3 charges and regains all ex-
pended charges daily at dawn

Chronal Blink. As a bonus action, you can twist
the weapon’s pommel, expending 1 charge and
causing the sand to begin churning in defiance of
gravity. The next creature vou hit with an attack us-
ing this weapon within the next minute must make a
DC 15 Charisma saving throw. On a failed saving
throw, the targe disappears as it gets shuntsd for-
wards in time, reappearing in the space from which it
disappeared, or the nearest unoccupied space if that
space is occupied, at the end of your next turn.

Very rare variant: Increase the number of charg-
s 1o 7, Chronal Blink’s save DC to 16, and add the
Detachable Eye property.

Detachable Eye. As an action, you can detach
the eye from the centre of the weapon's shaft,
placing it on a surface to which it adheres for the
next hour. ‘The eye relays a constant stream of
visual information to the larger eyc on the weap-
on, which transforms to become a screen through
which you can view what the smaller eye can see.
At the end of the hour, the smaller eye teleports
‘back to the weapon. Once you use this property,
it can't be used again until the next dawn.

Dreamy

Hammer
TivME
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ROBES OF BEAUREVE

Wondrous item, rare (requires attunement)

Made from the stuff of dreams, the cuffs and hem
of this ethereal robe fade inta wanslucent purple
smoke, and the robes' lining is sewn from the fabric
of the night sky. A crearure wearing these 1obes can
become temporarily incorporeal, slipping through
lacked doars, blood-thirsiy demons, or out of uncom-
fortable conversations. Owners of such a garment also
find themselves incredibly productive, with dishes
eleancd and chainmail oiled each moming...

Also, it has pockets.

‘This robe has 3 charges and regains all expended
charges daily at dawn.

Incorporeality. As a bonus action, you can spend
1 charge to become incorporeal until the start of your
next turn, While incorporeal, you gain resistance to
bludgeoning, piercing, and slashing damage from non-
magical artacks, and can move through other creatures
and objects as if they were diffieult terrain. If you end
your tum inside a creature or object, you are shunted
0 the nearest unocoupied spacs, taking 1410 force
damage for every 5 feet you are shunted.

Spelicasting. You can spend charges to cast the
following spells (save DC 15). You mus: spend a
number of charges equal to the level at which you
cast the spell,

* Daydream*
+ Dreamwalk®
- Skeep

Sleepwaiker. You can't be put tosleep against
your will. When vou fall into a nonmagical sleep
while wearing these robes, you can specify one
intention, such as ‘organising my collection of but-
tons’ or ‘oiling my chainmail’. While you sleep, you
can perform light activities that fulfil this intention
while still meeting the requirements of a long rest.

Legendary variant: Increase the number of
charges to 9, the charges regained to 1d6 + 3, and
the save DC to 17. Add the astraf projection and
dream spells to the Spelleasting property, and the
robe gains the Language of the Anomalies property:

Language of the Anomalies. While you wear

these robes, you can speak, read, and write
Deep Speech, and have advantage on Charis-
ma checks made to interact with aberrations.

“See Appendix B
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SECOND CHANCE
Wondrous item, uncomion (socketable)

A pocketwatch that keeps perfect time is always

a useful bit of kit. Socketed on any clothing or ar-
mour, this specimen is even mare special, allowing
its user a second chance to perform some action.

As a bonus action, immediately before you make
an ability check or attack roll, you can activate the
stopwatch, setting a call-back marker. After you
‘make the ability check or attack roll {and after vou
know the outcome), you can choose o rewind time
by a few seconds to the moment you took the bonus
action (no action required). You must then reroll the
ability check or attack roll and use the new result.
Whether or not you choose to rewind to the call-
back marker, afrer you use this property, it can’t be
used again until the next dawn.

TIME SPLITTER

P

The sime spéiteer is just the tool for an almighty ad-
venturer who's always a lictle oo slow to get where
they need 1o be exactly in the nick of time. Har-
nessing the time dilative power of the dreamholder,
this magic weapon lets its wielder swing back in
time, or speed the flow of time for itself, allowing it
1o act more quickly

This magie weapon has 4 charges and regains
1d4 expended charges daily at dawn.

Pause. As a bonus action, you can flip the axe
around anti-clockwise in your hands, expending 1
charge. Until the end of your next turn, any creature
or abject that moves leaves a ghostly image of itself
at the moment you activated this property. You can
target this ghostly image with attacks, spells, and ef-
fects s if the creature were still in that space, though
the effects appear on the target wherever it is now.

Time Dilation. As a bonus action, you can tap
into this weapon's chronomantic magic, casting the
Aaste spell on yourself (no concentration required).
‘When you do so, the GM rolls 1d3; the result
(which the GM keeps secret) is how many rounds
the spell lasts (ending at the end of your turn). After
you activate this property, you can’t do so again
until the next dawn

Rare variant: Increase the number of charges
109 and the charges regained to 1d6 + 3. Increase
Time Dilation's 1d3 wa 1d4 + 1.

SECOND CHANCE
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8 — A TALE OF TWO TAILS

CLAWS OF CORRUPTION

Weapon (ciaw), uncommon (requires attunement)

These rough, menacing gauntlets constructed
from the razor-sharp claws of the pygmy rakshasa,
thrums with the power of its hellish essence. The
pointed tips of the claws easily dig into rock and
metal alike, letting their wearer climb the roughest
surfaces with feline agility.

‘While wearing a pair of these claws, you gain a
climbing speed equal to your walking speed. The
claws have 4 charges and regain all expended
charges daily at dawn

Rakshasa’s Corruption. Blows from this weapon
can cause a target's magical energy to turn foul and
consume it from within. When you hit a creature
with an attack using one of these claws, you can
spend 1 charge t attempt to curse it (no action

Craws oF
CorRruPTION

required). The target must succeed on a DG 13
Wisdom saving throw or be cursed for 1 minute.
When a cursed creature starts its turn while under
the effect of 2 spell or while concentrating on a
spell, it takes 1d6 necrotic damage.

Very rare variant. Increase the number of
charges to 5, and Rakshasa's Corruption’s damage
10246, You gain a +1 bonus to atack and damage
rolls made with this magic weapon

COLLAR OF THE CAT

Wandraus item, comman (requires attunerment)

While socketed on armour, clething, a focus, or a
weapon, you have a preternatural ability to land on
your feet. You have advantage on checks made to
maintain your footing and you can subtract up to 20
feet from the fall when calculating falling damage.

CotLar oF THE CaT
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EYE OF THE TIGER

Ring, uncormmon

The tiger's eye gemstone at the centre of this ring
gleams with the devious malice peculiar to the
fiendish pygmy rakshasa. Spinning slowly in its
socket, it studies its wearer and surroundings, al-
most as if waiting for a time to pounce.

The ring has 5 charges and regains all expended
charges daily at dawn.

Arcane Interference. While wearing the ring,
whenever you are the target of a spell or make a
saving throw against a spell's area of effect, you
€an use your reaction to tug at the Weave, con-
suming 1 charge and attempting to unravel the
spell's magic, If the spell is of 2nd level or lower,
roll a d4 and consult the table below to determine
the effect, which occurs immediately before the
spell’s effect. If the spell is 3rd level or higher, this

property has no effect.

da

Effects

The caster ofthe spell must make a DC13 Wisdom
saving throw, taking force damage equal to 1d6 plus
an additional 1ds foreach level ofthe spell on a failed
save, or halfas much damage on a successful one.

The spells potencyis diminished. Ifthe spel re-

guires an attack roll, theroll is made with disadvan-

tage. Ifit requiresyou to makea saving throw, you

have advantage on it

Youabsorba portian of the spell's energy, gaining
Htnci {tad6 plus n additional

~d for each level of the spell. These temporar hit
points last for1 minute.

Youare unaffected by the spell,

Very rare variant. Increase the save DC of Ar-
cane Interference to 16 and the number of charges
10 6. You can now use the ring when targeted by or
in the area of effect of a spell of Sth level or lower.

Eve oF THE TicerR
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FevLiNg's FURY.

FELINOBELIX

FELINE'S FURY

1p 1y

An ostentatiously ornate tommybow, the gold-
leaf bows are decorated with an array of bedaz-
#ling jewels. Rubies and sapphires sparkle with
the fire and ice of the Hells, emeralds carry a
vitriolic venom, and the diamonds glow with
warm, bright sunlight, a delight peculiar to the
pygmy rakshasa.

This tommybow consists of five vertically
stacked bows, each of which sports a pair of
matched, randomly determined gemstones. Roll
134 s A S e e G 'S Setnar e e T
diamonds; 2, emeralds; 3, rubies; 4, sapphires

Rakshasa's Revenge. You can use an action
to imbue a piece of ammunition with one of
the following spells (save DG 15) and fire the
ammunition at a peint or target within range:
daylight (diamond), firebadl (ruby), sleet srorm:
(sapphire), ot stench (emerald; see page S11).
When the ammunition hics a targe or surface, it
unleashes the imbued spell centred on that point.
These spells do not require concentration. You
can choose to fire at a poin on a surface orat a
target; if you miss the target, the effect is centred
on whichever surface the ammunition hits (GM's
diseretion). The gems are destroyed when the
spellis cast and their pieces fall to the ground

Recharge. You can spend 1 minute replacing
a pair of gemstones with diamonds, emeralds,
rubes, or sapphires worth at least 100 gp each.
So long as the gemstones are matching, then, at
the next dawn, they sparkle with arcane power
and can be used to imbue the bolts with the
associated spells.

FELINOBELIX

Wondrous item, rare (equives attunement)

‘This foot-high, black, stone cat statue has 3
charges and regains all expended charges daily
at dawn. Whenever you roll a die, you can
spend 1 charge o roll another die of the same
size (noaction required). You can then choose
which of the dic rolls to use. You can choose
tospend the charge after you roll the die, but
before the outcome is determined

If the result of the re-rolled die s a 1, a devil
is summoned, Consult the chart below (o deter-
mine which devil.

g
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FELNOBELIX

Attuner’s Level  Devil (CR)

Ted Imp (1)

58 Barbed devil (5)
912 Bone devil (5)
1316 Ice devil (14)
1720 Pit fiend (20)

“The devil is ahways the same individual, who has
progressed further in the infernal hierarchy with.
each visitation, It is hostile towards all creatures, but
s especially hateful towards you, as it believes you
are stealing its huck.

Legendary variant. Increase the number of
charges to 6. As a reaction when another creature
you can see within 30 feet of you rolls a die, you
can expend 1 charge to cause it to roll a second die
of the same size; you choose which of the dice to
use. I the result of the re-rolled dieis a 1, a devil is
summoned

SPLINTERSPRAY TOMMYBOW

Weapon (any tormmybow). uncommmon

Originally fashioned for low-accuracy ride-by
assassinations in urban settings, this mag-
ical tommybow retains its predecessors’
ability to self-load bolts from an attached
magazine, while magically enhancing the
artacks to spray splinters of wood and metal
towards a target.

~

SPLINTERSPRAY
TommyBOwW

‘This magical tommybow has 6 charges and
regains all expended charges daily at dawn,

Splinterspray. As an action, you can pull the
trigger extra hard, spending 1 charge, and causing
the ammunition to splinter into thousands of weod-
and-metal shards. [nstead of the normal attack
against a single target, make separate attack rolls
against two creatures within 5 feet of each other.
On a hit, a creature takes picrcing damage equal to
2d4 (plus any medifiers normally added).

Reload (3). After you make three attacks with
this weapon, you must reload it using an action.

Rare variant. Increase the number of charges to
9, and Splinterspray’s damage to 3d4.

Very rare variant. Increase the number of charg-
&510 12, and Splinterspray’s damage to 4dd.

APPENDIX A | Macrc ITEMS
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TAIL'S END
Weapon (any sword), rare

The blade of this wicked khopesh is composed of
several individual sections linked by a sturdy chain
running through the weapon's length. Always dry to
the touch, this magical blade appears to continuously
absorb any water with which it comes into contact

Split at the Seams. As a banus action, you can
press a button hidden on the weapon's hilt to cause
the sections comprising the blade to magically de-
tach from one another, remaining connected by the
chain. Until reformed as a sword as a bonus action,
this weapon loses its former sword properties and
gains those of a whip.

Unquenchable Thirst. When you roll a 20 on

an attack roll made with this weapon, it releases a
deadly burst of desiccating, negative energy that
drains moisture from a targer, forcing it to make a
DC 15 Constitution saving throw. On a failed
save, the target takes 646 necrotic damage and

is desiccated for 1 minute. On a successful save,

a creature takes half as much damage and isn't
desiccated. A desiccated creature’s skin turns dry
and brittle, rupturing with ease, and causing the
creature to take an additional 1d4 slashing damage
whenever it takes bludgeoning, force, piercing,
slashing, or thunder damage. A desiccated creature
can repeat the saving throw at the end of each of its
turns, ending the effect on itself on a success. This
property has no effect on creatures without skin or
on those immune to necrotic damage.

Very rare variant. Increase the save DC o 16
and the necrotic damage to 10d6. Atracks made
against a desiccated creature now deal an extra 148
slashing damage.

Tai's Eno
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CRAWLY & ROLLY TURRIT

Wondrous item, rare (requires attunement)

[ a— —

ROLLY TURRIT

unaligned

Weighing i 10 pounds, this 1 bed
turret is bristling with armaments. From its crude-

1y chiselled ‘bitey-bit’, to the side-mounted ‘kan-
non-boom', and the fore-mounted ‘spikeys', this magi-
cally-automated turret has but one key flaw: stairs.

Deploy. As an action, you can deploy the roy
sirrit, which magically animates for the next 10
‘minutes. During this time, it is under your mental
control while within 100 feet of you. In combat, the
turret shares your initiative count, but it takes its
turn immediately after yours. It can move and use its
reaction on its own, but the only action it takes on

its turn is the Dodge action, unless you take a bonus
action on your turn to command it to take another
action. That action can be one in its stat block or
some other action. If you are incapacicated, the tur-
ret can take any action of its choice, not just Dodge.

Once the turret has been activated, it can’t be
activated again until the following dawn.

Death & Healing. While the turret has at least 1
hit point, it regains 2d6 hit points if the mending spell
is cast on it. If the turret is reduced to 0 hit points, it
shatters and can’t be activated again until a creature.
with proficiency in smith’s tools or tinker’s tools
spends 1 hour to make a DG 15 Dexterity (smith's
or tinker’s toals) check. On a success, the turret
regains 1 hit point and can be activated as normal

Very rare variant: Shedding much
of the mobility issues of its rolly cous-
in, the cramdy durrit harnesses the hit-
and-run tactics of its draconic inspira-
tion. Recyeled dragon breath sacs give
this five-legged, brass automaton the
ability to emulate 2 dragon’s breath,
the pinnacle of kobold bio-engineer-
ing. Increase the Dexterity check o
DC 16 and change the type of wrret to
crawisy qurrit.

RoLLy Turr™

Armour Class 15 (natural armour)
Hit Points 44 (8cla + 24)
Speed 35 ft.
STR DEX CON INT wis CHA
8(1) 1603 17(+3) 105 4(3) 103
" Damage Immunities paisen, psychic
Condition Immunities blinded. charmed, deafencd. exhaus-
tion, frightened, paralyzed, petrified, poisoned
Senses darkyision 6o . passlve Perception 7
Languages —
Challenge 2 (450 XP) Proficiency Bonus 2
" Bachfire. Whenever the twrret is critically hit it backfres. Each
creature within 10 feet of the turret (including the turret) must.
succeed on a DC 15 Dexterity saving throw or take 14 (48]
§ tal shoot outwards. The turret
automatically fils this saving throw.
Spikey Charge. Ifthe turret moves at eastrs feetstraight
1 rd a b t and hitsitwitha the same.
1 dé) pi Ifthe
targetis asmall orsmaller creature, it must succeed.on 2 DC15
Strength saving throw or be knocked prone.

Wheels. The turret carit navigate over ledges greater thané.
inches in height. Ifit riesto, ittumbles and is knocked prone.

AcTions

Multiattack. The rolly turrit makes two attacks.
Chomp. Mefes Weapon Attack: +5 to hit, reach 5 ft, one target.
Hit:6 (16 +3) piercing damage.
Cannonette. Ranged Weapon Attack: +5 10 hit, range 30120 It
one target. Hit: § (1d6+3) bludgeoning damage.

N
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CRAWLY TURRIT

Tiny constrct, unaligned.

Armour Class 17 (natural armour)
Hit Points 60 (8d4 - 40)
Speed sofc, climbsof
STR DEX CON INT WIS CHA
B 18(+4) 20(+8) 1(5)  7(2) 168)
Damage Immunities poison, psychic
Condition Immunities blinded, charmed, deafened, exhaus-
tion, frightened, paralyzed. petified, poisoned
Senses darkiision 60 ft, passive Perception7
Languages —
Challenge 3 (700 XP) Proficiency Bonus +2
‘Draconic Infusion. The damage type thar the turret's Bite
Breath Bolt, and Breath Weapon deals dependson the dragon
breath sac with which itwas infused: agid (black ar copper);
<old silver o whi gold.orred): lightning (blue

o bronze); or paison (green).

Spider Cli

. The turret can climb difficult surfaces, including

<heck,
AcTions

Bite. Melee Weapon Attack: +6 10 hit. reach Sit., one target. Hit:
7 (1d6 +4) pier:
Infusion).
‘Breath Bolt. Ranges! Speli Attack: #7 10 hit, ange 120 ft one
target Hit: 11 (2d10} damage (see Draconic Infusion).
The
in thatarea DC16
G Dra-

taking 21
failed save, or half

sucoessful one.

CrAWLEY TURRIT

—
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DimensionaL DooRkNOB

DIMENSIONAL DOORKNOB
Waondrous item, vare

The diménsional doorknob is a must-have addition
to the arsenal of any thief that lacks the necessary
dexterity to pick locks themselves. In addition, the
doorknob's built-in escape magic allows for a quick
getaway when things go south. As a guard wanders
a mussum of precious relics, bowels of a jail, or the
vault of a treasury, they might find only unlocked
doors and the tell-tale glowing purple light as a tele-
portation portal flickers into and out of existence.

Stkeloton Key. As an action, you can place the
doorknob over a keyhole where, for the next min-
ute, it attempts to pick the lock. The dimensional
doorknob acts as a set of Thieves” tools and auto-
matically unlocks locks with a DC of 15 or lower.
TFor higher difficulty locks, the doorknob has a +7
modifier to its Dexterity { Thieves® tools) check.

Dortal. As an action while holding the door-
knob, you ean east the dimension door spell. When
you do so, a glowing purple portal appears in your
space until the start of your next turn, Any creature
up to 1 size larger than you can pass through the
portal. After you activate this property, you can't
do so again until the following dawn.

DRAGONMAW SHIELD

DRAGONMAW SHIELD

Armmous shield), vare (requiresattunemont)

‘With a hinged lower portion, this shield has the
appearance of a dragon’s roaring mouth, complete
with fiery interior, The dragonmdes shield's open-
ing s, in fact, a portal to a pocket dimension. This
pocket dimension is 1 10-foot cube containing 2
forge thar, due to the insulating properties of pocket.
dimensions, never cools. Tt’s perfect for getting

rid of trash, destroying incriminating evidence, or
smelting down looted weapons.

Gnash. When a creature misses you with a melee.
weapon attack, you can use your reaction to force
the creature to make a DG 15 Dexterity saving
throw as the shield chomps at their weapon with its
fiery maw. On a failed save, the creature takes 1d10
fire damage as the shield breathes a plume of scald-
ing air at them. In addition, if the creature’s weapon
is nonmagical, then any flammable components,
such as those made of wood, are destroyed

arpesonea | acioens 48165
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GUNNSPIER
Weapon (any polearm), rare

“Stab, bang, hope.” If consulted, these are the in-
structions any kobold will give on using a gunnspi-
er. Witha lengthy reload time and complete lack
of aceuracy, this matchloek-augmented polearm is
usable at only ome range: point blank. It also comes
with a lovely ribbon and a neat basket to hold all
your spare shot. Cute.

You gain @ +1 bonus to aitack and damage rolls
made with this magic weapan.

Point Blank Shot. When you hit a target with
an attack using a loaded gumnspier, you can use a
bonus action to pull the trigger, firing a plum-sized
leaden ball at the target. The attack deals an addi-
tional 2d8 bludgeoning damage. As an action, you
can reload the gunmspier.

Backfire. When you use Point Blank Shot and roll

GUNNSPIER

e

an 8 on each of the additional bludgeoning damage
dice, the gunnspier backfures. Each creature within
10 feet of you (including you) must succeed on a
DC 15 Dexterity saving throw or take 4d6 piercing
damage as shrapnel erupts from the weapon.

‘Very rare variant: Three-weapons-in-one, this
upgraded gunnspier can slash, shoot, and bite, The
pneumatic-pawered dragon's maw can run along
the length of the gun's barrel before biting into a
target skewered by its point.

Increase the attack and damage bonus to +2, and
the damage of Point Blank Shot to 3d8. Remove
the Backfire property and add the Chomp property:

Chomp. When you hit a target with an attack
using the gunnspier, you can use a honus action to
cause the jaws to shoot forward and bite into your
target, dealing an additional 1d10 piercing damage
toit as part of the attack,




KOBBOLD FLAYMEFROWER

Wondrous item, uncominon (requires attunement)

What could possibly go wrong carrying a portable
furnace on your back? Great for keeping weeds in
check, the faymafromer can be dynamically ad-
justed o spray in a wide cone or a focused line. Just
keep an eye on the pressure, as it laoks like the rats
have been chewing at the intestine hose again.

Worn like a backpack or satchel, this patchwork
vessel of scrap metal can hold a maximum of 12
charges. Over the course of an hour, you can feed
one of the following fucl options into the backpack,
causing it to regain expended charges depending on
the fuel's quality:

+ 1 sp of seasoned wood: 1d4 charges.

+ S 2p of high-quality coal or oil: 1d4 + 3 charges.

+ Fire elemental core, or breath sac of a red, gold,

or brass dragon: all expended charges.

Dragon’s Breath. While holding the flaymefroz-
o#s MmAW, You can use an action to speak one of the
Aaymefromer’s two command words, expending 1
charge and causing it to spout a gout of flame in a
10-foot cone or a 20-foot line that is 5 feet wide
(your choice). As part of the same action, you can

squeeze the maw, injecting more fuel and spend-
ing up to 3 additional charges, The size of the
cone or line increases by 5 feet or 20 feet,
respectively, for cach additional charge
expended.

Each creature in the area must make a DC 13
Dexterity saving throw, taking 2d10 fire damage
on a failed save, or half as much damage on a suc-
cessful one, The fire ignites any flammable objects
in the area that aren’t being worn or carried

Backfire. When you use Dragon’s Breath and roll
a total of 19 or higher on the fire damage dice, the
flaymefromer backfires. Each creature within 10 feet
of you (including you) must succeed on a DG 13
Dexterity saving throw or take 4d6 fire damage as
gouts of flame burst from the make-shift hose.

Very rare variant: Kobold ingenuity is excel-
lent, but the execurion can be somewhat lacking
Luckily, the original prototype of this flame-filled
backpack has undergone some extensive upgrades;
it now boasts a nigh-on indestructible braided brass
hose and can burn much hotter.

Increase the Dragon’s Breath's DG to 16 and the
damage to 4d6. Remove the Backfire property and
add the Coldfire Flame property:

Coldfire Flame. As a bonus action, you can twist
the dragon’s maw 180 degrees, causing the flame 10
burn blue and deal cold damage instead of fire dam-
age. This change lasts until you use a bonus action
to turn it back

KossoLo FLAYMEFROWER
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KOBOLD WRISTBOW

MAGIK OIL

Something about this cobbled-together,
‘wrist-mounted, bow-like contraption looks wrong.
It shouldn't hold together. ‘There’s nothing even
holding the string in place. It must be magic.
There’s no writing on it but, if there was, you feel
it'd be written as: “Kobbold RystBo.”

Handsfree. The kobold wristhow does not require
a free hand to hold er fire.

Quickshot. In respanse to your mental com-
‘mand, you can release the bowstring and make a
ranged weapon attack with the loaded wristbow
as a bonus action. You must reload a wristbow
before firing again.

Reload. You can reload the #ododd wristbow using
either a bonus action or an action. This requires at
least 1 free hand.

KosoLo
WRIsTBOW

This magik oilcan be socketed on any item you
don’t mind getting oil stains on. The slow drip of

oil from its never-clasing spout imbues the item to
which it is artached with magic, rendering the item
much more durable. Metal can't be corroded by acid
and wood & clothing cease heing flammable. Strong
magic, such as that from a 6th-level spell or higher,
can overcome this enhanced resilience. If socket-

«d on & weapon, that weapon's damage becomes
magical. If socketed on armour, the oil lubricates
the joints, removing any disadvantage on Dexterity
(Stealth) checks the armour normally imposes.

MAGIK OIL




PNEUMA BLADE
Weapon (longsword or greatswword), are

This blade shouldn’t work; the pneumatic seals are
made of earwax and leather, the sprockets” teeth
are all different sizes, and the structure itself is held
together by an adhesive tape decorated with small
ducks. The only explanation is that the sheer force
of the kobold mechamagicians' belief is encapsulat-
ed within this magic sword, allowing it to chomp at
its enemies,

Pneumatic Strike. After you make an attack roll
with this weapon, but before the result of the attack
is determined, you can use a bonus action o pull
the blade's trigger. With a pneumatic thrust, the
tap of the weapon arcs forward and you gain a +4
bonus to the artack roll.

Tetanus Blade. When you hit a creature with an
attack that uses Pneumatic Strike, the pathogens
that live within the rusty blade are reinvigorated
by its magic, and the atrack deals an additional
1d8 poison damage.

Backfire. When you roll an 8 on Tetanus Blade’s
poison damage, dormant pathogens within sur-
rounding creatures become reinvigorated. Each
creature within 10 feet of you (including you) must
succeed ona DC 15 Constitution saving throw
or take 4d6 poison damage and become poisoned
until the end of its next twm,

Very rare variant: With a refined preumatic
mechanism, this upgraded version of the prerz-
ma bladeis totally, indispurably, and inargua-
bly, 98.4385% guaranteed not to backfire. The
new-fangled heating element is also almost abso-
lutely perfect.

Increase the attack bonus of Pneumatic Strike to
+5. Change the Tetanus Blade property to Heat-
ed Weapon; this property deals 2d8 fire damage
instead of the 1d8 poison damage. Remove the
Backfire property and add the Burnout property:

Burrout. When you use the Heated Weapon
property of this weapon and roll an 8 on both
of the additional fire damage dice, the heating
mechanisim backfires. Each creature within 10
feet of you (including you) must succeed on a
DC 16 Dexterity saving throw or take 4d6 fire
damage as scalding pneumatic fluid bursts out.

Jnw BREAKERS

PNEUMA
Braoe

JAW BREAKERS

pon (any two lightmelee),

Forged as a pair, these magic weapons are crafred
from the matching upper and lower jaw bones of

a tar-rasque. Their innate magic—and one of the
reasons the tar-rasque’s bite is so powerful—creates
an arcanomagnetic pull between the two jawhones,
dealing devastating damage to whatever lies berween
them

You gain a +1 bonus to atrack and damage rolls
you make with each of these magic weapons. These
weapons deal piercing damage instead of their usual
damage type.

Chomp. When you engage in two-weapon fighting
using these two weapons and hit the same target with
your action and bonus action, the attack vou make

a5 a bonus action deals an additional 1d8 damage on
a hit.

Optional Attunement, You can choose to attune to
2 pair of jam breabers. They count as a single magic
item with regard to the number of magic items you
can attune to. When you do so, the weapons gain the
Swirling Dervish property while you are attuned to
them.

0A: Swirting Dervish. Harnessing the power of
the blades, you leap over a target, becoming a torna-
do of lacerating blades. As an action while you wield
both sz breakers, you can perdorm & magically-en-
hanced jump, attacking creatures you pass over. This
jump has a maximum distance of 20 feet, is a straight
line, must end in an unoccupied space, does not pro-
voke atracks of opportunity, and each foot you clear
on the jump costs one foot of movement. You can
make one attack against a creature under you in each
5-foot space over which you jump. These attacks
always alternate main-hand, then off-hand.

For example, if you jumped over one Huge crea-

ture, you could make three attacks against it (the

second one dealing Chomp's extra damage

on a hit). If you jumped over three Me-

dium creatures, you could make one
attack against each (with no extra
damage from Chomp).

Very rare variant: Increase the
bonus to +2, and Swirling Dervish's
jump distance to 25 feet.



TARROBE
Worndrous item, rare (requires attunement)

TARROBE

Fossilised bones and oileloth, a lipid-rich mesh of
viscous crude oil and lipophilic fibres, forms the
basis of this magical robe. In the same way the il
refracts light in rainbow hues, the cloth has a natu-
ral resistance to magic, occasionally sending spells
ricocheting back at. the caster.

Oily Barrage. While you wear this robe, you can
cast a variety of oil-based spells. This robe has 7
charges and regains 1d6 + 1 charges daily at dawn.
You can cxpend charges to cast the following spells
(save DC 15, +7 to hit). Some spells are changed to
be oil-based.

+ Grease (1 charge)

+ Greate or destroy o1l (2 charges; as create orde-
stroy water, but oil instead of water)
Mirebadi® (3 charges; instead of mud, thick,
rancid fat and oil are conjured)

TERRORASQUE
Spell Reflection. While you wear this robe, any i

time you are targeted by a magic missilespell, a line
spell, ora spell that requires a ranged attack roll,
toll 8 d8. On a 1-7, you are affected as normal. On
an 8, you are unaffected, and the effect is reflected
back at the caster as though it originated from you,
turning the caster into the target.

Legendary variant: While you wear the robe
you can speak and understand Terran. Increase the
number of charges to 12 and the charges regained
10 1d8 + 4. Add the bone cage” and conjure elemen-
zal (tar elemental only, see page 585) spells to the
Oily Barrage property (5 charges cach). The Spell
Reflection property reflects a spell back on a roll of
7 or & (you are affected as normal on a 1-6)

TERRORASQUE

Weapan (any two-handed melee), rare trequiras attunement)

From the fossilised teeth of a tar-rasque is extracted
the magic of rage and ferocity. Upon attuning to
this weapon, you gain the ability to unleash terri-
fyingly monstrous roars and swing the enormous,
b handled blade with i i

You gain a +1 bonus toattack and damage rolls
you make with this magic weapon. This weapon has
5 charges and regains 144 + 1 charges daily at dawn
Ferocious Blow. As an action, you can expend
1 charge to call upon the spiric of the tar-rasque TinvTAR

ppendix
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and make a mighty swing with this weapon. If the
attack hits, roll four times as many damage dice
for the weapon as normal for this attack. This dice
multiplication does not affect additional damage
from abilities such as smite or sneak attack, and is
unaffected by critical hits. If the attack misses, you
fall prone and your speed is reduced to 0 feet until
the start of your next turn.

Terrorise. As a bonus action, or as part of the
bonus action you use to activate the Rage class fea-
ture, you can brandish the tarvomsgus, amplifying
your yell with that of a tar-rasque’s. Each hostile
creature within 60 feet of you that can hear you
must succeed on a DG 15 Wisdom saving throw
or be frightened of you for 1 minute. An affected
creature can repeat the saving throw at the end of
each of its turns, ending the effect for itselfon a
success. After you use this property, you can't doso
again for 1 hour.

‘Very rare variant: Increase the bonus to +2, the
number of charges to 7, the charges regained to 1d6
+1, and Terrorise's DG to 16. Increase Ferocious
Blow’s damage multiplier (o five times the weap-
on's damage dice. The weapon gains the Tar Strike
property:

Tar Strike. As an action, you can mentally

command this weapon to ooze tar, expend-
ing 1 charge as you make one atcack against
a creature with it. On a hit, the target suffers
the weapon attack’s normal effects and is
restrained for 1 minute. The creature can use
its action to make a DC 16 Strength check,
ending the restrained condition on a success.

TINYTAR
Wondrous item, commen (socke table)

‘With the sentient tar of a tar elemental and a dose
of enchantment magic, one can craft this friendly
and amenable litcle helper. When applied to any-
thing you can hold, the rinyrar ensures you don’t
accidentally drop it.

Grippy. This small, magical phial contains an
animate and excitable tar. When applied to the han-
dle of a weapon, shicld or other held item, the first
creature to hold that item can’t be disarmed of the
item against its will. The ereature can still sheathe or
drop the item if it desites; the rinytar is very intui-
tive. As an action, you can hold the magical phial to
the sinyer causing it to shlink back inside.




VISCOUS SYMBIOTE
Worndrous item, rare (requires attunement)

While unworn, this item appears as a puddle of vis-
cous tar and bone shards. When you attune to this
amarphous 0o7e, it slides up your arms, enhancing
them with an extra-cutaneous layer of malleable,
oily muscle.

Armbancements, While arruncd to this item,
whenever you make an ability check that uses

Strength, you can treat a d20 roll of 7 or lower as an 8.

Malleable Skin. When you make a melee attack
on your turn, your reach for it is 5 feet greater than
normal.

Very rare variant: You gain 3 temporary hic
points at the start of each of your turns. Add the
Claws propetty.

Claws, Protruding from your tar-coated hands
are long claws, natural weapons which you can
use to make unarmed strikes. 1f you hit with
them, you deal slashing damage equal o 2d4 +
your Strength modifier, instead of the bludg-
eoning damage normal for an unarmed strike.

Viscous SymeioTe

Legendary variant: You gain 5 temporary hit
points at the start of each of your turns. Add the
Claws, Mask, and Reactive Tentacles propertics.

Mask. This oily symbiote can react to danger,
enhancing your senses. As a reaction immedi-
ately before you roll initiative, you can com-
mand the oil to cover your face for the next
minute. For the duration, you have advantage
on initiative checks and Dexterity saving
throws, and gain blindsight out to 30 feel.
After you activate this ability, you ean’t do so
again until the following dawn.

Reactive Tentacles. Your symbiote protects you
from incoming blows. Whenever you are the
target of 2 melee attack by an attacker you can
see within 10 feet of you, you can use your re-
action to make a melee attack (+9 o hit) against
that attacker immediately after its attack con-
cludes. This attack deals 2d8 piercing damage
on a hit.

[I — LOOT TAVERN

EYES OF GOOGLY

Wondrous itemn, common

Firm, and always slightly moist to the touch,
this pair of eyes wanders of their own accord.
When placed on a single object that can fit in-
side a 5-foot cube, the object becomes sentient.
It can’t speak, and has statistics the GM deems
appropriate.

GRILL OF BARBECUING

Wondrous item, uncarmmon

“There’s an old adage: “If you can’t stand the
heat, get the hell out of the kitchen. If you can
stand the heat, make the kitchen portable and
take it wherever you go!” To accompany the
launch of her book, Heliana commissioned the
ever-useful artificer, L’ Arséne Upin, to pro-
duce a line of poreable kitchen backpacks. In
addition to improving flavour and nutritional
value, the pockets of these grill-backpacks
alvays contain the cumin, shallots, or other
ingredients that you forgot 1o pack. Nice!

Extra-Dimensional Pantry. One pocket of
this grill-backpack is a gateway to a pocket di-
mension that magically refills with sustenance
at dawn each day. It has enough vegetables
and sundries for one magical meal or for a day's
rations for one creature. The nature of the food
that a creature extracts from the pocket dimen-
sion is always a reflection of what the creature
desires at that moment. The pocket only allows
items to be taken from it; any attempt to put
something into this pocket results in the item
being fired back out.

Sous-Chef. The grill's inbuilt cooking mon-
itor adjusts its own temperature to improve the
end result of foods cooked with it. When you
cook a magical meal using this grill, it gains one
additional boon from the Cooking Boons table
at random,

Tools for the Job. The grill of barbecuing
comes with all the paraphemalia needed for
cooking and acts as cook’s utensils

GrilL oF BARBECUING
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HELIANA’'S GUIDE TO MONSTER
HUNTING
Wondrous item, uncommon

Full of useful knowledge and heavy enough to crush
a skull, Heliana's Guide to Monster Hunting is
noching if not handy. The personalised quotes from
Heliana, Peeper’s deft proofing and editing, and the
numerous ink stains and spilled watercolours give
this hefty wme a homemade feel

Fantastic Phalanges and Where to Find Them. As
an action, you can open this book and stare intenty
at its pages, which tum of their own accord to settle
on an anatomical diagram of the nearest corpse to
the book. You immediately learn all the harvestable
parts of the corpse, as well as their Component DCs.

Weapon of the Learned. This book can be used as
a simple melee weapon that deals 1d6 bludgeoning
damage on a hit and has the versatile (1d8) prop-
erty. If you are proficient in the Arcana, Iistory,
Nature, or Religion skill, you are proficient with
this weapon.

Very rare variant: The deluxe, leatherbound
version of this book imparts some of Heliana's own
wisdom to those that read it regularly; it has the
Anatomiser property.

Anatomiser. If you read this book for 1 hour, you
gain proficiency in one of the following skills
of your choice for the next 24 hours: Arcana,
Investigation, Nature, Medicine, Religion, or
Survival. Once you use this feature, you can’t
use it again for 24 hours.

LiARsene's
QUaonoCuLARS

Hewana's Guioe

LARSENE’'S QUADNOCULARS

Wondrous item. rarz.

Expecting a flaod of adventurers to buy Heliana’s
book and begin crafting their own magic items —
potentially putting him outof a jobl—L'Arséne
devised a way he might profit from the book's
popularity. With a series or articulating lenses that
filter out threads belonging to different schools of
magic, L' Arséne’s Quadnoculars grant their wearer
the ability to identify the magic items that could be
constructed from a recently slain creature. After all,
it’s not much use knowing what you can harvest
without knawing how you can use it.

Spectacular Analytica. As an action,
you can flick through the filters of
these goggles and stare intently at a
corpse within 60 feet of you. You
immediately learn the general func-
tien {or the specific mechanics at
the GM’s discretion) of the possible
magic items that can be crafted from
the creature’s harvestable compo-
nents, as well as the effects of the
magical meals you could make
from it.
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APPENDIX B — SPELLS

This appendix lists the new spells that can be found
throughout the hunts, iems, and creatures of this book,
as well as the classos that have access to those spells.
Spells are arranged alphabetically, and lists are provid-
ed separating them by level and school.

BIOMANCY

Biomancy is a new sehool of magic introduced in this
book. Biomantic spells revolve around living matter and
its manipulation. They can transform skin, repair wounds,
spread disease, and even stimulate cellular metabolism.

Optional Riele: No Biomancy. If sou'd rather not use
the school of biomancy in your world, you can elect to
use the alternative school of magic supplied with cach bi-
omancy spell in this book. In the following spell lists, the
superscript letter after the name indicates the alternate
school that can be used if you do not wish to include this
schoal in your world (A, Abjuration; C, Canjuration; Ev,
evocation; N, necromancy; T, transmuation)

Optional Rule: Alternatice Schools. The list below
dotails the spolls from the core 5th-cdition rules that
ean belong to the school of biomancy instead of their
original school. Alternatively, you can have the spell
simultancously belong to both schools of magic. A
ereature that casts a spell belonging to more than one
school of magic must dictate which school the spell
belongs to each time it is cast.

SRD BIOMANCY SPELLS g

18T LEVEL 4TH LEVEL
Cure Wounds Staneskin
FalseLife B
Healing Ward 5
Jump Contagion
Longstrider Greater Restoration
Mass Cure Wounds
2ND LEVEL
Aild 6TH LEVEL
AherSelf Fleshto Stone
Barkskin Harm
Darkvision Heal
Lesser Restoration e Tiver
Pratectian from Poison o
Spider Climb egenerate
Simulacrun
3RD LEVEL
9TH LEVEL
Haste i
Mass Healing Ward Mass Heal
Shapechange

Revivify
Water Breathing

SPELLS BY
AcidRain
Arcanomagnetic
Repulsion
Arcanomagnetic Storm
Auraof Impurity
Blinding Radiance
Bone Cage

Canit Trip

Canftrip
Cannotrip
Chamelean Skin
Coneussion
Conjure Anomaly
Corrupting Ichor
Daydream

Depth Charge
Dreamwalk
Eelskin
Endoleech
Endure

Enrage

Ferocious Strike
Feverskin
Firther's Shadow
Fixit

Flare

Flipperform

Food Coma
Frogskin

Fungal Infection
Gravity Repulsion
Gravity Smash
Howl
Humperdink's
Halitosis
Incorporeality
Inequality
Influenza
Initiative
Lungburst
Magnetite Shard
Magnetobolt
Mass Leech
Mechamagic
Mireball
Mortiferous Pulse
Peppermint Plate
Pins & Needles
Preserve

Primal Scent
Protection

Power Word Shield

Riptide 508
Shackles ofPain 508
Shielding Word 508
Smokescreen 509
Spark 509
Spore Cloud 509
Stalker's Eye 509
Stench 09
SugarRush 510
Swarm 510
Switcheroa 510
Tentacle Lash 510
The Bends s
Tatem Arraws 511
WaterWhip s
Weavebend 512
Weave Entanglement 512
Zippit! 512

SPELLS BY LEVEL

CANTRIPS (0 LEVEL)
Canit Trip,
Cantrip
Concussion
Ferocious Strike
Flare

Howl
Magnetobolt
Pins & Needles
Primal Scent
Smokescreen
Spark

Spore Cloud
Stalker's Eye
Swarm
WaterWhip

1ST LEVEL
Chameleon Skin
Cannatrip
Corrupting Ichar
Daydream

Fixit

Flipperform
Humperdink's Halitosis
Initiative
Peppermint Plate



2ND LEVEL
Arcanomagnetic Repulsion
Dreamvialk

Eelskin

Endolesch

Inequality

Mortiferous Pulse

Preserve

Protection

Riptide

Shielding Word

Sugar Rush

3RD LEVEL
Acid Rain

Depth Charge
Enrage
Firther'sShadow
Food Coma
Influenza
Magnetite Shard
MassLeech
Mireball

Stench
Switcheroo

The Bends
Zippit!

4TH LEVEL

Aura of Impurity
Blinding Radiance
Frogskin

Fungal Infection
Gravity Repulsion
Mechamagi
Shackles of Pain
Tentacle Lash
Totem Arrows
‘Weavebend

STH LEVEL
BoneCage
Conjure Anomaly
Endure

Feverskin
Gravity Smash
Incorpareslity

6TH LEVEL
Lungburst

Weave Entanglement
TTH LEVEL

Arcanomagnetic Storm
Power Word Shield

SPELLS BY SCHOO Sk}

ABJURATION EVOCATION NECROMANCY
Repulsion Corrupting Ichor
Aura of Impurity Blinding Radiance Endure
Cant Trip Cancussion Mass Leech
Cantrip Depth Charge .
Cannotrip Flare TRANSMUTATION
Peppermint Plate Gravity Repulsion Fixit
Power Word Shield Gravity Smash How!
Protection Magnetite Shard Humperdink’s Halitosis
Shackles of Pain Magnetobalt Incorporeality
Shielding Word Spark Mechamagic
Weavebend Ripride
‘Weave Entangle me nt Switcheroo
Totem Arravs
BIOMANEY Water Whip
Bane Cage”
ChameleonSkir’ TAMER SPELL LIST 3
w
S Tamer spellcasting stems from the magical connec-
Ferocious Strike” tion between tamer and companion. Tamers' spells do
Feverskin® not tend to directly harm targets but instead focus on
i strengthening allies. The full spell list for the new tamer
Frogskin® class, including spells from the SRD (the freely-avail-
Fungal Infection” able Sth-edition rules) is provided below. Spells with
Influenza® asterisks (*) are new spells that can be found in this
Lungburst® appendix

Martiferous Pulse
Pins & Needles®
Preserve:

Spore Cloud®
Sugar Rush’
Swarm®

Tentacle Lash”
The Bends™
Zippit!
CONJURATION
Acid Rain
Conjure Anamaly
Mireball
Smokescreen
stench

DIVINATION
Primal Scent

ENCHANTMENT
Daydream
Dreamuwalk
Enrage

Firther's Shadow
Food Coma
Ineguality
Initiative
Stalker's Eye

CANTRIPS (0 LEVEL B
Canit Trip* L
: Protection from Esil and.
FerociousStrike’
Guidance cead
! Purify Feod and Drink
Howl
Light Sahetjary
: . Shield of Faith
PrimalScent’
silent Image
Resistance Sleer
e Speatcnith Al
Spare the Dying L
Staller's Ere® 28D LEVEL
Wicious Mockery Aid
ErlveL Alrer Self
Animal
Chamelean Skin® hial Hiessenee:
: Barkskin
Cure Wounds Blur
Detect Magic
L Calm Emotions
Expeditious Retreat
% Darkvision
tenene Decect Thoughts
Fase Life et
Eelski
Feather Fal
Enhance Ability
Flipperfarn®
Enlarge/Reduce
st Inequaliny®
Healing Word S
i Invisibility
Heroism e
Bl Lesser Restoration
Initiative® Laits
Locate Animals or Plants
Jump
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Locate Object
Mirror Image
Passwithout Trace
Preserve®
Protection®
Protectian from Poison
See Invisibility
Shielding Word*
Silence

Spider Climb
Sugar Rush*
Warding Bond.

3RD LEVEL

Blink

Create Food and Warer
Daylight

Dispel Magic

Fear

Fly

Food Coma®

Haste

Mass Leech*
Nondetection
Protection from Energy
Remove Curse
Switcheroo®

Tongues

Water Breathing
Water Walk

4TH LEVEL

Aura of Impurity*
Control Water
Death Ward
Dimension Door
Dominate Beast
Fire Shielel
Freedam of Movement
Greater Invisibility
Locate Creature
Resilient Sphere
Stoneskin

5TH LEVEL
Antilife Shell
Awaken

Dispel Evil and Good
Dominate Person
Endure’

Ceas

Greater Restoration
Incorpareality
LegendLore
Mislead

Telepathic Bond
Saying

"L 4%

Ay

=

BARD

CANTRIPS (O LEVEL)
Carft Trip

Cartrip

Ferocious Strike
Stalke?s Eye

18T LEVEL

Cannatrip
Chameleon Skin

Humperdinks Halitosis
Initiative

2ND LEVEL
Dreammwalk
Inequality
Martiferaus Pulse
Protection
Shielding Word
SugarRush

3RD LEVEL
Enrage

Food Coma
Mireball

Stench

Switcheroo

Zippit!

4TH LEVEL
Mechamagic
Shackles of Pain
STH LEVEL
Incorporeality
6TH LEVEL
Weave Entanglement
7TH LEVEL
Power Word Shield

CLERIC
CANTRIPS (O LEVEL)
Carft Trip

Flare

15T LEVEL

Fixit
Peppermint Plate

2ND LEVEL
Arcanomagnetic Repulsion
Inequality

Preserve

Protection

Shielding Word
SugarRush

3RD LEVEL
Food Coma
Influenza
Mass Leech
Switcherao

4TH LEVEL
Blinding Radiance
Shackles of Pain

5TH LEVEL
Bone Cage
Endure
Feverskin
Incorporeality

7TH LEVEL
Power Word Shield

DRUID

CANTRIPS (0 LEVEL)
Carit Trip
Concussion
Ferocious Strike
Howl
Magnetobolt
Pins & Needles
Primal Scent
Smakescreen
Spore Cloud.
stalker’s Eye
Swarm

Water Whip

18T LEVEL
Chameleen Skin
Corrupting Ichor
Daydream
Flipperform

2ND LEVEL
Arcanomagnetic Repulsion
Dreamwalk
Eelskin
Endoleech
Mortiferous Pulse
Preserve
Protection
Riptide

38D LEVEL
Acid Rain
Depth Charge
Food Coma
Influenza
Magnetite Shard
Mireball

Stench

The Bends
Zippit!

ATH LEVEL
Frogskin

Fungal Infection
Tentacle Lash
Totem Arrows.
STH LEVEL
Bone Cage
Endure
Feverskin
Incorporeality
7TH LEVEL
Arcanomagnetic Storm

PALADIN

1ST LEVEL
Peppermint Plate
2ND LEVEL
Inequality
Preserve
Protection
Shielding Ward
Sugar Rush

3RD LEVEL
Food Coma

4TH LEVEL
Auraef Impurity
Blinding Radiance
Shackles of Pain
STH LEVEL

Bone Cage
Endure



RANGER

ST LEVEL
Chameleon Skin
Flipperform
Initiative

2ND LEVEL
Dreamualk
Preserve
Protection

4TH LEVEL
Tentacle Lash
Totem Arrows.

5TH LEVEL
Endure

SORCERER

CANTRIPS (0 LEVEL)
Cantrip
Concussion
Ferocious Strike
Flare
Magnetobolt
Pins & Needles
Smokescreen
Spark
sporeCloud
Swarm

Water Whip

18T LEVEL
Cannatrip
Corrupting lchor
Flipperform
Fixit

Humperdinkcs Halitosis
Initiative

Peppermint Plate

2ND LEVEL
Arcancmagnetic Repulsion
Eelskin

Endoleech

Riptide

Shielding Word

Sugar Rush

3RD LEVEL
Acid Rain
DepthCharge
Enrage
Firther'sShadow
Magnetite Shard
Mireball

Stench
Switcheroo

The Bends.

Zippit!

4TH LEVEL
Blinding Radiance
Frogskin

Cravity Repulsion
Weavebend

5TH LEVEL
Feverskin
Gravity Smash
Incorporeality

6TH LEVEL
Lungburst
Weave Entanglement

7TH LEVEL
Arcanomaghetic Storm
Power Word Shield

WARLOCK

CGANTRIPS (0 LEVEL)
Canitrip

Goncussion

Ferocious Strike
Magnetobolt

Pins & Needles

Spark

Spore Cloud

Swarm

1ST LEVEL

Cannotrip

Cornupting ichor
Daydream
Humperdinks Halitosis
Peppermint Plate

2ZND LEVEL
Arcanomagnetic Repulsion
Dreamwall

elskin

Endloleech

Mortiferous Pulse

Riptide

3RD LEVEL
Acid Rain

Depth Charge
Enrage

Firther's Shadow
Influenza
Magnetite Shard
Mass Leech

Mireball
Stench
Switcheroo.
The Bends
Zippit!

4TH LEVEL

Aura of Impuity
Blinding Radiance
Frogskin

Fungal Infection
Gravity Repulsion
Shackles of Pain
Tentacle Lash
Weavebend

5TH LEVEL
Bone Cage
Canjure Anomaly
Endure

Feverskin

Gravity Smash
Incorporeality

6TH LEVEL
Lungburst

7TH LEVEL
Arcanomagnetic Storm

WIZARD

CANTRIPS (0 LEVEL)
Cant Trip
Can'trip
Cancussion

Flare
Magnetobolt
Pins &rNeedles
Smokescreen
Spark

Water Whip

1ST LEVEL
Cannorrip
Chameleon Skin
Corrupting Ichor
Flipperform

Fixit

Initiative
Peppermint Plate
2ND LEVEL
Arcanomagnetic Repulsion
Dreamwalk
Eelskin
Endoleech
Preserve

Riptide AcCID RAIN

3RD LEVEL 3rd-level conjuration

Acid Rain Casting Time: 1 action

Depth Charge Range: 90 feet (20-foot-radius, 60-foot-tall cylinder)

Hirthatssha souy Components: V, S, M (a drop of acid)

Magnetite Shard nolvndan z o

s ek uration: Concentration, up to 1 minute

e Class: Druid, Sorcerer, Warlock, Wizard

S‘I’”“"!:"’ With a gentle patier, corresive raindrops build to an

e enie acidic defuge in a 20-foot-radius, 60-foot-tall cylin-
L der, centred on a point within range. When the rain

41 LEveL begins, each creature in the area must make a Dexter-

ok ity saving throw, taking 4d6 acid damage on failure

o half as much damage on a success. For the duration,
A creature must also make this saving throw when it

Fungal Infection
Gravity Repulsion

Mechamagic enters the spell's area for the first time on its turn or
Tentacle Lash ends its tumn there.
B ) At Highar Levels. When you cast this spell using
STit LEVEL a spell slot of 4h level or higher, the acid damage
Bone Cage increases by 1d6 for each slot level above 31d.
Conjure Anomaly
Feverskin ARCANOMAGNETIC REPULSION
Gravity Smash 2d-level abjuration
Incorporeality

Casting Time: 1 action
6TH LEVEL Range: Self (20-foot-radius sphere)
Lungburst Components: V, S

Weave Entanglement. Duration: Cencentration, up to 1 minute

7TH LEVEL Class: Cleric, Druid, Sorcerer, Warlock, Wizard
Arcanomagnetie Storm

PowerWard Shield

You emit waves of arcanomagnetic energy, distort-
ing the trajectories of ferrous items. For the duration,
attacks using ferrous weapons or ammunition made
against you have disadvantage. In addition, the area
within 20 feet of you is difficult terrain for creatures
that are made of ferrous metal or are wearing ferrous
armour.

Magnetic Pulse, When you cast this spell and as a
bonus action on your subsequent tums, you can force
one Huge or smaller creature that is experencing this
difficult terrain to make a Strength saving throw. On
2 failure, it takes 1d6 force damage is knocked prone

At Higher Levels. When you cast this spell using a
spell slot of 3rd lewel or higher, the damage and radius
of the area of difficult terrain increase by 1d6 and 5
feet, respectively, for each slot level above 2nd.

ARCANOMAGNETIC STORM
7th-level evocation

Casting Time: 1 action

Range: 150 feet (ten 10-foot cubes)
CGomponents: V, S, M (a piece of bismuth)
Duration: Concentration, up to 1 minute
Class: Druid, Sorcerer, Warlock, Wizard

A storm made of crackling lightning and arcanomag-
netic winds appears in a location you choose within
range. The area of the storin consists of up te ten 10~
foot cubes, which you can arrange as you wish, and
which last until the spell ends. Each cube must have
at least one face adjacent to the face of another cube.
As a bonus action at the start of sach of your turns,
you can remove one 10-foot cube, and place another
10-foot-cube adjacent to the face of another cube.

Each crearure that starts its turn in the area or
enters the area for the first time on its turn must make
a Dexterity saving throw, taking 4d8 lightning dam-
age on a failure, or half as mueh damage on a suceess
Each creature that ends its turn in the area must make
a Strength saving throw, taking 4d8 force damage
and being knocked prone on a failure, or taking half
as much damage and not being knocked prone on a
suceess, A creature made of ferrous metal or wearing
ferrous armour has disadvantage on this Strength
saving throw

‘The area is difficult terrain for any creatures made
of ferrous metal or wearing ferrous armour.

At Higher Levels. When you cast this spel using a
spell slot of 8th Level or higher, increase the lightning
and force damage by 18 for cach slot level above 7th.

AURA OF IMPURITY
Ath-level abjuration

Casting Time: 1 action

Range: Self (30-foot-radius sphere)
Components: V.

Duration: Concentration, up to 1 minute
Class: Paladin, Tamer, Warlock

Encrvating energy radiates from you in an aura with
430-foot radius. Until the spell ends, the aura moves
with you, centred on you. Each creature of your
choice that enters the aura for the first time on its turn
or starts its turn there must succeed on a Charisma
saving throw or become drained until the end of

its next tum. While drained, a creature must roll a

d4 and subract the number rolled from each ability
check, attack roll, or saving throw it makes, and any
hit points a creature regains are reduced by half.



BLINDING RADIANCE

4th-level evacation

Casting Time: 1 action

Range: Self (10-foor-radius sphere)
Components: V, S, M (a strip of magnesium)
Duration: Concentration, up to 1 minute
Class: Cleric, Paladin, Sorcerer, Warlock

Bright light erupts from your form and dazzles those
around you. For the duration, you emit bright light

in a 50-foot radius and dim light for an additional

50 feet. Bach creature that moves within 10 feet of
you for the first time on its turn or that starts its turn
there must make a Constitution saving throw. On a
failure, a creature takes 3d10 radiant damage and is
blinded until the start of its next turn. On a suceess, 4
creature takes half as much damage and isn't blinded.

At Higher Levels. When you cast this spell using a

spell slot of Sth level or higher, the damage increases
by 1d10 for each slot level above 4th

BONE CAGE

‘5th-level biomancy” (*can be replaced with necromancy)

Casting Time: 1 action

Range: Self (20-foot-radius sphere)

Components: V, 5, M (the bones of at least one
non-animated corpse, which the spell consumes)

Duration: 1 minute

Class: Cleric, Druid, Paladin, Warlock, Wizard

You draw the bones from all corpses within range,
forming a carapace of ribcages and femurs. You gain
temporary hit points for each Small or larger corpse
whally or partly within range, according io its size,
that last for the duration:

Size Temporary Hit Points Gained
Small 1d6+1
Medium  1d8+z
Large 11045
Huge adiziiz
Cargantuan  1d20+25

As an action on a subsequent turn, you can cause
your armour of bones to erupt, expending all remaining
temporary hic points. Each other creature within range
must make a Dexterity saving throw, taking piercing
damage equal to your expended temporary hit points on
a failure, or half as much damage on a success. Whatever
the manner in which the temporary hit points are lost,
the bones shater and can’t bs used in this way again.

At Higher Levels. When you cast this spell using a
spell slot of 6th Level ot higher, the range of this spell
increases by 10 feet for cach slot level above Sth.

CAN'T TRIP
Abjuration cantrip

Casting Time: 1 action
Range: 30 feet
Components: V, §
Duration: 1 round
Class: Bard, Cleric, Dru

, “Tamer, Wizard

Choose  willing ereature within range that you can sce.
Uniil the end of your next turn, that Creature is immune
10 the prone condition. If it 5 already prone and is not
restrained, this spel sets it on its feet.

The number of creatures you can simultaneously
target with this spell increases by 1 when you reach
Sthlevel (2 creatures), 11th level (3 creatures), and
17th level (4 creatures).

CAN'TRIP

Abjuration cantrip

Casting Time: 1 action
Range: 60 feet

Components: V, §

Duration: 1 round

Class: Bard, Sorcerer, Warlock, Wizard

You temporarily tangle the Weave around  creature
‘within range that you can see. Undil the start of your
next wrn, each time the creature tries to cast a canirip
whilst this spell affects it, it must succeed on a spell-
casting ability check agains: your spell save DG
waste its action (but not its spell slor). The spell ends
if the target moves out of the spell’s range

“The maximus level of spell inhibited by this
cantrip increases when you reach 5th Level (1st-level
spells), 11th level (2nd-level spells), and 17th level
(3rd-level spells)

CANNOTRIP

15t-level abjuration

Casting Time: 1 action

Range: 60 feer

Components: V, §

Duration: Concentration, up to 1 minute
Class: Bard, Sorcerer, Warlock, Wizard

Choose a creature you can see within range. Each

time the target trics to cast a spell of cqual or lower
level than this spell, it must succeed on a spelleasting
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ability check against your spell save DC or waste its
action (but not its spell slot).

At Higher Levels. When you cast this spell using
& spell dot of Znd level or higher, you inhibit spells 1
spell level higher for each slot level above 1st,

CHAMELEON SKIN

15 t-level biomancy® Fean be replaced with transmatation)

Casting Time: 1 action

Range: Touch

Components: V, S, M (red, yellow, and blue pig-
ment)

Duration: Concentration, up te 10 minutes

Class: Bard, Druid, Ranger, Tamer, Wizard

You imbue a creature you touch with pigment so that
its skin, and anything it wears or carries, slowly shifts
hues to match its surroundings. For the duration, the
target can take the Hide action as 2 bonus action on
each of its turns, even when only lightly obscured

1f the target did not move during its last tum, crea-
tures have disadvantage on any Wisdom (Percep-
tion) checks made to see the target. Creatures who do
nat rely on sight, such as those with tremorsense, are
immune to chis effect.

At Higher Levels. When you cast this spell using
2 spell slot of 2ad level or higher, you can target one
additional creature for each slot level above 1st.

CONCUSSION

Evocation cantrip

Casting Time: 1 action

Range: 60 feet

Components: V, S

Duration: Instantaneous

Class: Druid, Sorcerer, Warlock, Wizard

With a thdpom that can be heard 100 feet away, you
cause a sudden increase in the air pressurs surround-
ing: a creature you can see within range. The target
must succeed on 4 Gonstitution saving throw or take
1d8 thunder damage and become deafened until the
start of your next turn.

This spell’s damage increases by 1d8 when you
teach 5th level (2d8), 11th level (3d8), and 17th level
(4d8).

CONJURE ANOMALY

Sth-level conjuration

Casting Time: 1 minute
Range: 90 feet

Components: V, S, M (an aberration component)
Duration: Concentration, up to 1 hour

Class: Warlock, Wizard

You call forth an aberration at random from the
Anomalies, a distant and bizarre plane. Choose an
unoceupied space within range. An aberration of
challenge rating 5 or lower (GM’s choice) appears in
the space. The aberration disappears when it drops to
0 hit points or when the spell ends.

“The aberration is friendly to you and your sompan-
ions for the duration. Roll initiative for the aberration,
which has its own turns. Tt obeys any verbal com-
mands that you issue to it (no action required by you)
1f you don’ issue any commands to the aberration,
it defends itself from hostile creatures, but otherwise
takes no actions.

1f your concentration is broken, the aberration
dovsn't disappear. Instead, you lose control of the
aberration, it becomes hostile towards you and your
companions, and it might attack. An unconcrolled ab-
enration can't be dismissed by you, and it disappears 1
hour after you summoned it

At Higher Levels. When you cast this spell using
a spell slot of 6th level or higher, the challenge rating
increases by 1 for cach slot level above Sth.

CORRUPTING ICHOR

sstlevel necromancy

Casting Time: 1 action

Range: 60 feet

Components: S, M (some phlegm)
Duration: Instantaneous

Class: Druid, Sorcerer, Warlock, Wizard

You spit a globule of phlegm at one creature within
range. Make a ranged spell attack against the target. On
a hit, the target takes 28 necrotic damage. In addition,
until it uses its action o wipe off the phlegm, it takes
1d4 necrotic damage at the start of each of its tums and
any hit points regained are reduced by half.

At Higher Levels. When you cast this spell using a
spell slot of 2nd level or higher, the damage at the end
of the target’s next furn increases by 1d8 for each slot
level abovs 1t



DAYDREAM

ast-Jevel enchantment

Casting Time: 1 action

Range: 30 feet

CGomponents: V, 5, M (a tiny, four-panelled window)
Duration: Concentration, up to 1 minute

Class: Bard, Druid, Warlock

You fioat some mildly distracting thoughts into the
mind of a humanoid you can see within range. The
tatgee must succeod on 2 Wisdom saving throw or
have disadvantage on Wisdom (Perception) checks
(taking a - penalty t0its passive Perception as a result
of this disadvantage) until the spell ends, A creature
immune to being charmed i unaffected by this spell.

A creature that succeeds on the saving throw by 3
or mare is aware that an attempt was made to influ-
encs it with magic. Otherwise, the creature remains
unaware of the magic that affected Ir.

At Higher Levels, When you cast this spell using
a spell slot of 2ad level or higher, you can target one
additional creature for cach slot level above Ist, or you
can extend the Tange of the spell by 30 feet for cach
slot level above 1st

DEPTH CHARGE

3rd-level evoeation

Casting Time: 1 action
Range: 90 feet (20-foot-radius sphere)
CGomponents: V, §, M (some metamorphic rock)
Duration: Instantaneous

Class: Druid, Sorcerer, Warlock, Wizard

‘With a boom that can be heard 300 feet away (or
1000 feet in 4 liquid), 4 pulse of thunder ripples out
from a peint you choese within range. Each ereature
in a 20-foot-radius sphere centred on that point must
make a Constitution saving throw. A target takes
7d6 thunder damage on a failed save, or half as much
amage on a suceessful one. This damage increases o
9d6 if the affected creature is submerged in 3 liguid

At Higher Levels When you cast this spell using a
spell slot of 4th level or higher, the damage increases
by 1d6 for each slot level above 3rd

DREAMWALK

and-level enchantrient (vitual)

Casting Time: 1 action
Range: 30 feet

G V.S, M (atiny d her)
Duration: 24 hours
Class: Bard, Druid, Ranger, Warlock, Wizard

Choose up 1o ten willing creatires you can see within
range. For the duration, they gain the ability to lucidly
dream whenever they slocp. While lucid drcaming,

a creature always knows if the drean spell s being
used to target it. In addition, when you cast this spell,
cach ercature affceted by it can choose to instantly fall
aslecp, even if that creature has a trait that normally
prevents it from being magically put to sleep (such as
elves' Fey Ancestry)

EELSKIN

2nd-level biomancy” (‘canbe replaced with evacation)

Casting Times 1 action or 1 bonus action
Range: Touch

Components: V, S, M (some jellied eel)
Duration: Concentration, up to L minute

Class: Druid, Sorcerer, ‘Tamer, Warlock, Wizard

You cause the skin of a willing creature vou touch to
produce a slimy, electrified mucous. The creature's
unarmed strikes and natural weapon attacks become
magical for the duration of the spell. The first time the
creature hits with an unarmed strike or an attack using
a natural weapon on its turn, it deals an additional 1d8
lightning damage as the stored lightning discharges.

Stimy. For the duration, the ercature has advantage
on checks and saves made to avoid being grappled or
restrained, and disadvantage on any arrempts you
make to grapple another creature.

At Higher Levels. When you cast this spell using a
spell slot of dth level or higher, the damage increases
by 1d8 per twoslot levels above 2nd.

AopDiED | SPruis
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ENDOLEECH
2nd-level biomancy® ("can be replaced with evocation)

Casting Time: | action

Range: Touch

Components: V, S, M {red, yellow, and blue pig-
‘ment)

Duration: Instantaneous

Class: Druid, Sorcerer, Warlock, Wizard

You touch a creature, absorbing the energy from its
body and bolstering your metabolism. Make a melee
spell attack against a creature you can reach. On a
hit, the target takes 546 cold damage and can't take
reactions until the end of its next turn. In addition, un-
il the end of its next turn, its speed is reduced by 15
feet and your speed is increased by 15 feet

At Higher Levels. When you cast this spell using a
spell slot of 3rd level or higher, the damage increases
by 1d6 for cach slot level above Znd.

ENDURE

5th-level necromancy

Casting Time; 1 action

Range: 60 feet

Components: V, S, M (a gem-encrusted cackroach
worth 250 gp, which the spell consumes)

Duration: 1 minute

Class: Cleric, Druid, Paladin, Ranger, Tamer,
Warlock

Choose a willing creature you can sce within range;
it ceases to heed the pained calls of its body, needing
neither food nor water to exist. An affected creature
ignores the effects of exhaustion, the poisoned condi
tion, and cannot be incapacitated, stunned, paralysed,
or fall unconscious. Each time an affected creature
takes damage that would reduce its hit points 0.0, it
makes a death saving throw instead. If the creature
fails 3 death saving throws, it dies.

When the spell ends, the creature gains a level of
exhaustion for cach death saving throw it failed. If the
creature is resurrected after dying from these failed
death saving throws, it does not regain consciousness for
a duration equal to the time for which this spell affected
it. When it wakes, it gains 3 levels of exhaustion.

1f the creature is still alive when the spell ends, it
falls unconscious for a duration equal to the time for
‘which this spell aflected it. Whilst unconscious in this
way, the creature can not be awakened by any means
short of a aish spell.

At Higher Levels. When you cast this spell using a
spell slot of 6th level of highet, you can increase the
duration to 10 minutes (6th level), 1 hour (7th level),
8 hours (8th level) or 1 day (9th level)

ENRAGE
3riklevel enchantment

Casting Time: 1 action

Range: 120 feet (20-loot-radius sphere)
Components: V, S, M (a red handkerchief)
Duration: Concentration, up to 1 minute
Class: Bard, Sorcerer, Warlock

You attempt to create violent emotions in a group of
people, Each humanoid in a 20-foot-radius sphere
centred ona point you choose within range must make
a Charisma saving throw; a creature can choase ta
fail this saving throw if it wishes. A creature that fails
this saving throw becomes enraged for the duration

While enraged, a target becomes hostile towards all
creatures. An enraged creature that is concentrating
on a spell must succeed on a DC 10 Constitution
saving throw ar the star of each of its tuens or lose:
concentration on the spell.

As an action, you can force an enraged creature
to use its reaction to make one melee weapon attack
against one randomly determined creature within the
enraged creature’s reach. If the enraged creature was
friendly towards the targst of its attack before this
spell was cast, the enraged creature can repear the
saving throw immediately after making the attack,
ending the effect on itself on a success.

An earaged creature can repeat the saving throw
whenever it takes damage, ending the effect on itself
on a success. When the spell ends, the creature re-
verts to its previous disposition again, unless the GM
rules otherwise

At Higher Levels. When you cast this spell using
aspellslot of 31d level or higher and use an action to
force an enraped ereature to make a melee weapon
autack, you ean force one additional enraged creature
to make a melee weapon attack for each slot level
above 3rd

FEROCIOUS STRIKE

o  (an

Casting Time: 1 action

Range: Self

Components: V, §

Duration: Instantaneous

Class: Bard, Druid, Sorcerer, Tamer, Warlock



‘With a pulse of adrenaline, a tremendous ferocity
comes upon you, Make one weapon attack against a
target within your reach or range. If this attack hits,
the target takes additional 1d4 damage of the weap-
on’s damage rype.

This spell’s damage increases by 1d4 when you
reach 5th level (2d4), 11th level (3d4) and 17th level
(4dd4).

FEVERSKIN
Sth-level biomancy

(“can be replaced with evocation)

Casting Time: 1 action

Range: Touch

Components: V, S, M (a red hot chilli pepper,
which the spel| consumes)

Duration: Concentration, up to 1 minute

Class: Cleric, Druid, Sorcerer, Tamer, Warlock,
Wizard

You eat a chilli pepper, your metabolism increases,
and your skin begins to burn to the touch. Make a me-
lee spell attack against a creaturs within your reach.
On a hit, the target takes 646 fire damage. Until the
spell ends, you can use an action on each of your sub-
sequent turns to make this artack again.

For the duration, your walking speed incroases by
15 feet, and you gain 2d6 temporary hit points at the
start of each of your tums.

At Higher Levels. When you cast this spell using a
spell slot of 6th level or higher, the damage increases
by 1d6 for each slot level above Sth.

FIRTHER'S SHADOW

3rd-level enchantment

Casting Time: 1 action

Range: 90 feet

Components: V, §

Duration: Concentration, up to 1 minute
Class: Sorcerer, Warlock, Wizard

You warp and distort the memaries of a creature you
can see within range, bringing forth hideous and
disturbing mental images. The creature mus: make
an Intelligence saving throw. On 4 failed save, the
creature takes 410 psychic damage and you learn
something about the creature (roll a d6 and consult
the following table):

dé6  Thinglearnt

1 Thecreaturé's name

:  Something the creature fears

3 Something the creature desires

4 The creature's condition immunities.

The ereature's damage vulnerabilities, resistances.
and immunities

6 Thecreature’s skilland saving throw proficiencies

On a successful save, the creature takes hall as
much damage and yon don't leam anything. A crea-
ture with an Intelligence score of 4 or lower automari-
cally succeeds on the saving throw.

If a creature fails the initial saving throw then, on
each of your turns for the duration, you can use your
action to foree the creature to make an Intelligence
saving throw. On a failure, the creature takes 4d6
psychic damage and you learn something about the
creature (roll a d6 and consult the table above). Ona
success, the creaturs takes half as much damage, you
dan’t learn anything, and the spell ends. The spell also
ends if the target is ever outside the spell’s range.

At Higher Levels, When you cast this spell using &
spell slot of 4ch level or higher, the initial and ongoing
damage increases by 1d10 and 1d6, respectively, for
each slot level above 3rd.

Fixit

st-level transmutation

Casting Time: 1 minute

Range: Touch

Components: V, S, M (adhesive tape with ducks
drawn on it)

Duration: 10 minutes

Class: Bard, Cleric, Sorcerer, Wizard

You imbue a broken item no larger than 20 feet in any
dimension with pure belief, For the duration, the item
is whole once more. In addition, if you were familiar
with the item’s magical function (GM's discretion)
and it rarity was no higher than comman, the item
regains its magical properties for the duration

At Higher Levels. When you cast this spell using a
spellslot of 3rd level or higher, the Tarity of the ftom
that can regain its magical properties increases to
uncommon (3rd level), rare (Sth level), very rare (7th
level), or legendary (9th level)
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FLARE

Ewocation cantrip

Casting Time: 1 action
Range: 60 feet

Components: V, S, M (a strip of magnesium)
Duration: Instantaneous

Class: Cleric, Sorcerer, Wizard

You launch a pulse of radiant energy at a target within
range. Make a ranged spell attack against the target.
On a hit, the targer takes 1d8 radiant damage. Ona
eritical hit, the target is covered in glittering mystical
light, granting advantage on attack rolls against the
target until the end of Four next turn,

Alternatively, you can launch the pulse at a point
in the air within range where it slowly falls towards
the ground. Until the end of your next turn, the flare
sheds bright light in a 20-foot radius and dim light for
an additional 20 feet.

This spell’s damage increases by 1dS, and the radius
of the bright and dirm light increases by 10 feet, when
you reach 5th level (2d8, 30 feet), 11tk lovel (38, 40
feet), and 175h level (4d8, 50 feet).

FLIPPERFORM
5t-] i * fritual;

Casting Time: 1 action
Range: 30 feet

Components: V, $, M (a fish’s fin)

Duration: 1 hour

Class: Druid, Ranger, Sorcerer, Tamer, Wizard

You change the morphology of a willing creature
within sange. It grows webbed fingers and gains &
swimming speed equal to its walking speed.

At Higher Levels, When you cast this spell using
2 spell slot of 2nd level or higher, you can affect ane
additional creature for each slot level above Ist. In
addition, the duration of the spell doubles for each slat
level above 1sc

FoOD COMA

3ri-level enchantment (itual)

Casting Time: 1 minute

Range: Toucl

Components: V, S, M (a turkey drumstick and a
cranberry-coloured ruby worth at least 50 gp,
both of which the spell consurnes)

Duration: 1 hour

Class: Bard, Cl

. Druid, Paladin, Tamer

“You crush a ruby into dust, sprinkling it over a tur-
key drumstick, which wafts with an alluring aroma.
A willing creature that entirely consumes the meat
of this drumstick falls asleep and is unconscious for
1 hour, drowning out the sound of relatives asking
whether they have a boyiriend yet or when they ex-
pect to have babies.

You can only be woken early by taking damage or
by a greater resiomation or wish spell. At the end of the
hour, you wake feeling refreshed and have all of your
hit points restored. If you are woken prematurely, the
spell ends with no effect and you are grumpy.

At Higher Levels. When you cast this spell using
a spell sloc of 4th level or higher, you may enchant
an additional turkey drumstick {and hence affect one
additional creaturc) for each slot level above 3rd.

FROGSKIN

th-level biomancy” Cean b reploced wich sraremutation)

Casting Time: 1 action

Range: Self

Components: V, S, M (some frogspawn)
Duration: Concentration, up to 1 minute

Class: Druid, Sorcerer, Tamer, Warlock, Wizard

Youmorph your skin and clothing into that of a stimy,
poisonous frog. Make a melee spell attack against a
creature within your reach. On a hit, the target takes
3d10 poison damage and is poisoned until the end

of your next tam. Unil the spell ends, ou can use an
actlion on each of your subsequent trns to make this
attack again

Skimy. For the duration, you have advantage on
checks and saves made to avoid heing grappled or
restrained, and disadvantage on any attempts you
make to grapple a target. Each creature grappling you,
or that you are grappling, must make a Constitution
saving throw at the start of each of its turns, taking
3d10 poison damage on a failure, or half as much
damage on a success.

At Higher Levels, When you cast this spell using a
spell slot of 5th level or higher, both damages increase
by 1d10 for each slot level above 4th.

FUNGAL INFECTION
th-level biomancy* Com be replaced with necromancy)

Casting Time: 1 action

Range: 90 feet (15-foot radius sphere)
Components: V, 8, M (a mushroom)
Duration: Concentration, up te 1 minute
Class: Druid, Warlock, Wizard



‘With an exhalation, fungal spores waft their way
towards a point within range. Each creature in a
18-foot-radius sphere centred on that point must
succeed on a Constitution saving throw or become
cursed until the spell ends.

‘When you cast the spell, choese one of the follow-
ing fungi to grow on the cursed crearures:

* Amanita Rolgut. The creature immediately takes
246 poison damage and becomes poisoned. While
poisoned in this way, the creature takes 2d6 poison
damage a the end of each of its subsequent tums.

+ Necrotising Zygomycusis. The creature immedi-
ately takes 2d8 necrotic damage, and takes 2d8
necrotic damage at the start of each of its turns.

+ Psilocybin Quickitrippiae. The creature begins

tripping. Tt must roll 2 d4 at the start of each of
its turns. On a 1 the creature doesn’t mave or take
actions this mm.

- Paralysing Mucorales. At the end of each of the
creature’s turns, it becomes stunned until the start
of its next turn, If the creature failed its previous
saving throw against this spell by 5 or more, it is
paralysed instead.

~ Raging Henbane. The creature becomes charmed
Ty you and must use its reaction at the start of
cach of its Turns to make one weapon attack
against a randomly determined creature within irs
reach/range other than you.

* Veiled Lady. The creature's vision darkens to.

a pinhole; the creature has disadvantage on
Dexterity saving throws, and ranged attacks have
advantage against the creature.

An affected creature can repeat the saving throw at
the end of each of its turns (after the effects of this spell
have triggered), ending the effect on itself on & suecess.

At Higher Levels. When you cast this spell using a
spell slo of Sth level or higher, the damage of Amanita
Rorgut and Necrorising Zygomycosis increases by 1d6
and 1d8, respectively, for each slot level above dth.
When you cast this spell using a spell slot of 6th level
or higher, you can choose two different fungi to grow
on affected targets instead of one,

GRAVITY REPULSION
Ath-level evocation

Casting Time: 1 action

Range: Self (20-foot-radius sphere)
Components: V, S

Duration: Coneentration, up to 1 minute
Class: Sorcerer, Warlock, Wizard

You emit waves of gravitational energy, distorting

the trgjectotics of incoming projectiles and making
movement difficult. For the duration, ranged weapon
attacks made against you have disadvantage. In addi-
tion, the area within 20 feet of you is difficulr rerrain
for creatures of your choice that you can see.

Gravity Pulse, When you cast this spell and as a
bonus action on your subsequent turns, you can create
a gravity pulse, forcing one Huge or smaller creature
of your choice that you can see within 20 feet of you
to make a Strength saving throw. On a failure the
creature is pushed 10 feet in a direction of your choice
and falls prone, taking 3d6 force damage.

At Higher Levels, When you cas. this spell using a
spellslo of 5th level or higher, the damage increases

by 16, the radius of the difficult terrain incroases by
5 feet, and the range gravity pulse increases by § feet
for each slot level above 4¢h.

GRAVITY SMASH

sth-level evocation

Casting Time: 1 action

Range: 120 feet (40-foot-radius, 100-foot-high
cylinder)

Components: V, S

Duration: Concentration, up to | round

Class: Sorcerer, Warlock, Wizard

You strike the ground, choosing a point you can
see within range to begin accumulating gravity. A
40-foot-radius, 100-foot-high cylinder centred
on that point becomes difficult terrain untl the start
of your next turn. When the spell ends, the graviey
reaches a critical maguitude, smashing all creatures
in the cylinder downwards; each creature in the area
must make a Strength saving throw. If the spell ends
before the start of your next turn, then, on a failed
saving throw, a creature takes 4d10 force damage and
is knocked prone. If the spell ends at the start of your
next wrn, this spell deals 8410 force damage instead
On a successful save, a creature takes half as much
damage and isn't knocked prone

At Higher Levels. When you cast this spell using a

spell slot of 6ch Level or higher, both damage values
increase by 1d10 for each slot level above Sth.

s

HowL

Transmcctation cantrip

Casting Time: 1 action
Range: Self (1000-foot-radius sphere)
Components: V.

Duration: 1 round

Class: Druid, Tamer

You utter a bestial, magically-augmented hovw! that
«can be heard for 1000 feet. The howl can manifest as
any animal call you've heard, such as the sereech of a
hawk or trumpet of an elephant. Choose one creature
with whom you are familiar as the recipicnt: if it can
hear your howl, it understands your meaning and can
respond in a ikewise manner.

Creatwres other than your recipient that hear the
howl and that are under the eflects of the comprehend
languages spell or similar magic, or that can understand
beasts, can understand the how!’s meaning. Otherwise,
the how is unintelligible to creatures that can hear it

HUMPERDINK'S HALITOSIS

1st-level bransmutation

Casting Time: 1 action
Range: Self (15-foot cone)
Components: V, §

Duration: Concentration, up to 1 round
Class: Bard, Sorcerer, Warlock

You belch forward acidic fumes, afflicting those in a
15-foot cone hefore you. The fumes spread around
comers. All creatures in the area must make a Gon-
stitution saving throw, taking 3d4 acid damage on a
failure or half as much damage on a success.

“The fumes linger until the end of your next tum
or until dispersed by a moderare or stronger wind.
Any creatute ending its turn in the area must make a
Gonstitution saving throw, taking 3d4 acid dam-
age, taking half as much damage on a success

At Higher Levels, When you cast this spell using a
spell slot of 2nd level or higher, the damage increases
by 14 for cach slot level above st

INCORPOREALITY

stilevel transmuttation

Casting Time: 1 action

Range: Touch

Components: V, §

Duration: Concentration, up to 1 minute

Class: Bard, Cl Druid, Sorcerer, Tamer, War-
lock, Wizard

You touch a willing creature, causing it, and
everything it is wearing and carrying, to become
translucent. At the start of each of the target’s turns for
the duration, it can choose to become incorporeal (no
action required). When it does so, it has advantage
on Stealth checks; it gains resistance to nonmagical
bludgeoning, piercing, and slashing damage; and itcan
move through other creatures and objects as if they
were difficult terrain until the end of its turn. If the
target ends its turn inside an object, it is shunted to the
nearest unoceupied space, taking 1d10 force damage.
for every 5 feet it is shunted.

At Higher Levels. When you cast this spell using a
spell ot level of 7th level or higher, you can choose to
increase the spell’s duration, or the number of targets,
for each slot level above éth. Tf you choose duration,
the duration increases in increments to 10 minutes
(7th level), 1 hour (8th level), or 8 hours (9th level).
1f you choose to increase the number of targets, the
number increases by 1 for each slot level,

INEQUALITY

and-leve| enchantment

Casting Time: 1 action

Range: 30 feet

Components: V, S, M (a drop of blood and water,
mixe

Duration: Concentration, up to 1 minute

Class: Bard, Cleric, Paladin, Tamer

You twist the fates of two creatures you can sec, both
of whom must be within range. Choase one target t0
favour and one to disfavour. The disfavoured target
must succeed on a Charisma saving throw or the
following effects oceur:

+ Whenever the favoured target makes an auack roll
or saving throw before the spell ends, the favoured
target can roll a d4 and add the number rolled to
the artack or saving throw.

‘Whenever the disfavoured targer makes an attack
roll o saving throw before the spell ends, the
disfavoured target must rolla d4 and subtract the
number rolled from the attack or saving throw
+ The disfavoured target's speed is halved, whilst
the favoured target's speed increases by half

These effects end for the pair if sither of the target
pair is knocked unconscious, killed, or the spell ends.
While under the influence of this spell, a favoured tar-
get can’t benefit from the #ess spell, and a disfavoured
target can’t be afflicted by the dame spell.



At Higher Levels. When you cast. this spell using a
spell slot of 4th level or higher, you can link twa other
creatures, favouring one, and disfavouring the other,
for each two slot levels above Znd.

INFLUENZA

3rd-level biomancy” Ccan be replaced with necromancy)
Casting Time: 1 action

Range: Self (30-foot cone)

Components: V, §, M (some pollen)
Duration: Concentration, up to 1 minute
Class: Cleric, Druid, Warlock

With a mighty snceze that can be heard up to 300
foet away, vou blast forth a 30-foot cone of phlegm,
bad breath, and viral pathogens. Bach creature in

the area must make a Dexterity saving throw. On a
failed save, u ereature takes 3d6 poison dumage and is
poisoned for the duration. On a successful save, the
creature takes half as much damage and isn't poi-
soned. A poisoned creature can make a Constitution
saving throw at the end of each of its turns, ending
the effect on itself on a success.

Whilst poisoned in this way, a ereature must roll a
12 at the start of each of its turns. On a 3 or lower, it
is racked by a coughing fit and becomes incapacitat-
ed until the start of its next tum. Each creature within
5 feet of a crearure when it becomes incapacitated

in this way must succeed on a Constitution saving
throw or also become poisoned in this way for the
spell's duration.

At Higher Levels. When you cast this spell using a
spell slot of 4th level or higher, the damage increases
by 1d6 and the value a poisoned creature must roll on
the d12 to cause a coughing fit increases by 1 for each
slot level above 3rd.

INITIATIVE

ast-level enchantment

Casting Time: 1 reaction, which you take when
initiative is rolled

Range: 30 feet

Components: V, S, M (a coffee bean)

Duration: Instantaneous

Class: Bard, Ranger, Sorcerer, Tamer, Wizard

As a reaction when initiative is rolled, choose a willing
ereature you can see within range; it begins to subtly
jitter as its pupils dilate. If the target is surprised, it is no
longer surprised, and takes s turn on the first round as
normal. If the target is not surprised, it gains advantage
on the initiative roll that prompted this spell

At Higher Levels. When you cast this spell using
a spell slot of 2nd level or higher you may target one.
additional creature for each spell slot above Ist.

LUNGBURST

6th-level biomancy * 'an be replaced with eweationt

Casting Time: 1 action

Range: 90 feet

Components: V, §

Duration: Instantancous

Class: Sorcerer, Warlock, Wizard

You cause rapid and unpredictable changes i the
internal air pressurc of a creature you can sce, ruptur-
ing its breathing apparatus. The creature must make &
Constitution saving throw. A creature that is holding
its breath makes this saving throw with disadvantage.
On u fuilure, a creature takes 746 thunder damage, 7d6
necrotic damage, and immediately begins suffocating
On a success, a creature takes half as much damage and
does not begin suffecating. A creature suffocating in
this way can repeat the saving throw at the end of each
of its rurns, stopping suffocating on a success

A creature that does not nced to broathe is immune
10 the effects of this spell. A greater restoration, heal,

ot wish spell can restore a creature’s ability to breathe,
and end its suffocarion.

At Higher Levels. When you cast this spell using a
spell slot of 7th level or higher, the thunder and ne-
crotic damage both increase by 1d6 for each slot level
above 6th

MAGNETITE SHARD

3rd-level evocation

Casting Time: 1 action
Range: 90 feet (20-foot-radius sphere)
Components: V, S, M (a picce of magnetite)
Duration: Instantaneous

Class: Druid, Sorcerer, Warlock, Wizard

You fling a supercooled piece of magnetie at a point
you can see within range, where it detonates in an
explosion of icy, metallic shards. Each creature in a
20-foot-radius sphere centred on that point must
make a Dexterity saving throw, taking 4d6 cold
damage and 3d6 picrcing damage on a failure, ot half
as much damage on a suceess. Creatures made of a
ferrous material or woaring ferrous armour have disad-
vantage on this saving throw.

At Higher Levels. When you cast this spell using
a spell slot of 4th Tevel or higher, the cold damage
increases by 1d6 per slot level above 3rd.
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MAGNETOBOLT

Ewocation cantrip

Casting Time: 1 action
Range: 90 feet

Gomponents: V, 8

Duration: Instantaneous

Class: Druid, Sorcerer, Warlock, Wizard

A near-invisible pulse of arcanomagnetic energy
shoots towards a creature within range. Make a
ranged spell attack against the target. On a hit, the
target takes 146 force damage and must succeed on a
Strength saving throw or be knocked prone. A crea-
ture made of ferrous metal or wearing ferrous armour
has disadvantage on this saving throw.

This spell’s damage increases by 1d6 when you
reach 5th level (2d6), 11th level (3d6), and 17th level
(4d6)

MASS LEECH

3ri-level necromancy

Casting Time: 1 action

Range: Self (20-foot-radius sphere)

Components: V, S, M (a live leech that has fed on
humanoid blood i the past 24 hours)

Duration: Instantancous

Class: Cleric, Tamer, Warlock, Wizard

You drain the life force of those around you, turning
their limbs heavy and their bones eold. Fach crea-
ture of your choice within 20 feet of you must make

a Constitution saving throw. A target takes 2d8
necrotic damage on a failure, or half as much damage
on a success. The caster regains hit points equal to half
the total amaunt of necroric damage dealt to Small or
larger creatures by this casting of this spell

At Higher Levels. When you cast this spell using a
spell slot of 4th level or higher, the damage increases
by 1d8 for cach slot level above 3rd.

MECHAMAGIC
4th-level transmutation

Casting Time: | action

Range: Touch

Components: V, 8, M (adhesive tape with gorillas
drawn on it)

Duration: 1 hour

Class: Bard, Wizard

You touch one item, instlling it with levels of belief
worthy of a kobold and granting it one of the following

e

properties, based on the item type, for the duration.
+ Armour. A creature wearing this armour gains
1d4 temporary hit points at the start of each of its
turns.

+ Beit. A creature wearing this belt gains a flying
speed of 30 feet.

+ Boots. A ereature wearing these boots has its
wealking speed increased by 10 feet and its jump
distanee tripled

+ Cloak. A creature wearing this cloak has advan-
tage on Stealth checks it makes to hide and can
‘hide while only lightly obscured.

+ Gloves. A creature wearing these gloves gains a
climbing speed equal to its walking speed and can
climb difficult surfaces, including upside down
on ceilings, without needing to make an ability
check. Additionally. it has advantage on any
ability checks it makes related to grappling.

+ Headwear. A creature wearing this headwear
doesn’t need to breathe, has advantage on saving
throws against being poisoned, and has resistance
to poison damage

The spell ends if you cast it again.

At Higher Levels, When you cast this spell using
a spell slot of Sth level or higher, you can target onc
additional item for cach slot level above 4th,

MIREBALL

3d-level conjuration

Casting Time: 1 action

Range: 150 feet (15-foot-radius sphere)
Components: V, 5, M (a tiny ball of guano and mud)
Duration: 1 minute

Class: Bard, Druid, Sorcerer, Warlock

A blob of gloopy mud splunks from your pointed
finger to & point you choose within range where it
splooges with a wet burp into an explosion of sludge.
Each creature in a 15-foot-radius sphere centred on
that point must make a Strength saving throw. On
a failed save a targe takces 3d10 bludgeoning damage
and is knocked prone. On a successful one, it takes
half as much damage and is not knocked prone.

In addition, all surfaces within the arca become
covered in unpredictably slick and sticky patches of
mud for the duration. The first time a creature moves
through the muddy the arca on its tum it must succeed
on a Dexterity saving throw against your spell save
DC or fall prone. A creature moving through the area
at half speed doesn’t need to make the saving throw.




At Higher Levels. When you cast this spell using a
spell slot of 4th level or higher, the damage increases
by 1d10 for cach slot level above 3rd.

MORTIFEROUS PULSE

. e e
Casting Time: 1 action
Range: Self (50-foot ling)
Components: V, S, M (a dead animal)
Duration: Instantancous
Class: Druid, Warlock

You summon a bolt of negative energy to stimulate
and transmit necrotic pathogens into those that stand
before you, decaying their internal viscera. Each
ereature in a 5-foot-wide, 50-foot-long line extend-
ing from you must make a Dexterity saving throw,
taking 3d8 necrotic damage on a failed save, or hall as
much damage on a successful one.

At Higher Levels. When you cast this spell using a
spell slot of 3rd level or higher, the damage increases
by 1d8 for each slot level above Znd.

PEPPERMINT PLATE

15t-level abjuration
Casting Time: 1 action
Range: Self
Ci

V, 8, M (well-chewed
chewing gum)

Duration: Concentration, up to 1 hour

Class: Cleric, Paladin, Sorcerer, Tamer, Warlock,
Wizard

A protective layer of hot, hard peppermint icing coats
you. For the duration, you gain a +1 bonus to AG and
if a creature hits you with a meles attack, the creature
takes 1d4 fire damage. This damage can triger no
more than once per tum.

At Higher Levels, When you cast this spell using
a spellslot of Znd level or higher, the fire damage
increases by 1d4 for each slot level above 1st.

PINS & NEEDLES

Biowmaricy ™ cantrip ("can be replaced with evocation)
Casting Time: 1 action

Range: 60 feet

Components: V, §

Duration: Instantaneous

Class: Druid, Sorcerer, Warlock, Wizard

“You mementarily shut down a small part of the nervous.
system of  creature you can see within range, before
overstimulating it and causing crippling pain. The
creature must succeed an a Constitution saving throw
or take 1d8 psychic damage. Tf the arget fails its saving
throw by 5 or mare, it has disadvantage on the next
atack roll it makes before the end of its next turn as it
temporarily loses full control of a part of its body,

“This spell’s damage increases by 1d8 when you
reach 5th level (2d8), 11th level (3d8&), and 17th level
(4d8).

PRESERVE

2nd-level biomancy®™ (“can be replaced with abjuration)

Casting Time: 1 action

Range: 60 feet

Components: V, §, M (some ether)

Duration: 24 hours

Class: Cleric, Druid, Paladin, Ranger, Tamer,
Wizard

‘With a flare of brilliant octarine light, each creature
within 2 10-foot-radius sphere centred on a point
you ean see within range must succeed on a Charisma
saving throw or become soulbound for the duration,
its magical essence tied to its physical (or incorporeal)
form. If a crearure dies while soulbound
is bound to its campenents for 24 hours allowing
harvesting to start at any time within this period (see
page 87 for the rules on harvesting). Onee harvest-
ing starts on a corpse undler the effect of this spell, the
spell ends for that corpse. Creatures possessing robust
or more powerful esserce (typically, those of CR 7 or
higher) automatically succeed on this saving throw

ts magic

At Higher Levels. When you cast this spell using
a spell slot of 4th level or higher, the strength of the
essence possessed by crearures that allows them to
automatically succeed on the saving throw increases
by one tier for each slot level above 2nd. This impacts
creatutes with porent ot more powerful essence {eypi-
cally CR 12) at 4th lovel, mythsc (typically CR 18) at
6thlevel, and degfic (typically CR 25) at 8th level.

PRIMAL SCEN
Diviration cantrip
Casting Time: 1 action

Range: Self

Components: §

Duration: Concentration, up to 1 minute
Class: Druid, Tamer
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You inhale deeply, magically enhancing the scents
that surround you. You have advantage on the next
ability check you make that relies on smell, and you
can treat a roll of 4 or lower as a 5.

When you reach higher levels, this spel gives you
an increasingly astute ability to identify the source
of the scents around you. When you reach Sth level,
wheaever you make an ability check that relics on
smell, you ean treat a d20 roll of 7 or lower as an 8. At
L1th level, a roll of 10 or lower is treated as an 11, and
at 17th level, a roll of 13 or lower is treated as a 14,

PROTECTION

2nd-level abjuration

Casting Time: 1 action

Range: 30 fect

Components: V, 5, M (a minfature silver shield
worth 10 gp, which the spell consumes)

Duration: Concentration, up to 1 hour

Class: Bard, Cleric, Druid, Paladin, Ranger, Tamer

You trace a warding sigil in the air, sending it to slowly
circle a willing creature you can see for the next hour.
Immediately before the target next takes damage,
except psychic damage, the ward triggers. Uniil the
end of the target’s next turn, it has resistance to all
damage excluding psyehic, including the triggering
damage. The warding sigil then disappears, and the
spell ends on the target.

At Higher Levels. When you cast this spell using
a spell slot of 3rd level or higher, you may target one
additional creature for each slot level above 2nd.

POWER WORD SHIELD

Tth-level abjuration

Casting Time: 1 reaction, which you take when a
creature you can see is the target of an attack ot
spell

Range: 60 feet

Components: V.

Duration: | round

Class: Bard, Cleric, Sorcerer, Wizard

With a word, a transhucent shield bubbles out from
a creature you can see within range. Until the end of
its next tum, it 3 immune to all damage types except
psychic, it has advantage on all saving throws, and
all other power word spells have no effect on it. If the
creature is poisoned, that condition is removed, and if
the creature is aflame, the fires are extinguished.

RIPTIDE

2nd-lesel transmitation

Casting Time: 1 action

Range: 300 feet

Components: V, §

Duration: Concentration, up to 1 minute
Class: Druid, Sorcerer, Warlock, Wizard

Choose ane creature you can see within range that

is in at least 2 feet of water and choose a direction.
Turbulent currents wrap around the creature. For the
duration, the target must make a Strength saving
throw at the start of each of its turns. On a failure, it
is dragged 30 feet in the direction you chose, and its
swimming speed is reduced to 0 feet until the start
of its next turn, On a success, the creature can move
normally until the start of its next turn

As a bonus action on your rurn, you can change the
direction of the underwater currents. The spell ends
early if the creature is ever out of the spell’s range, or
is no longer in water at least 2 fect deep

SHACKLES OF PAIN

athelovel abjuration

Casting Time: 1 action
Range: 60 feet

Components: V, §, M (a pair of manacles)
Duration: Concentration, up to | minute
Class: Bard, Cleric, Paladin, Warlock

You link the vitality of a willing creature within
range—the source—to the psyche of another ereature
within range—the target. The target must succeed an
a Charisma saving throw or become linked to the
source for 1 minute. Fach time the source takes dam-
age, the target takes psyehic damage equal to half the
damage the source took. If you yourself are the source,
the ereature takes this damage immediately before you
make a Constitution saving throw to maintain your
concentration. Whenever the target takes damage in
this way, it can repeat the saving thraw, ending the
effect on a suceess.

SHIELDING WORD
2nd-level abjuration

Casting Time: 1 reaction, which you take when a
creature within range that you can see is hit by
an attack by an attacker you can sec or fails a
Strength or Dexterity saving throw

Range: 30 feer

Components: V

Duration: 1 round

Class: Bard, Cleric, Paladin, Sorcerer, Tamer



‘With a word, you coat a creature in a shimmering
shicld that absotbs the energy of incoming blows.
‘The creature gains 15 temporary hit points the instant
before it takes the triggering damage. These hit points
Tast until the start of the creature’s next turn.

At Higher Levels. When you cast this spell using
a spell slot of 3rd level or higher, you may choose to
cither increase the range of the spell by 30 feet or
inerease the number of temporary hit points gained by
5, for each slot level above Znd.

SMOKESCREEN

Conjuration canirip

Casting Time: 1 action

Range: Self (5-foot-radius, 10-foot-high cylinder)
Components: V, S, M (a puffball mushroom)
Duration: Concentration, up to 1 round

Class: Druid, Sorcerer, Tamer, Wizard

You spew a thick cloud of dense black smoke that
forms a 5-foat-diameter, 10-foot-high eylinder cen-
tred on you that lasts until the start of your next turn.
The smoke heavily obscures its area. When you cast
the spell, you can choose whether the cloud remains
in the location where you cast it o moves with you,
centred on you

When you reach higher levels, the size of the eloud
you can create with this spell increases. When you
reach Sthlevel, the cloud has 4 maximum diameter
of 15 feet and a height of 20 feet; at 11th level this
inereases to 25 feet and 30 feet; and ar 17th level this
increases to 35 feet and 40 feet. You choose how big
the cloud is in each dimension up to this maximum
each time that you cast it.

SPARK

Ewcation cantrip

Casting Time: 1 action

Range: 60 feet

Components: V, S

Duratio nstantaneous

Cllass: Sorcerer, Warlock, Wizard

A spark of bright light arcs from you 1o a creatute
within range. Make @ ranged spell attack against the
target. On 4 hit, the target takes 1d8 lightning dam-
age. On a critical hit, the target is also blinded until
the ond of its next turn.

The spell creates more than one spark when you
reach higher levels: two sparks at Sth level, three
sparks ar 11th level, and four sparks at 17th level. You
can direct the sparks at the same target.or at different
ones. Make a separate attack roll for cach spark

SPORE CLOUD

Biomaney* cantrip Ccan be veplaced iith conjuratior)

Casting Time: 1 action
Range: Self (5-foot-radius sphere)
Components: V, S, M (a toadstool)
Duration: Instantaneous

Class: Druid, Sorcerer, Warlock

Yau produce a cloud of virulent spores. Each creature
within 5 feet of you, other than you, must succeed

on a Constimtion saving throw or takes 1d4 polson
damage. A creature that fails the saving throw by 5 or
more is poisoned until the end of its next trn.

“The spell's damage increases by 146 when you reach
Sth level (2d4), 11th level (3d4), and 17¢h level (4d4).

STALKER'S EYE

Enchantment cantrip

Casting Time: 1 action
Range: Touch
C V, 8, M (small lens)
Duration: Concentration, up to 1 minute
Class: Bard, Druid, Tamer

A willing ereature you touch gains a pretematural abil-
ity to perceive the weaknesses in a creature's defenc-
es. The first time the creature malces an attack while
under the effect of this spell, it makes the attack with
advantage. After it makes an artack, the spell ends.
“This spell augments the creature’s ability to sirike at
vital points when you reach certain levels. When you
reach Sth lovel, the augmented attack scores a criti-
cal hit ona roll of 19 or 20, At Lith level, this range
is increased to 18 1020, and at 17th level, chis range
becomes 17 to 20.

STENCH

3rd-leve canjuration

Casting Time: 1 action

Range: 90 feet (20-foo-radius sphere)
Components: V, S, M (a skunk’s tail)
Duration: Concentration, up to 1 minute
Class: Bard, Druid, Sorcerer, Warlack, Wizard

Fman:

ng from a point within range, a noxious,
20-foot-radius sphere of colourless fumes creares a
choking, eye-watering miasma that penetrates through
creatures” skin.

When a creature enters the spell's area for the first
time on its tum or startsits turn there, it must make a
Constitution saving throw. It takes 36 poison dam-
age and becomes poisoned until the end of its next
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turn on a failure, or takes half as much damage and
is not poisoned on a success, Whilst poisoned in this
way,  creature has disadvantage on saving throws
‘made to maintain its concentration.

At Higher Levels, When you cast this spell using a
spell slot of 4th level or higher, the damage increases
by 1d6 for each slot level ahove 3rd.

SUGAR RUSH

¢

Casting Time: 1 action
Range: 30 feet

Components: V, S, M (some candy)
Duration: Concentration, up to 1 minute
Class: Bard, Cleric, Paladin, Sorcerer, Tamer

Choose a willing creature that you can see with-

in range, Until the spell ends, the target's speed is
increased by 15 feet, and it gains a +1 honus to AC.
As a bonus action on each of its furns, it can take the
Dash, Disengage, Hide, or Use an Object action.

When the spell ends, or if an affected ereature does
not spend movement up toits walking speed by the
end ofits turn, it then develops a stomach ache and is
poisoned unil the end of its next turn

At Higher Levels. When you cast this spell using
a spell slot of rd-level or higher, you can target one
additional creature for each slot level above 2nd

SWARM

Biomancycantrip Cean be replaced with conjuratior)

Casting Time: 1 action
Range: 90 feet

Components: V, S, M (a spider sac)
Duration: 1 round

Class: Druid, Sorcerer, Warlock

Choose a target within range;  cloud of miniscule
poisonous spiders floats on gossamer strands towards
it. The target must succeed on a Dexterity saving
throw to avoid the spiders or become poisoned until
the end of its next tum.

This spell deals poison damage on a failed saving.
throw when you reach certain levels, When you reach
Sth level, a creature takes 1d10 poison damage; at
L1th level this increases to 2d10; and at 17th level this
increases to 3d10.

SWITCHEROO

3rd-level transmutation

Casting Time: 1 action

Range: 90 feet

CGomponents: V, §

Duration: Instantaneous

Class: Bard, Cleric, Sorcerer, Tamer, Warlock,
Wizard

You attempt toswitch places with a Large or smaller
target within range that you can see. The target must
succesd on a Charisma saving throw or instantly
teleport to your space whilst you teleport to the one it
previously occupied.

A eteature automatically succeeds on this saving
throw if there is ot cnough space 10 accommodatc
either of the teleporting creatures. A willing creature
may choose to fail the saving throw.

At Higher Levels. When you cast this spell using a
spell slot of 4th level or higher, the range of this spell
increases by 30 feet for each slot level above 3rd. The
maximum size of creature you can target increases o
Huge when cast at 6th level or higher, and to Gargan-
tuan when cast at 9th level,

TENTACLE LASH

ath-level biomancy*("can bereplaced with transmutation)
Casting Time: 1 action

Range: Self

Components: V, S, M (a miniature plunger)
Duration: Concentration, up to | minute
Class: Druid, Ranger, Warlock, Wizard

One of your arms elongates into a long; wet, suckered
tentacle. When you cast this spell, and as an action on
cach of your turns, you can make a melee spell attack
against a creaturc within 30 feet of you. On a hit, the
targgt takes 5d8 bludgeoning damage and it must make
a Strength saving throw if it is Huge or smaller. On a
failure, you can choose one of the following effects:

he target is knocked prome.
+ The target is shoved 5 feet in a dircction of your
choice:

+ You disarm the target; you take one item the tar-
get is holding and return it o your persan.

“The tentacle also serves as an appendage that can be
used like a grappling hook o rope (GM's discretion)

At Higher Levels. When you cast this spell using a

spell slot of Sth level or higher, the damage increases
by 1d8 for each slot level above 4th.



THE BENDS

3rd-level biomancy” ("can be replaced with transmetation)
Casting Time: 1 action

Range: 90 feet

Components: V, §

Duration: Instantaneous

Class: Druid, Sorcerer, Warlock, Wizard

You assault the internal chemistry of a creature you can
see-within range, causing bubbles of nitrogen to precip-
itate in its blood, forcing it to make a Constitution sav-
ing throw. On a failed save, the target takes 548 poison
damage and is poisoned for 1 minute, On a successful
save, the target takes half as much damage and isn't
poisonedl. If the target is completely submerged in wa-
ter, increase the damage dice from d8s to d10s.

The target can repeat the saving throw at the end of
each of its turns, ending the effect on a suceess
At Higher Levels. When you cast this spell using a

spell slot of 4th level or higher, the damage incrosses
by 1d8 for each slot level above 3rd.

TOTEM ARROWS

4th-level transmutation

Casting Time: 1 action

Range: Touch

Components: V, $, M (a quiver containing at least
ane piece of ammunition)

Duration: Concentration, up to 1 hour

Class: Druid, Ranger

You touch a quiver containing arrows or bolts, im-
buing the ammunition currently in it with the spirit
of a creature, plant, or fungus. For the duration, any
creature hit (or in the case of ‘Hawk’, targeted) by one
of the pieces of ammunition is subject to the effect of
the spirit currently imbuing the quiver (see below), in
addition to the attack’s normal effects. As a bonus ac-
tion, you can change which spirit imbues the quiver.

Cat. The target takes an additional 1d6 slashing
damage. If the attack roll was made with advan-
tage, the additional damage is increased to 2d6,

Flk. The target takes an additional 1d6 bludg-
coning damage and must succeed on a Strength
saving throw or be knocked prone or shaved
S feet in a direction of your choice (you choose
‘when the target is hit).

Hawk. The attack ignores half and three-quarters
cover.

Hogweed. The target must succeed on a Gonsti-

Psilocybin. The target must succeed on a Wisdom
saving throw or begin “tripping’ for the spell’s du-
ration. Whilst tripping, the creature must roll a d4
at the start of each of its turns. On a 1, the target
is incapacitated until the end of its turn and the
effect ends. On a 2-4 the target behaves as normal,
and the effect continues.

Roc. The target must succeed on a Strength sav-
ing throw or its speed becomes 0 and it is lifed
20 feet into the air until the end of its next turn,
‘when it begins falling. If there isn’t enough room
1o be lifted 20 feet, the creature is lifted to the
maximum possible height.

Snake. The target takes an additional 16 peison
damage and must succeed on a Constitution
saving thraw or become poisoned for the spell’s
duration. It can repeat the saving throw at the end
of each of its turns, ending the cffect on irself on s
success

Spider. The target must succeed on a Dexterity
saving throw or become restrained until the end
of its next turn, The target can use its action to
make a Strength (Athletics) or Dexte: (Acro-
batics) check against your spell save D, ending
the effect on itself on a success

At Higher Levels. When you cast this spell using a
spell slat of Sth level or higher, the duration of this
spell is concentration, up to 8 hours.

WATER WHIP

Transmutation cantyip

Casting Time: 1 action
Range: 60 feet

Components: V, S

Duration: Instantancous
Class: Druid, Sorcerer, Wizard

Choose a saurce of water that you can see within
range that has 4 volume of at least 1 gallon. Make a
melee spell attack against a creature within 30 feet
of the source of water. On a hit, the target takes 1d6
slashing damage and, if the creature is Large or small-
er, you can force it to make a Strength saving throw,
pulling it up to 10 feet towards the body of water on a
failure.

The spell’s damage and distance it can pull a target
increases when you reach Sth level (2d6 and 15 feet),
11th level (3d6 and 20 feet), and 17th level (4d6 and
25 feet)

‘WEAVEBEND
4th-level abjuration

Casting Time: | reaction, which you take when
you see a creature within range casting a spell

Range: 60 feet

Components: S

Duration: Instantaneous

Class: Sorcerer, Warlock, Wizard

You attempt to redirect a spell cast by a creature you
can see. If the creature is casting a spell of 3rd level or
lowrer, you can redirect the spell. 1f the spell involves
a ranged spell attack, you can cause the ranged spell
attack to target a different target within 10 feet of its
original target. Tf the spell has an area of effect, you
can shift the area of effect up to 10 feet in any direc-
tion. If the creature is casting a spell of 4th level or
higher, make an ability check using yous spellcasting
ability. The DC equals 10 + the spell's level. On a
success, the creature’s spell is redirected as described.

At Higher Levels. When you cast this spell using a
spell slot of 5th level or higher, the spell is automai-
cally redirected if its level is less than the level of the
spell slot you uscd.

‘WEAVE ENTANGLEMENT

6th-level abjuration

Casting Time: 1 action
Range: 90 feet (20-foot-radius sphere)
Components: V, S, M (a piece of fel)
Duration: Concentration, up te 1 minute
Class: Bard, Sorcerer, Wizard
You imperceptibly tangle the threads of the Weave in
4 20-foot-radius sphere centred on a point you can
see within range. Whenever a creature attempis o cast
a spell of 15t level or higher in this area, it must make
an ability check with its spellcasting ability against
your spell save DIG. On a suecess, the spell is cast as
normal. On a failure, the spellcaster casts the spell and
produces an additional effect. Roll a d10 and consult
the following table to determine the additional effect:
dio  Effect

1 The spelleaster casts gravity smash
The spellcaster casts phartastial killer
‘The spellcaster casts canjision
The spellcaster casts fivshall
The spellcaster casts zipit!
The spellcaster casts web

e e

7 The spelleaster casts darhmess
8 The spellcaster casts silence

9 The spellcasterregains 2dio hit points.

‘The spellcaster dozsnit expend a spell slotto cast

o
" itsspell.

Any additional spell cast this way targets or is
centred on the spellcaster, who has noe control over
the spell’s effects. The DC for any saving throws
equals the spellcaster's spell save DC. In the case of
concentration spells, no concentration is required. At
initiative count 20 of each round, rall a d20 for each
ongoing additional effect. On a roll of 11 or higher,
that effect ends.

At Higher Levels. When you cast this spell using
a spell slot of 7th level or higher, you increase the
radius of the area affected by 10 feet for each slot
level above 6th

ZIPPIT!

3rid-level biomancy (“can be replaced wiih tramsmtation)

Casting Time: 1 reaction, which you take when a
creature within range vocalises

Range: 60 feet

Components: V, S

Duration: Concentration, up to | minute

Class: Bard, Druid, Sorcerer, Warlock, Wizard

In response to a creature vocalizing, you make a sharp
sound and hold a finger up in an attempt to interrupt
them. The target must succeed on a Constitution
saving throw or become silenced as its mouth is fused
shut for the duration. T you silence a target that is
casting a spell with verbal components, the target’s
spell slot isn’t expended, but its action is wasted.

At the end of each of its turns, the target ean make
a Strength saving throw it tries to tear open its
mouth. On a success, the target takes 1d8 slashing
damage and is no longer silenced. Alternatively, as
an action, the target can use a bladed implement ro
cut open its mouth, taking 1d8 slashing damage and
ending the silence.

At Higher Levels, When you cast this spell using a
spell ot of 4th lovel or higher, the damagg increases
by 1d8 for cach slot level above 3rd.

1
4
tution saving throw or become blinded until the .

end of its next turn.
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APPENDIX C — CREATURES

This tome of an appendix details the creatures in-
troduced in the random encotters and hunts with-
in this book. The creature categories are arranged
alphabetically, except NPCs, which have their own
section at the end of this appendix. Within each
category, creatures are ananged quasi-alphabetical-
Iy, with similar creatures (such as polyhedroozes or
broodmather chrysalises) in CR order.

Legendary & Mythic Actions. This book makes
liberal use of legendary and mythic actions to im-
prove the action cconomy of the boss fights, lend-
ing them a more epic feel. Some hunts of different
levels use the same creature statistics for the boss.
monster, but deactivate the mythic trait for the
lower level of the hunt; be sure to double check the

“Enemies’ paragraph of your hunt to determine if
the mythic trait i active or not.

Shared Legendary Actions. This book also in-
troduces shared legendary actions for the hyphan
creatures in the Veiled Lady hunt (page 325)
Shared legendary actions can be used by any of the
specified creatures and reset at the start of the turn
of the creature highest in the initiative order. How
these are distributed is up to the GM; one creature
may use them all or they can be shared in any ratio
between the relevant creatures.

Lair Actions. Creatures’ lair actions have been
re-written to be usable in scenarios other than the
husnts within this book.
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ANIMATED MAGNETITE

Crafted from highly magnetic magnetite, these
animated armours and weapons share the common
property of being immobilised by heat. The animat-
ed suit of plate armour is capable of conjuring bolts
of arcanomagnetic force that can knock a creature
off its feet.
[— p—
MAGNETITE ARMOUR

Meditim constract, unaligned

"armour Class 18 (natural armour)
HitPoints 127 (1548 + 60)
Speedao ft, fly40 . (hover)
STR DEX CON INT WIS CHA
17(3) 14(+2) 1804 105 1060) 1(5)
'Damage immunities cold, poison, psychic
Condition Immunities blindied, charmed, deafened, cxhaus-
tion, frightened, paralysed, petrified, poisoned
Senses blindsight 60 f. {blind beyond this radius), passive
Perceptian 1o
Languages
Challenge 6 (2,300 XP)
farcancmagnetic Repulsion. Attacks against the armour
madewith ferrous weapons or ammunition are made at
disadvantage.

Proficiency Bonus +3

it

whil

indistinguishable from a pile of armaur plates.
Superconductor. | thearmour takes 10 ormore fire damageina
single instance, it falls prane and, until the end of its next turn,
itis incapacitated and its flying speed s reduced too feet.

ACTIONS

Multiattack. The armour makes two melee attacks or casts
agnetobolt twice.

Greateword. Mel e Weapan Atack.+612 i reach ., anetar-
get. Hit:
Magnetobolt. Rarged el Aitak: 47 1o luz range 90ft, ane
target. Hit.
onaDC

3
disadvantage.

MagNeTITE
ARMOUR
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FLYING MAGNETITE WEAPON

Smaif constrset, unaligned.

“Armour Class 18 (natural armour)

Hit Points 44 (8ds+ 16)

Speed fly 60 ft. (hover)

"STR DEX CON INT WIS CHA

SWARM OF CUTLERY =

From the depths of the monastery dining rooms flies
a swarm of steel knives, forks, spoons, and — most
lethally — sporks. Such creatures can be animated
by protective magics, or be under the direct control
of a creature capable of manipulating the arcano-

magnetic spectrum, such as a magnetite dragon!
1703 15(¢2) UG 165 100 163
'Damage Immaunities cold. poison, psychic il S
Condition Immunities blinded, charmed, deafened, exhaus-

tion, frightened, paralysed, petrified, poisoned SWARM OF MAGNETITE CUTLERY

Senses blindsight gaft. (blind b passi ; unaiigned
u:;':;jTW Armour Class 1z

‘ 3 - Hit Points 52 [7d10+14)

( a  Challengesiooxs) Proficiency Bonus +z e r e

‘Arcanomagretic Repulsion. Attacks against the weapon
made with ferrous weapons or ammunition are made at
disadvantage.

While the weapon itis

"STR DEX CON INT WIS CHA
30) 15(+2) 15(+2) 105 165 1(5)
4

indistinguishable froma normal weapon.

B ilities acid
i piercing, slashin;

hi

singl ance, it falls vrnne and, until the end of its next wm,
itis incapacitated and its flying speed is reduced t0 0 feet.

Condition Immunities charmed, exhaustian, frightened,
grappled, paralysed. petrified, prone, restrained, stunned
Senses blindsight 60 It (blind bayond this radius), passive

AcTioNs Perception 5
Maltiattack. The weapon makes two meleeaitacs, ¢ hasone iages
fthe foll owing attack optiens. Challenge 2 (450 XP) Proficiency Bonus 2

Creatsword. Melae Wirapon Attack: +5 to hit, reach s ft., ane
target, Hiti1o (2d6 + 3) slashing damage plus 3 (1dé) force

"arcanomagneticRepulsion. Attac ks against the swarm
made with ferrous weapons or ammunition are made at

Supsrconducto. fthe swarm takes 10 or more fire damage ina

damage disadvantage.
Maul Meige Weapon Altack:+5 10 hit, each 5 1, ane target. Hi
9lidiz+3) (1d6)

until the end ofits next tum,

Pilee: Melee Weapon Attack: +5 to hit, reach 16 ft, one target Hit
8110 + 3 piercing damage plus3 (1ds) force damage.

Fuying MaGNETITE
SWORD

e

i

itis incapacitated and its lying speed is reduced 10 0 feet,

Swarm. T he susarm can oocupy another creature’s space and

vice versa, and the swarm can move through any opening large

enough fora Tiny utensil, The swarm cant regain hit points or

gaintemporaryhit points.

AcTioNs

Jabs. Meise Weapan Attack: +4.1a hit, reach 0 ft one targetin
it:14 (4d6) pie 7 (2d6)

piercing damage if the swarm has ha f of its hit points orfewer.

Apprnpix G| Crratures 51T
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BIOMANTIC POLYHEDROOZES .

‘When Dr. Stein left his lab at short notice (follow-
ing a pitchfork-wielding-mob related event), he left
an entire pool of his patent-pending Mut-x exposed
to the elements. Things fell into it; those things had
brains, and those brains, their memories, and the
sum of their intelligence fused with gelatinous cubes
into biomantic polyhedroozes.

Empathetic. When a biomantic polyhedrooze
forms, it begins absorbing the latent psychic energy
of its environs. Creatures with strong psyches that
are nearby in either space or time influence the
nascent sentience of the polyhedrooze. A long-de-
stroyed lich might impart its madness and hate into
the ooze, whilst a colony of highly-charismatic mice
might lend the goopey mass a penchant for cheese.

Reactive Mutations. The true feat of Dr. Stein’s

TETRAHEDROOZE

Tiny 00z, unalfgned

Armour Class 11 (natural armour)
Hit Points18 (4dl4 + 8
Speedisft, dimb s ft

4 STR DEX CoN INT wis CHA
102 5(3) s 0s) 8k2)  16)

"Saving Throws Dex 4, Con +4
Damage Resistances see Reactive Mutations
Damage Immunities acid
ConditionImmunities blinded, charmed, deafened, exhaus-
tion, frightened grappled. prone, restrained
Senses blindsight 501t (blind beyond this radius).
passive Perception &
Languages —

Challenge 1/4 (50 XP) Proficiency Bonus +2
P ‘ :

research, and a trait that the em-
body, is that of extreme biomantic reaction to
environmental stimuli. A polyhedrooze that takes

it gains resistance (o thatdamage ype. The ooze canhave up
from this trait, If the ooze has its maxi
number of resistances, the oldest resistance is lastwhen a

damage i i adapts its to
prevent further damage of that type. The larger the Spder Clmb.The cae cnclimbil el sfaces, ncluing
;. the more such itcan without needing to malk

e any one time.

Size Mazters. Bigger polyhedroozes have ab-
sorbed more brains and, so, are more clever. A
polyhedrooze that reaches a critical mass might
decide to split into twa, with the idea of sending
one of its halves in search of pastures new. Unfortu-
nately, the decrease in intelligence that results from
a split means that polyhedroozes can get confused
and end up in a cycle of splitring and reforming over
and over.

LAIR ACTIONS

While a Gargantuan polyhedrooze lives, it can
invoke the ambient magic of its lair to take lair ac-
tions. The saving throw DCs and damage of the lair
actions depend on the level at which you run the
hunt, as shown in the Variable Lair Action Statis-
tics table.

VARIABLE LAIR AGTION STATISTICS

Huntlevel  SavingThrowDC Damage
st n 2 ds)
6th 13 5(2da)
nth s 10(3d6)

check.

AcTIONS

Engulf. The ooze movesup to its speed. While doing 5o, it
can enter Tiny creatures’ spaces. Whenever the ooze enters
acreature’s space, the creature must make a DC12 Dexterity
saving throw

Ona successful save, the creature can chaose to be pushed
s feet back or to theside of the oaze. Acreature that chooses.
not to be pushed suffers the consequences of a failed saving
throw.

Ona failed save, the 0oze enters the creature’s space, and

da) acid Ifed, The

engulfed creature can': breathe, is restrained, and takes 10
(4da) acid damageat the start of each af the ooze’s turns,
When the ooze maves, the engulfed creature maves with it

An engulfed creature can try o escape by taking an action to
makea DC12 Strength check Ona success, the creaturees-
capesand
Pseudopod. Melee Weapon Mtack: +4 1o hit, reach s ft ane
target. Hit: 2 (1da) acid damage and the target suffers one of
the following random effects (roll . da:

1. The targettakes 2 (1da) force damage:

2. The target takes 2 (1ds) bludgeoning damage

3. The target takes 2 (1da} piercing damage.

4. The target takes 2 (1d4) slashing damage.
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HEXAHEDROOZE tors  area the creature must makea DC13 OCTAHEDROOZE D2
; Dexterity saving throw. E % i feet backor th
,Sm”"m'w el On a suceessful save, the ereature can chosse to be pushed s ¥ N ol © bﬂﬁﬂsl‘\edsuﬂers themsequemmf! failed saving throw.
‘Armour Class 12 (naturalarmour) feet backor to theside of the poze. A creature that choosés not “Armour Class 12 (natural armour] Ona failed dthe
HitPoints 58 (946 + 27)

Speed 20 t, climbao ft.

"STR DEX CON INT WIS CHA
16043 6(2) 7H3) 3(4) 6(2) (5

"Saving Throws Dex +0, Con +5
Damage Resistances see Reaciive Mutations
Damage immunities acid
Condition lmmunities blinded, charmed, deafened, exhaus-
tened, grappled, prone, restrained
Senses binds ght éo fi. (blind beyond this radius),
passive Perception 8

Languages —
flene s 700 X7} Proficiency Bonus +2

itgains mmnww that damigﬁ e, The oozecan have up
o trait Ifthe oaze
number of resistan ces, the oldest resistance i lost when a nev
oneisgained.

Spider Climb. The 0oze can dlimb difficultsurfaces, including up-
ide d o i i K i

AcTions

to be pushed suffers the consequences of a failed saving throw.
Ona failed save, the nozezﬂmrslhe(reamre’s space.and the.
7 isengulfed. The en-
gulfed creature Gant breathe, is restrained, and takes 14 (4d6)
aciddamage at the start of each of the ooze's turns. When the
ooze moves, the engulfed creature maves withit.

An engalfed creature can try to escape by taking an action o
make DC13Strength check. On a success, the creaturees-
1 its

the ooze.
Pseudopod. Melez Weapon Attack: +5to hit, reach s ft. one tar-
get Hit: 3 (1ds) acid damage and the targetsuffers one ofthe
following random effects (roll 5 d6)

1. The target takes 3 (1d6) force damage.

2. The target takes 3 (1d6) bludgeoning damage.

3. The target takes 3 (1d8) piercing damage.

4.The target takes 3 (1) slashing damage.

5. The target t2kes 3 (1d8) cold damage.

6.The target takes3 (1dé) fire damage.

LEGENDARY ACTIONS

The ooze can take 1legendary action, choosing the option

Multiatack, The ooze makes two Pseudopod attacks. Itcan
replace one attackwith Engul.

alf T to d it
enter Small or smaller creatures’ spaces. Whenever the ooze

C—

below. O Pl beusedatatime

and ‘anothe:
e R
Attack. The ooze makes one Pseudopodattack.

Lair Actions. On initiative count 20 (losing.
initiarive ties), the Gargantuan polyhedrooze takes
one of the following lair actions; the Gargantuan
polyhedrooze can't take the same lair action two
rounds in a row. See the table above for the damage
and save DC.

~ Acid Waze. A 15-foot-wide, 15-foot-tall wave
of acid erupts from a pool in the lair, travelling
30 feet along the ground in a direction of the
polvhedrooze’s choice, Each non-ooze crea-
ture in the area must make a VDC Dexterity
saving throw. On a failed save, a creature takes
Vdam acid damage and is knocked prone. On a
success, it takes half as much damage and isn't
knocked prone
Spiteful Adaptation. Biomantic magic surrounds
one ereature in the lair, which must succeed on
a VDG Constitution saving throw or gain vul-
nerability to ene random damage type as its skin
‘mutates and develops a specific sensibility. The
creature can repeat the saving throw at the end of

—

each of its turns, ending the effect on a success

Ranpom DaMAGE T¥PES

diz Damage Type
1 Acid

2 Bludgeoning
3 Piercing

a Slashing

5 Cold

3 Fire

7 Lightning

8 Thunder

9 Necratic

10 Radliant

i Paison

2 Psychic

APPENDIX G | CREATURES
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Hit Points 110 (13d8 + 52)
Speedanft, climb 2o fr

"STR DEX CON INT WIS CHA
73 702 19(4) s(3)  602) 204

creature takes 9 (2d8) acid damage and isengulfed, The en-
gulfed ereature carit breathe, s restrained, and takes18 (ads)
acid damage atthe startof each of the ooze’s tums. Whenthe
coze moves, the engulfed creature moves with it

FSaving Throws Dex+1, Con+7

Damage Resistances see Reactive Mutations

Damage Immunities acid

Condition Immunities biinded, charmed, deafened, exhaus-
tion, frightened, grappled, prone, restrained

Senses blindsight 6o . blind beyon chis radius),
passwe Percepnrm 8

C?ulllﬂwe 6 (5,000 XP) Proficiency Bonus +3

itgai dama P
tothree resistances from this trait. I the caze has its maximum
number of resistances, the oldest resistance is last when a new
oneis gained.

Spider Climb. The coze can climb difficult surfaces, including up-

AcTions

Multiattack. The ooze makestwo Pseudopod attacks It can

replace ane attack with Engulf.

Engulf. The ooze moves up taits speed. While doing 5o, it can

enter Medium or smaller creatures’ spaces. Whenever the coze
DC14.Dex-

terity saving throw.

y 1o escapeby
makea DC h check. On a success,
Gapes and enters a space of its choice within § feet ofthe ooze.
Preudopod.Melee Weapon Attack: +6 to hit, reach 5t one tar-
get. Hit:  (148) acid damage and the target suffers oneof the
following random effects (roll a de):

1. The target takes 4 (1d8) force damage

2. The target takes 4 (1d8) bludgeoning damage.

3. The target takes 4 (1d8) piercing damage.

4 The target takes 4 (1d8) slashing damage.

5. The target takes 4 (1d8) cold damage.

6. The target takes ¢ (1d8) fire damage.

7. The target takes 4 (1d8) lightning damage

8 Thetarget takes 4 (1d8) thunderdamage

action o

LEGENDARY ACTIONS

The oaze can take 1 legendary action, chaosing the option
below,. Only ane legendary action optian can be used a1 2 time
and only at the end of another creature's um. The eoze regains
spent legendary actions at the startaf its turn.

Attack. The coze makes one Pseudopod attack
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DECAHEDROOZE Ona successfal save, the creature canchoose tobe pushed s DODECAHEDROOZE onafaned saie the aoze enters Lhe creatures space, and the
feet backor the ooze. Ifed. The en-
Large ooze unalignied tobe h afailed savingthr Hugs ooze, unaligned gu\htd hrenhz ined. and b
FA¥mour Class 13 (natural armour] Ona failed dth TArmeur Class 13 [natural armour) acid damage atthe startof cach of the ooze's tums. When the
HitPoints 126 (1310 + é5) 11 (2dho} acid i Ifed. Theen- Hit Points 200 (18ch2 + 72) voze moves, the engulfed creature maves with it
Speed 25 ft, climb 25 ft. Ifed it breathe, is restrained, and takes 22 (advo) Speed 23 ft,, climb 25 fr. y y o
P IR DX ON_ INT WS CHA cid the start of each of the oaze's turns. When the TSTR  DEX CON INT __WIs _ CHA make a DC17 Strength check. Ona suceess, the creature es-

B 8 245 7(2) (2  2(4)

ooze moves, the engul fed creature moves with it
An lfed 0 escape by taking an action w

"Saving Throws Dex +3,Con+g
Damage Resistances see Reacive Mutations
Damprnmumt jes acid

ion Immunities blinded, charmed, deafened, exhaus-

tened, grappled, prone, restraine

Senses bilndsigh 6o t (bind beyond this radius),

passive Perception 8
u

makea DC16 Strength check. On a suecess, the creature es-
capesand enters a space of fts choice within s feetof the ooze.
Pseudopod. Meles Weapon Attack: +810 hit, reach 5Tt one tar-

et the
fallowing rancom effects (roll 2d10):

1. The target takes 5 (1cho) force damage.

2. The target takes 5 (1d0} bludgeoning damage

Languages
Challenge 9 (5,000 XP)

he oore
itgains resistance to that damage type. The ooze can have up
o faur resistances from this trait. If the poze has

3 (110} pi
4.The target takes 5 (1d10) slashing damage.
5. The target takes  (1eh10) cold damage.

number of resistances, the oldest resistance is lost when a new

oneisgained.

Spider Climb. The ooze can climb difficultsurfaces, indluding up-
e d ot i i W

6.The tar fire damage.
7. The target takes s (1d1o) lightning darmage.
8. The target takes s (o) thunder damage.
9. The target takes  (1dhio) necroticdamage.
10, The targes takess (1d10) mdiant damage.

ACTIONS

Maltiattack. The ooze makes two itcan LEGENDARY ACTIONS

replace one attackewith Engulf. The ooze cantake 2 legendary actions. choosing the optian

Engulf.T] its speed. il t below. O option can be used ata time

enter Large ursmal\:rnreaml?s spaces. Whenever the ooze. and onlyat the ando(anmher;matme ‘s turn. The opze regains
ke a DC16 Dex- start of its turn.

terity saving throw.

Antack. The ocee makes one Pseudopodatiack

20(45) 9(1) 23(+6) 91} 6(2) 204

FSaving Throws Dex+3, Con+1o

Damage Resistances see Reactive Mutations

Damage Immunities acid

Condition Immunities biinded, charmed, deafened, exhaus-
tian, frightened, grappled, prone, restrained

Senses biindsight 6ot (blind beyond chis radius),
passive Perception 8

capes and enters a space of its choice within § feet of the ooze.
Pseuoped.Melee Weapon Attack: +9 0 hit, reach 1012, one
target. Hit:10 (3d6) acid damage and the target suffers oneaf
the following random effects (roll a d12):

1. The target takes 6 f1c1a) force damage.

2. The target takes & (1d12) bludgeoning damage.

3.The target takes 6 (sirz) piercing damage.

4. Thetarget takes & (1d12] slashing damage.

5. The target takes 6 (1dn2) fire damage.

Cfullfnwe 12 (8,400 XP) Proficiency Bonus +4 6. The tareettakes € xs) okl darmage.
itgains resi damage type. Th p
to four resi If the oaze i

numberof resistances, the oldest resistance islest when & new
one is gained.
Spider Climb. The ooze can climb difficult surfaces, including up-

7.The d12) lightning damage.
8 The target takes 6 1z} thunder damage.
5. The target takes 6 {1dh2) necrotic damage.
10. The targettakes 6 (id12) radiant damage
1. The target takes & (1dhz) poisan damage.

12, The target takes 6 fadra) psychic damage.

AcTioNs LECENDARY ACTIONS
:::«::fwm i The ooze can take 2 legendary actions, choesing the option

Engulf The poze maves up taits speed. While doing so, it can
enter Huge or smaller creatures' spaces. Whenever theooze
e DC17Dex-
terity saving throw.
Ona successful save, the creature can choose to be pushed s
the ooze. A
to of a fail fing.

below. Onlyone legendary action option can be used ata time
and onlyat turn.

spent legendary actions atthe startofits turn.

Attadk. The coze makes one Pseudopod attack

REGIONAL EFFECTS
The area within 6 miles of a Gargantuan polyhed-
rooze's lair has the following unique properties:

where biomantic magic, specifically Mut—x, has
been unleashed. This magic affects all sorts of
fauna and flora, resulting in creatures and plants
that have the morphology and traits of other
specimens in the region. For example, a cloaker
might have a roper’s tendril attack.

Maileable Mood. Creatures affected by Mut-x
often take on the psychological traits of any
powetful creatures that occupied the area. Poly-
hedroozes near a former black dragon’s lair may
be especially cruel, while those in proximity to

—

an archfey might be tricksy. Here, for example,

the polyhedroozes are especially greedy for

treasure.
+ Reactive Mutations. Some creatures have the
Reactive Mutations trait, raising their CR by 1.
‘Whenever the creature takes damage, it gains
resistance to that damage type immediately
afterwards, The creature can have a number of
resistances from this trait equal to its proficiency
bonus. If the creature has its maximum number
of resistances, the oldest resistance is lost when
anew one is gained.
Polyhedrons. Rocks, speleothems, and plants
form in distinctly geometric patterns, often as
perfectly symmetrical polyhedra,




ICOSAHEDROOZE

Gargantuan ooze, unaligned

Pseudopod. Melee Weapon Abtack: +12 (o it, reach 1 ft., one
target. Hit:14 {4d6) acid damage and the target suffers one of
he followi fects (rollad:

Farmour Class14 (naturalarmour)
HitPoints 350 (20d20 +140)
Speed30ft., climb3o ft

STR DEX CON INT WIS CHA
23(+6) 10(t0) 25(7) 12(+) 6(2 3(4)

Fsaving Throws Dex +6, Con+13

Damage Resistances sce Reaciive Mutations

Damage Immunities acid

ConditionImmunities blinded, charmed, deafened, exhaus-
tion, frightened, grappled, prone, restraines

Senses blindsight 20 . blind beyond this radius).
passive Perception 8

Languages
Challenge zo(25,000XP) Proficiency Bonus +5

IF aving throw, it
can choose tosucceed instead.

it gainsresistance o that damage type. The ooze can have up
o this trait [fthe ooz hs
number of resistances, the oldest resistance is lostwhen anew
oneisgained.

Spider Climb. The ooze can dlimb difficultsurfaces, including up-
side down on ceilings, without needing to make an ability check

AcTioNS

Multiattadk. The ooze uses Engul Fand makes three Pseudopad
attad

Engulf. The ooze moves up 10 its speed. While doing so, itean

1. The target takes 10 (1d20) farce damage.

2, The target takes 10 (1d20) bludgeoning damage.

3. The rarget takes 10 (1d20) piercing damage.

4. The target takes 16 (1d20] slashing damage.

5. The target takes 10 (1d2o) fire damage.

6.The target takes 10 1d20) cold demage.

7. The target takes10 (1dz0) lightning damage.

& The target takes 10 (1d20) thunder damage.

9. The target takes 10 (1d2o) necrotic demage.

10. The target takes10 (1d20) radiant damage.

1. The target takes 10 (1d20) poison damage.

12.The targettakes 10 (1d20) psychic damage,

13. The target must succeed on a DC 21 Strength saving
throw or be restrained. The target ora creature within reach
of the target can use its action to make a DC 21 Strength
check, freeing the restrained ereature on a success.

14. The target must succeed cn a DC21 Wisdomsaving throw
arbeafflicted by the canfision spell for 1 minute®.

7

5. bc {
thraw or be afflicted by the reduce effestof the enlarge/
reduce spell for 1 minute”.

"6 t succeed on a DC21C i
throw or be sfflicteel by the enlarge e ffectof the enfemge/
rediace spell for 1 minute”.

17 The target must suceeed ana DC

throw or be afflicted by the zippitt**spell for  minute’.

enter G mallercreatures spaces. W henever th
ooze enters a creature’s space, the creature must makea DC 21
Dexterity saving throw.

o s
feet backor to the side of the ooze. A creature that chooses not
o failed .

Onafai and the
ereature takes 21 (2d20) acid d. L The en-

gulfed reaturecaritbreathe, is restrained, and takes 42 (4d10)
acid damage atthestartof each of the ooze's turns. When the
‘©ooze moves, the engulfed creature maves with it.
An try to escape by
ke aDC: o

18, The target ona DCa1 Constitution saving
thraw orits hit point masimum is reduced by fidzo)
until ft finishesa long rest. The caze regains a number of
hit points equal to this value, A creature whase hit point
maximum s reduced t0 0 dies.

19 The targetmust succeed on a DC21 Strength saving
throw or be engulfed by the ooze.

20, Roll twice more on this table.

- "

o i

#5ee fopending.

LEGENDARY ACTIONS

and enters a space of its choice within s feet of thecoze.

The coze can take 3 legendary actions, choosing the option
below. Only one legendary action option can be used ata time
and onlyatthe endof another creature'sturn. The ooze regains
spentlegendary actions at the start of its turn

Attack. The ooze makes one Preudopod atack,

THE BROOD

Aboleth broodmothers weave a rich genetic tap-
estry with the ecosystem in which they seule. A
broodmather's influence over its domain ean be 5o
absolute as to create a sort of hive mind out of the
creatures it bends to its vill

Aliernate Evolution. A broodmother does not
evolve via the mechanisms proposed by many fa-
mous zoologists, such as Charlotte Darloss and Jane
Lemarck, but rather assimilates the adaptations that.
other species develop through narural selection. Af-
ter ingesting an organism, special enzymes within a
broodmother’s gastric tract extract useful genes and
mutations, apportioning them to the relevant organs
in the broodmother’s form. One of those adapta-
tions was a failsafe: a means of storing its memories,
pathering biomass, and reforming itself.

BROODLING )

A broodmother’s workers are its broodlings. These
ray-like amphibians scour the swamp looking for
targets with high biomass or interesting features.
Onee such a creature is found, a broodling releases
a pheromone, gathering its brethren and enhancing
their hive-mind intellect. With a sting, the brood-
lings inject a toxin that makes a creature more.
suggestable and less willful Then, the gathered
mass of broodlings use their intelli

[r—— Sa——

BROODLING

Tiny.aberzation, awfi evil

"Armour Class 1z

HitPoints13 (3d4 + 6)

Speed 10 ft, swim30 ft.

"STR DEX CON INT WIS CHA
6(2) 14(+2) 15(+2) 3(4) 10(0) 5(3)
"Condition Immunities charmed

Senses blindsight 30 IL, passive Perception 10

Languages telepathy 126 ft, understands Deep Speech but
cant speak
Challenge 1/2 (100 XF)
Amphibious. The broodling can breatheair andwater,
o

Proficiency Bonus +2

Mind. Broadlings’ minds connect to other

i sfeetof them, farming a chain of thought The broadling
gains a+3bonus to Intelligence checksand saving throws, and
wits Entrance save DC for each other broodling in such a chain.

ACTIONS

Mutiattack, The broodling makes twoattacks: one withits

Biteand anewith its Sting.

Bite. MeleeWeapon Attark: +4 1o hit, reach 5 ft, ane targer. Hit

41d4 +3) picrcing damage.

Sting. Melee Weapon Attack: +8 1 hit, reach 5 i, one creature.

Hit:1 piercing damage and the creature mustsucceed on a DG
C i i Wis-

il the end of next turn

Entrance (1/Day). The broodling targets one creature itcan see
ithil it. The wi

to submit the creature to their will. Once entranced,
the creature willingly follows the broodlings to the
broodmaother’s lair, where the matriarch decides
how best to extract its assets.

BRroooLiNG

unilthe broodling dies or until itis on a ifferent plane of
existence from the target. The charmed target is under the
broodling’s contral and can't take reactions.

Whenever the charmed target takes damage, the targetcan
repeatthe saving throw, On a success, the effectends. Nomore
than once every 24 hours, the target can also repeat thesaving
throwwhen itis at least 30 feet away from the broodling.




ABOLETH BROODMOTHER

Due to the plethora of adaptations a broodmother
has assimilated, it only vaguely resembles the form it
had when it first arrived on the Material Plane. What
still remains is its indelible memory and its desire to
entrance living things.

REGIONAL EFFECTS

The region containing an aboleth broodmother’s
lair is warped by millenia of tinkering with the flora
and fauna, creating one o more of the following
effects

+ Never-before-seen fauna, often sporting sacs of
unborn broodlings, proliferate within 6 miles of
the lair.

+ Creatures in contact with water within 6 miles
of the lair feel a compulsion to move towards the
lair's centre.

Within 1 mile of the lair, thickets of dense veg-
etation allo passage only for the broodmother,
broodlings, or ereatures controlled by either.
Each 5-foot-cube of thicket has an AC of 15, 50
hit poines, vulnerabilicy to cold damage, resist-
ance (o bludgeoning damage, and immunity to
piercing, poison, and psychic damage

p—

LESSER ABOLETH BROODMOTHER

Large aberration, fawfid evil

FArmour Class 15 (natural armour]
HitPoints 127 (15d10 + 45)
Speed s ft., swim 40 ft.

Actions

Multiattack. The aboleth makes two Tentacle attacks and uses
Birth, if awailable

Temtacle. Melae Weapon Altack: +7 to hit, reach 10 ft. one target
Hit: 11(2dé + 4) bludgeoning damage and the target must make

STR  DEX CON INT WIS CHA
8 () 10(r0) 6(+3) WeA 3 763)

"Saving Throws Con +6. Int +6, Wis +4
Skills Athletics +7, History +9. Perception 7
Damage Immunities poison

(Condition Immunities poisoned

Senses darkvision 120 ft., passive Perception17
Languages Deep Speech, telepathy120 .
Challenge 6 (2,300 XP)

2 saving gainst the aboleth 1rait.
Birth (Recharge 4-6). The aboleth praduces a broodling in an
unoccupied space within s feet ofit
Theaboleth itean
30 it oc1a
be magi

until the abeleth dies or until itis on a different plane of existence
from the target. The charmed target isunder the abulethis control
and can' ions, and the abo leth

‘Amiphibious. The abaleth can breathe ai and water.
Legendary Resistance (3/Day). If the aboleth fails a saving throw,

municate y distance.

target 4 Be
repeat the saving throw. On a success, the effect ends. No more

itcan choose succeed instead. thar exy2ahotrs he target e ving
throw isat least 1 mile away from the aboleth.
Theaboleth ded by inf
mucus. A re he aboleth LEGENDARY ACTIONS

melee attack whilewithin s feet of it must make a DC 14 Consti-
tution saving thraw Ona failure, the creature is diseased. For
the first houraf the disease, the creature takes 2 (1d4) necrotic
damage ifitends its turn out of water (itmustbe at leastneck-
Afterthe first
disease is cured, 3 creature is unable to gain the benefits of 2
short or long restif itdoes notspend the restat least neck-deep
inwater.

host of 2 broodling egg that hatchesin 3dé days.

take 3leg s, chaosing from th
options below: Only one legendaryaction aption can be used
ata time,and only at
aboleth regains spent legendary actions at the start of its turn,
Jet. The aboleth pallofink,

water until the
start of s next turn, . then moves up o s swimming speetl.
Tentacle. The aboleth makes one Tentacle attack.

The abedetHiatempts (o

Probing Telepathy. if a crea ture cammunicates telepathically grpple ithin 10 feet of i twi
baleth A
desiresif the aboleth cansee the creature R H the check,

14 (4d6) necrotic damage and the aboleth regains a numberaf
it t poir

duced equal to the damage tak-

en. This reduction lasts until the target finishes a long rest. The:
target diesif this effect reduces its it paint maximum toe.

LAIR ACTIONS

So long as the aboleth broadmother or one of its off-
spring is alive and within the lake, it can evoke the
ambient magic to take lair actions. The DCs and
damage of the lair actions and environmental haz-
ards depend on the level at which you run the hunt.

VARIABLE LAIR ACTION STATISTICS

Huntlevel VDC Vmod Vdam
sth 3 5 5(2da)
1th 15 7, 10(3d6)
azth 17 +9 2 (¢de)

Lair Actions. On initiative count 20 (losing initi-
ative ties), the aboleth takes one of the following lair
actions; the aboleth can't take the same lair action
two rounds in a row. See the table above for the
damage and save DC

+ Tempestuous Turbulence. The water within the
lair writhes and switls, causing 6-foot-tall waves
o crash over all the low-lying islands. Each
creature in the water, or on the ground less than
5 feet above the water's surface, must make a
'VDC Strength saving throw or be pulled up to
20 feet into the water.

+ Plague Tide. The water begins to bubble, filling
the lair with noxious, aerosolised droplets.

A creature is affected even if it doesn’t need
to breathe. Each creature must succeed on a
VDC Constitution saving throw or become
poisoned. If running this hunt at 11th or 17th
level, the creature is poisoned as if it had failed
a saving throw against the conragion spell (no
concentration required). A creature can repeat
the saving throw at the end of each of its turns,
ending the effect for it on a success.

+ Aqua Phantasm. Water in the aboleth brood-
mother’s lair magically becomes a conduit for
the unspeakable horrors the broodmother has
witnessed in its vast memory. Each creature of
the broodmother or broodlings’ choice with-
in the lair's waters must succeed on a VDC
‘Wisdom saving throw or take Vdam psychic
damage and become frightened of the huddled
‘mass of creatures (wave 1), the chrysalis (wave
2), or the broodmother (wave 3) until the end of
its next turn.
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ABOLETH BROODMOTHER

Large aberration, fawfid evil

Farmour Class17 (natural armour]
HitPoints 210 (20cho + 100)
Speed s ft,, swim 4o ft.

AcTioNs

Multiattack. The aboleth makes three Tentacle attacks and
usesBirth, if available.

Tentacte. Melee Weapon Attack: #1010 hit, reach 101t ane
target. Hit:14 (2d8 + 5) bludgeoning damage plus 4 (1d8) acid

"STR DEX CON INT WIS CHA
21(+5) 10(+0) 20(+5) 18(+4) 1a(+2) 18(+4)

Saving Throws Con +10, In 19, Wis +7

Skills Athletics +10, History+14. Perception 12
Damage Immunities poison

Condition Immunities poisoned

Senses darkvision 120 ., passive Perception 22
Languages Deep Speech, telepathy 120

target must make a saving throw against the
aboleth’s Infectious Micus trait
Birth (Recharge 4-6). The aboleth praduces a broodling in an
unoccupied space within 5 feet of it
The aboleth itcan
3 it. The target ociy

it lane of existence

from the target. The charmed target isunder the abuleihs contol

Challenge 15 (15,000 XP)

"Amphibious. The abaleth can breathe air and water.

Legendary Resistance (3/Day). If the aboleth fails a saving throw,
itcan choose to succeed instea

and cant

municate telepathically with each other over any distance.
“Whenever the charmed target takes damage, the target can

repeat the saving throw. On a success, the effect ends. No more

than hours, the target th

Theaholeth
B e
melee attack while within s feet of it must make 2 DC18 Consti-
tution saving throw. Ona failure, the creature Is diseased. For
the first hourof the disease, the creature takes 4 (1d8) necratic
damage each time itendsits turn outof water (itmustbe at
liast neckedeep toavoid this damage). After the first hour and
until thedisease is cured, a creature s unable w gainthe ben-

isat least1 mile away from the aboleth.

LEGENDARY ACTIONS

opions below: On)y e e ey
atatime,and at! The
aboleth regains spent legendary actions at the start oftstum

efits of a shert or long rest if it does not spend the restat least kLT‘L t apallofink,
neckrdeep inwater 3 il 4 untilthe
Lt start of its next turn. ftthen p
ms(fond.tmmmzeggmmhmnwmmsdm TentacleTheaboleth makes one Tentacle attack.
Matherof 19 Rest). If i in (Cc Actions). T! grap-
T el et aonte 9|euneuea(wev.ltlllmnfn!uhlwnhaswem\mntade.
by th

point total instead resets to 210, it
ofLegendary Resistance, it births 2 broodlings,and it gains 210
temparary hit points as a flurry of swampfauna swarms over
it protectit Additionally, the aboleth gains 2 +5 bonus to 15
attack and damage rolls and can now use the options in the
“Mythic Actians” section for 1 hour. Award 2 party an additional
41,000 XP (56,000 XP total) for defeatingtheabolethafter its
fdother of the Swarm activates
Probing Telepathy. If a creature communicates telepathically
ith the abaleth

desires if the aboleth cansee the creature.

)

contested check. Il the aboleth succeeds, the creature takes
21(6d6) necrotic damage and the aboleth regains hit points
equal o half the damage dealt. The target's hit pointmaxi
mumis reduced by anamount equal to the damage taken,
This recluction lasts until the target finishes along rest. The
target dlies i this effect reduces ts hit point maximurm o o

MyTHIc AcTioNS

" the Surarm trail the
last hows, it can use the options belowas legendary actions.
Gestate. The aholeth rechargesand uses Birth. It mustuse a
different legendary action before it can use this one again.
Rapid Suction Drain. The aboleth wsests Suction Drain leg-
7 - sl 5

before it uses this one again.

LESSER BROOD CHRYSALIS

Large aberration, fawfulevil

BROOD CHRYSALIS

Huge aberration, iawful evil

"Armour Class 16 (natural armour)
HitPoints17 (18cho +72)
Speeds it suims

"Armour Class 18 (naturalarmour)
Hit Points 184 (1512 + 80)
Speed st swim s,

"'sTR DEX  CON INT WIS CHA
16(43)  5(3) 18(+4) 16(+3 14(+2) 10(+0)

STR DEX CON INT WIS CHA
18(+4)  5(3) 20(+5) 16(+3) 14(2) 10(+0)

Saving Throws Con +7, Wis +5

Skills Perception +5

Damage Immunities poison

Condition Immunities charmed, exhaustion, frightened,
poisoned, prone

Senses blindsight 30 ft. (blind beyord this radius), passive
Perception1s

Languages Deep Speech, telepathy 120 ft

Challenge ¢ (2,300 XP) Proficiency Bonus +3

"Saving Throws Con +3,Int +7., Wis +6
Siills Perception +6
Damagelmmunities poison
Condition Immunities charmed, exhaustion, frightened,
poisoned, prone
Senses blindsight ft. (blind beyond this radius), passive
Perception16
Languages Deep Speech, elepathy 120 fL
Challenge 12 (8,400 XP) Proficiency Bonus +4

Amphibious. The chrysalis can breathe air and wazer.
If

" Amphibious, The chrysalis can breathe air and water:
Ifthe chrysalis failsa saving.

throw, it can choose to succeed instead.
Regenerative State, The chrysalis’ hit points reset to its maxi-
mum atthestart of its turn.

throw, it can choose to sucoeed instead
Regenerative State. The chrysalis'hit points reset to ts maxi-
mumatthe startof ts turn.

When a creature hi witha melee

When a creature hits the chrysalis with a melee
e i

attack itmust succeed ona DC r
i i tuck to th A

track, ona
i creature A

fion 1o make 2 DC

letics)check, freeing a stuckiweapon within fs reachon a

suceess. If the attack requires that the attacker touch the abo-
o)

tion (0 make 2 DC
letics) check, freeinga stuckweapon within fs reach on a
SUCCESS "[h! attack requires thatthe attackertouch the abo-

Jeth (GN
(escape DC15) on a failed save. While it is grappled, it carituse
thatlimb. ftheattack isa bite, then the creature cantspeak
while itis grappledin thisway.

Transitional State. The chrysalis turns Into a lesser aboleth
broodmatheratthe start of it fourth turn after becoming a
chrysalis, endingany grapples it s a part o,

AcTions

leth then
(escape DC 17) on afailed save. While itisgrappled, it can'tuse
that limb. Ifthe attack s a bite, then the creature cantspeak
whileitis grappled in this way.

The chrysalis i boleth
broadmotherat the startof ts fourth tum after becoming a
chrysalis, endingany grapples itisz part of.

AcTIONS

Multiattack. The chrysalis makes three Sticky Ectoplasm
attacks. Each attack must be against a different target

Multiattack. The chrysalis makes three Sticky Ectoplasm
attacks. Each attack must be againsta different target.
Ranged ; +8 to hil, range 30/9¢.

it, range 30/90
ft, onetarget. Hit: 11 (2d6 + 4) acid damage and the target’s
speed is reduced by 15 feetuntil the target uses an actionto
remave the ectoplasm. A ereature whose speed is reduced ta
0 feetby this efiect is restrained (escape DC 15)

i, one arget. Hit: 18 (38 +5) acd damage and the target's
speed s educed by s feetunel hearet ses nactionts
remove duced
0 feet by this effectis i (escapeDC17).

=

BROODMOTHER CHRYSALIS

The broodmother's chrysalis is is failsafe. After
gathering a sufficient volume of biomass within
the huddle of charmed creatures, the broodlings
encapsulate the huddle, creating a hard, sticky
casing that protects the internal werkings. In this
temporary transitional state, the aboleth is almost
uskillable, It metabolises the constituent creatures

atan astonishing rate, almost immediately repair-
ing any wounds it may sustain.

Killable Chrysalis. If you wish to run this monster
as something that can be killed (in place of a tran-
sitional state), remove both the Regenerative and
Transitional State traits.




Brooo
CHRYSALIS
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GREATER BROOD CHRYSALIS

Huge aberration, lawfilewil

Stichy Mucus. When a creature hits the chrysalis with amelee
artack, it mus h savi

10the creature. A

"ArmourClass 20 (natural armour)
Hit Points262 (21diz +126)
Speed s f1., swim1s ft

"SIR DEX GCON INT WIS CHA
2005 563 22(+6) 18(+4) 1a(+2) 10(+0)

Saving Throws Con +12, Int +10, Wis +8

skills Perception +8

Damage Immunities poison

Condition Immunities charmed, exhaustion, frightened, poi-
soned, prone.

Senses blindsight 120 ft.(blind beyond this radius), passive
Perception 18

Languages Deep Speech, telepathy 1201t

Challenge 18 (20,000 XP) Proficiency Bonus 5

"amphibios. The chrysalis can breathe air and water,

creature can use an action to make a DC20 Strength (Athlet-
ics) check,freeing astuck weapon within its reach on a success
If the attack the attacker ©Ms
diseretion), then the attacker becomes grappled (escape DC
20) on a failed save, Whileitis grappled, it can't use that imb.
If the attack is a bite, then the creature can't speak while it is
grappledin thisway

Transitional State. The chrysalisturns into an aboleth brood-
mother at the start ofits fourth turn after becoming a chrysalis,
endingany grapples itisa partol.

AcTiONS
Multiattack. The chrysalis makes four Sticky Ecioplasm attacks.
Each attack must be against a different target
Sticly Ectoplasm. Ronged Weapon Attach: 112 1 hit, range
40/120 ft one target. Fif: 22 (110 +6) acic damage and the

If th ing thraw,
it can choose 1 succeed instead

The chrysalis' hit paints reset
atthe startef its turn,

by1s feetuntil the
action hi L A creature it
reduced ta.0 feet by this effect s restrained (escape DC 20)
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DREAMHOLDER

Natives of the Anomalies, dreamholders often

find routes through to the Astral Plane and, from
this staging post, parasitise creatures who astrally
project, hitching a ride on their psyches back into
the home plane, There, they flit between the minds
of sleeping creatures, distorting each dreamer's
narrative and feasting on their fear, joy, and distress.
An incorporeal version of the floating eye tyrant,
the dreamholder can unleash a devastating array of
eye beams at lucid dreamers wha threaten to expel
them [rom their mind.

Fear of Ejection. Rarely does a dreamholder take
physical form on the Material Plane. Instead, a
dreamholder traverses the world through a dreams-
cape, an ephemeral plane created by the psyches of
sleeping creatures. If this dreamscape ever disap-
pears, such as if all creatures within range of the
dreamholder's influence awaken, the dreamholder
is ejected back to the Astral Plane, a place it loathes
due to the absence of its favourite snack: sleeping
beings. For this reason, dreamholders are commonly
found in densely populated areas, places with a mix
of diurnal and nocturnal beings, or wherever sleep-
ing creatures can be reliably preved upon

‘The dreamholder is a clever and resourceful
aberration. Should its continued existence in the
dreams of creatures on the Material Plane be threat-
ened, it chooses one of two tactics, If it belicves
itself more powerful than its foe, it will i

all of which incerfere with its focus, causing it to
become momentarily corporeal and susceptible to
physical blows.

Dream Stasis & Bridging. Dreamholders possess
the unique ability o bridge the dreams of sleeping
creatures, a feature they use to slip from a soen-to-
wake mind into that.of one that has recently drifred
off. Indeed, one of the symptoms of dreamholder
parasitisation is the increased frequency of shared
dreams between individuals in a community (and
the social awkwardness that soon follows). Powerful
dreamholders can exert such influence over a sleej
ing creature that the dreamer enters a ‘dream stasis’,
a paralytic state from which it can't wake of its own
volition. A clever dreamholder learns to release
these captured sleepers just before they waste away
entirely, knowing full well that they must return to
sleep eventually.

Dream Lair. Combining these two abilities of
stasis and bridging, a dreamholder can create a
tangled web of interconnecting landscapes, scenar-
ios, and protagonists, a veritable feast of corrupted
dreams. Time dilates and constricts at the dream-
holder’s whim, and respite is rarely attainable. In
this varied, restless landscape, physical prowess
means little; the dreamholder is the ruler, and those
that are weak of mind seldom emerge

REGIONAL EFFECTS

attempt to anihilate the threatening creature's
psyche and render their body a comatosed shell.
Alternatively, a dreamholder might bargain with
its assailant, delivering secrets to them nightly untl
such a time as it can destroy this erstwhile ally.

Balanced Diet. Dreamholders feed on the gam-
ut of emotions that a creature can experience. For
a properly balanced diet, a dreamholder needs o
consume anger, disgust, fear, happiness, sadness,
and surprise. A dreamholder that can keep a group
of humanoids experiencing all these emotions si-

is a contented indeed.

Inconsistent Incorporeality. The dreamhalder
maintains its incorporeal form through psionics
Its mastery of this technique is absolute; even the
most well-placed blow with a magical weapon
passes through thin air, the dreamholder dissolving
the instant before contact is made. The dream-
holder abhors loud noises and psychic attacks,

The dreamholder’s lair has the following unique
propertics:

+ Detect Thoughts. T'he dreamholder can detect
the surface thoughts of all creatures within its
Tair. This gives it advantage on any Wisdom
(Insight) checks against creatures in its lair.
Immutable Form. "The environment of the
Dreamscape can be permanently changed only
by adream or wish spell. All objects are other-
wise unbreakable.

Speed of Thought. Fach creature gains a mod-
ifier to its speed equal to its Intelligence score
minus 10 (rounded down to the nearest S-foot
increment),

Strength of Mind. Strength, Dexterity, and
Constitution saving throws are all replaced with
Tntelligence saving throws



iy

Quiet. The Dreamscape is magically quictened;
the dreamholder doesn’t like loud noises (or
thunder damage). All creatures have disad-
vantage on Wisdom (Perception) checks that
involve hearing,

+ Where Are We? No one can quite remember
how they arrived where they are.

LAIR ACTIONS

While the dreamhalder lives, it can invoke the.
ambient magic of its dreamscape to take lair actions.
The saving throw DCs, damage, and temporary

hit points of the lair actions depend on the level at
which you run the hunt,

VARIABLE LAIR ACTION STATISTICS

Huntlevel VDC Vdam  Temporary HitPoints
sth 13 5(2da)  30de)
a2th 16 14(eds) 7 (2ds)
19th 18 28(8de)  14(ads)

Lair Actions. On initiative count 20 (losing

ve ties), the dreamholder takes one of the fol-
lowing lair actions; the dreamholder can’t take the
same lair action two rounds in a row. See the table
above for the damage and save DC.

+ Forgetful Friend. Each creature of the dream-
holder’s choiee within the lair must make a
VDC Intelligence saving throw. On a failed
save, the target loses the ability to distinguish
[riend from foe. It regards all creatures it can see
as enemies until initiative count 20 of the next
round. Whenever the affected creature chooses
another creature as a target, it must choose the
target at random from among the creatures it
can see within range of the atrack, spell, or other
ability it’s using, If an enemy provokes an op-
portunity attack from the affected creature, the
creature must make that attack if it is able to.

ini

+ Valiance. The dreamholder inspires creatures of
its choice within its lair, giving them visions of
triumph and hope. Kach affected creature gains
temporary hit points and is affected by the &ess
spell until initiative count 20 of the next round.

+ Despair, The dreamholder gives creatures of
its choice within its lair visions of failure and de-
spair. Each creature of the dreamholder choice
that is in its lair must make a VDG Charisma
saving throw. On a failure, a creature takes
psychic damage and is affected by the dare spell
until initiative count 20 of the next round. On a
success, the creature takes half as much damage
and isn’t affected by the spell.

STARVED DREAMHOLDER

Large aberration, iawfilevil

‘Armour Class 14 (natural armour)
Hit Points 68 (8d10 +24)
Speed o fr, fly 20 fr (hover); all +5 fr. in dreamscape

"SIR  DEX CON INT WIS CHA
1040) 12() 1603) WY 1a(2) 15062

Saving Throws Int +6, Wis +5, Cha +5

Skills Insight +s. Intimidation +5, Perception +8, Persuasion +5

Damage Immunities bludgeoning, piercing, poison, slashing

Condition Immunitics charmed, exhaustion, grappled, poi
soned, prone, restrained

Senses darlvision 120 ft passive Perception 1

Languages Deep Speech, Undercommon, telepathy 120 fr.

Challenge 7(2,300 XP) iciency Bonus +3

2 Confusion Ray. The target must succeed ona D14 Wisdom
saving throw ar be affficted by the canfusion spell until the:
end af its next tum.

3 Stalic Ray. The Larget must ma ke a DC14 Intelligence saving
throw, taking7 (2d6) psychic damage on a failed save or half
s much damage on a successful one. Ona failed save, a tar-
get has muddled thoughts for1 minute. During that time. it
rolls a dé and subtracts the number rolled from allits attack
rolls and ability checks, as well asits Canstitution saving
throws to maintain concentration, The target can repeat the
saving throw at the end of each af its turns, ending the effect
onitselfonastceess.

4 RotRay. The target must make a DC1a Intelligence saving
throw Ona failure, it grey matier deteriorates it akes 10
(3d6) andith
«checks and attack rolls it makes until the end of its next turn.
Qnasuccess it takes half as much damage and suffers no

i Cone. Th |

5 Incorgoreal Shunt Ry The arget must suceced on a DC14 Cha-

thearea
untilthe endcvzhe dreamholder's next turn

it eachofits B
decides whichway pushed up 1 oy
the coneat th ialise T 3 3d1) force damage
endoithedmamhn\devnummunsuueedunnDEmImzKIl it ialises insi biect. If th i
s sminghrowr ahe 1 o) peficdamageand eiome in ot

The target s then pushed to the nearestunoccupied space
& Nightmaro Pay The targetis assailed by illusory manifesta-
DC14

s anaffected cr

the

inany directionwhile it can see these sources of ts fear.

or

B e e e

hen take:
more psychicor thunder damage in a single instance, it becomes

throw, nkmg'ls g;m) psychic damage on a failureor halfas
much damsge on a success,

LEGENDARY ACTIONS

corporeal uniil the starc of ts next wrn, itlose:
its Incorporeal Movement trait;fts immunity to bludgeoning.
it andits

options belov:. Only one legendary action option can be used ata
The dream-

i
and restrained conditions.

halderregains spent legendaryactionsat the start of its turn

i d obje terrain. Ittakess
(1410) fores damage ftends ts trn nside ancbfect.
Legendary Resistance (3fDay). If the dreamholder fails a saving
throw, it can cheose ta sucoeed insteatl

AcTiONS

EyeRay. Th
Teleport. The dreamholder teleporisia an umxcupleﬂ spaceit
it If lair
o see this space to tele port toit.

Mirror (Costs 2 Actions). Two illusory dreamholders appear
within 30 feet of and
canthen oneof

Dreameater. Melee Spell Attack 46 to hit, reachs i one creature,
Hit:14 (2cho + 3) psychicdamage.

eye rmys at random (reroll duplicates), choosing one to three
creatures it can see within 120 feetof it:

1 Char Ray. The target must suceeed an a DC14 Wisdom saving

throw or be charmed by the dreamholder for  hour, oruntil
the dreamholder harms the target.

Eye Rays. The dreamholder shoots three of the following magical

the ilusory dup| ek phyums interaction with the llusory

ack,
anillusion. A creature can use its action m makea DC14 In-

3 3 if i FUCCESS.
When the dreamholder uses an eve ray, ll the illusicns fire
the same eye raysatthe sametarget and when it teleports,

he illusions, All the end.
of the dreamholder's next tuen.




-

DREAMHOLDER

Large aberration, lavful evil

‘Armour Class 17 fnaturalarmour)
Hit Points 136 (16ch0 + 48)
Speedoft., fly 20 . (hover): all #5 fi. in dreamscape

STR DEX CON INT WIS CHA
0(0) 12(+) 763 1904l 16013 17063}

2. Confsion Ray. The target must succeec ana D17 Wisdom
by the

end ofits next turn.

3. Static Ray. The targetmust make a DC17 Intelligence saving
thraw, taking o (3de) psychic damage ona failed save ar
halfas much damage on a successful one. On a failed save. a
target has muddied thoughts for 1 minute. During that time,
itrollsa dsandsubirac the number rolled from al s aitack

Saving Throws Int +3, Wis -8, Cha +8

Skills Insight +8, Intimidation +8, Perception +13, Persuasion +8

Damage Immunities bludgeoning, piercing, poison, slashing

Condition Immunities charmed, exhaustian, grappled, poi-
soned. prone, restrained.

Senses darkuisian 120 fit, passive Peroeption 23

Languages Deep Spesch, Undercommon, telepathy 120 ft.

Challenge 14 (11,500 XP) Proficiency Bonus +5

E

s 4 : s
each creature—swithin 2 120-foat cone, At the start of each ofits
turns, the dreamholder decides which vy the cone faces and
whether theconeisactive Eachcreature within the cone at the
end of the dreamholder's turn must succeed ona DC17 Intelli-
gencesaving throw ortake 16 5c10) pych c damageand become
he area

uah[!hcendnﬂhudmamhofﬂnhm:xttmn,
As anaffected creatureis surrounded by these illusions, the
souce of s fearis inevery direction, rendering it unable to move
in amy direction while it can seethese sources of its fear
iy When th

kes10 o7

hecks, Gonstitution saving
throws to maintain concentration. The target can repeat the
saving thraw at the end of each ofits tums, ending the effect
anitselfon a success.

4. Rt Ray The target must make 2 DC 17 Intelligence saving
throw.Cna failure, it grey matter deteriomtes, t akes 17

ability

checksandarack ol Is it makes il the end of s nextuan.

I

addl(mnﬂleﬁet(s
5. Incorpareal Shunt Ray. The target must succeed on a DC17 Cha-
3 i ; 0

pushed i and
then The i
it ject. |

in another b .
Thetargetis then pushed to the nearest unoceupied space.
6. Thetargetisa

tionsof its fears. [tmust makEiDCW Intelligence saving
throw, taking 27 {sdho) psychic damage ana failure or halfas
much damage ona suceess

LEGENDARY ACTIONS

murepsy:hlc r lerdamage in itbecomes
re:

it loses

take 3 legendar, ing fromthe

it
4 o i
and restrzined conditions,

can move through oth

tions below: Only one legendzry action option can be used ata
t!memdnn\yallhemdohnmhernﬁxnrﬁstum The dream-
halder thestartof its turn.

EyeRay. Th

ctsasif Ittakess
(1d10) force ddmdge it nds 1 s indkle ot

if fallsasaving
throw, it can choose to succeed instead.

AcTIONS

Teleport.
can semwithi it IFiti
tosee thisspace toteleportioit
Mirro (G {
in 3

can itching placs

hit,reachys ..
Hit:20 (3d10 + 4) psychic damage.
Eye Rays. The dreamholder shoots four of the following magical

. Physical interaction with the illusory
dreamholder such s iting it with n atack.reveals it be
anillusion, A creature can use s action to makea DE 17 In-

8ye rays at duplicates), i crea-
tures it can see within 120 feet of it

1. Charnt Ray. The target donaDC17 i
thraw or be charmed by nhadmamhotderrmlmur or until
thedreamholder harms the target.

within 30 feetof it, determining if it’s anillusion on a success.
When the dreamha|derusesan eye ray, all the illusions fire
thesame eye rays at the same target, andwhen it teleparts,
5o too dothe ilusions. All the llusions disappear at the end
ofthe dreamholder's next .

e

GLUTTED DREAMHOLDER

Large aberration, iawfislevil

‘Armour Class 13 (natural armour)
Hit Paints 225 (24d10 + 96)
speeda fr, fly 20 ft. thover); all +10 ft. indreamscape

STR DEX (CON INT WIS CHA
10(t0) 12(11) 18(+4) 21(+3) 17(+3) 18(+a)

Saving Throws It +12, Wis +10, Cha +11

Skills Insight 410, Intimidation +11, Perception 17, Persuasion £11

Damage Immunities bludgeoning, piering, poison, slashing

Condition Immunities charmed, exhaustion, grappled, poi
soned, prone, restrained

Senses darvision 120 ft. passive Perception 27

Languages DeepSpeech, Undercommon, telepathy120 fr.

Challenge 21 (25,000 XP} Proficiency Bonus +7

L5 T Cone.Th T

2.Confusion Ray. The target must succeed ona DC 2o Wisdom
saving throw or be afflicted by the confision spel | until the
end of its next tum.

3 Static Ray. The target must ma ke a DC 20 Intelligence saving.
throw, taking z1 (6dé) Dsycm(d,-lm»lgrvn a ﬁulad save o
halfas
target has muddled thoughts for1 minute. umngmamme,
it alls a d6 and subtracts the number rolled fromallits attack
rolls and ability checks, as wel| as its Constitution saving
throws o maintain concentration. The target can repeat the
saving throwe at the end of each of its turns, ending the effect
onitseffonasuccess.

4 RotRay. The target must make a DCzoIntelligence saving:
throw. Ona failure,its grey matter deteriorates, it akes 28
(8ds) necrotic damage, and it hasdisadvantage on ability
«checks and attack rolls it makes until the end of its next turn.
Qnasuccess it takes half as much damage andsuffers no

5 Incorgoreal Shut Ry The arget must suceeedon a uc:ncna,

3 its
turns, the dreamholder decides which way the cone facesand

pushed up o 30 featdrleuly awayfrom the dlﬂm hnl\‘iel :md
36 (8dg)

whether th th e th,
enduithedmamhn\devnummunsuueedonaDcmlmlh- it falises insi ject I fal
r take 22 (4d10) become in anoth
thearea The target is then pushed to the ne

untilthe end of the dreamholder's next turn

& Nightmaro my Tttegealetn iy manfesta-

Asanaffected the
T e e
inany directionwhile it can see these sources of ts fear.

takes 15 o
7 Bl thundes daimage I sngle it hesomes

throw, nkmgm(ldm] piych\:dzmagtnn afailure or half as
much damsge on a success,

LEGENDARY ACTIONS

carporeal until the start of ts neze o
its Incorporeal Mavernent trait;its immunity to hludgenmng
jerei i andits

options below. Only one legendary action option can be used ata

and restrained conditions.

he dream-
halder regains spent legendary actionsat the startofits turn
EyeRay. Th

L d obj

terrain. Ittakess
(410) foree damage ftends ts turn nside an cbfect
Legendary Resistance (3/Day). If the dreamholder fails a saving
throw, it can cheose ta sucoeed instead

AcTiONS

Teleport, The dreamholder teleports 1o an unsecupied spece it
it IF lair
o see this space to tele port toit.

Mirror (Costs 2 Actions). Two illusory dreamholders appear
within 30 feet of and

Dreameater. Melee Spell Attack: +12to hit, reach 5 .

<anthen po oneof

Hit: 49 (8d10 +5) psychic damage.
Eye Rays. The dreamholder shoots five of the following magical

the theillusory
dreamholder, su:h as hmmg itwith an attack, reveals it iobe
anillusion. A creature can use its action to make a D20 In-

: e %

e 5
reatures i it

1 Char Ray. The target must suceeed n a DC20 Wisdom saving

throw or be charmed by the dream holder for t hour, oruntil

the dreamholder harms the target.

i ining i its ani success.
W e e e s s T
the same eye raysatthe sametarget and when it teleports,

e illusions. All the end.
of the dreamholder's next tuen.

S



THE DREAMERS

Found exclusively in dreamscapes, dreamers are the
psyches of sentient creatures blocked from re-en-
tering their corporeal form. The longer a psyche
spends in a dreambolder’s twisted realm, the more
corrupted it becomes, losing the virtues, values, and
empathy it once held dear.

Damage. The mind is a magnificent thing,
capable of adapting to new realities, and parsing
the stimuli in the best way it knows hor
however, is the dreamers’ weakness; while a blade
doesn't technically exist in a dreamscape, the mind
interprets the damage the blade should cause, cre-
ating internal psychic trauma in the host’s corporeal
body.

what Lo,
10 make a Charisma (Persuasion) checkcontested by the
— aris i help
A dreamer that has recently suceumbed to a dream- see through theillusion. On a suecess, the sleepualker sees
holder’s mani is known as a thiougn it be beguiled

r
SLEEPWALKER

Medium umandid {psyche), any aifgnment

"Armour Class 1z (natural armour)

Hit Points 27 (sds)

Speed3o .

"STR DEX CON INT WIS CHA
10(20) 10(+0) 1(+0) 14(:2) 10(:0) 10(+0)

piercing. and skashing

fromm nonmagical attacks
Damage Immunities poison
Condition Immunities charmed, petrified, poisoned
Senses passive Perception 10
Langusges anytwolanguages
Challenge 1(z00XP) _ Proficiency Bonus =2
‘Puppet. While in a dreamholder's lair,the sleepwalkersees

These individuals are enirely deceived by their
aberrant puppetmaster, and can be induced to attack
others through manipulative illusions and deceit.
With careful persuasion or use of magic, such indi-
viduals can be brought back to a lucid state and even
induced to break free of the dreamholder's stasis

by the dreamholder for the next 24 hours. On a failure, the
sleepwalker believes the creature to bea trick, and any further
attermpls made o persuade it by that creature automatically
failfor the next 24 hours.

AcTioNs

Multiartack. The sleepwalker makes two melee attacks
Phantom Fist. Meles Weapor Attack: +4 to hit, reach 5 ft, one
creature. Hit: 7(1cha + 2) psychic damage.

e —

A sleepwalker becomes a horror when its mind is
finally broken. In constant fear, a horror attacks
‘with unprovoked ferocity. It does not trust kind
words, for the dreamholder has tricked it too
many times. Only crearures in ion of truly

[r—

HORROR

Medium humanaid ipsyche), chaotie neuteai

"armour Class 15 (natural armour)
Hit Pointss2 (88 + 16)

Speed 30 ft; all +5 i in dreamscape
v

powerful restorative magic can bring back some
semblance of sanity to these psyches. Even then,
should the mind be restored to its body, it would
likely not be recognisable.

STR DEX CON INT WIS CHA
B(H) 14(2) 1562) 1804 10(+0) 8(1)

Damage Resistances bludgeoning.piercing. and slashing
from nonmagical attacks

Damagelmmunities poison

Condition Immunities charmed, petrified, poisoned

Senses passive Perception 1o

Languages any two languages

Challenge 3 (700 XF) Proficiency Bonus -2

v

If the horror is the targetof
spell ar more pawerful restorative magic it sees through the
dreamholder’s illusions and carit be beguiled by the dream-
holder for the next 24 hours.
Slow Fall. While in a dreamscape,a horroris constantly under
the effects of the feather fali spell.

ACTIONS
Maultiattack.The horror makes three attacks.
Phantom Fist. Melec Weapon Atfack: +6 10 hit, each s t, one

creature, Hit: (1010 +4) peychic damage.
Horrifyit the

horror thatcansee it mustsucceed on a DC 14 Wisdom saving
throw or be frightened for 1 minute. A frightened target can
repeat the saving throw at the end of eachof its tums, ending.

success.Ifa i is
successful ar the effect ends fori, the target i immune to this
horror's Horrifying Appearance for the next 24 hours.

Horror




PHANTASM

Medium humanaid {psyche, chaoticeut

“Armour Class 17 (natural armour)
HitPointss7 (13d8 + 33)
Speed 30 ft, fly 40 . (hover);all «10 ft in dreamscape

"sTR DEX  CON INT WIS  CHA
BE) 14G2) 1663 2065 1060 6(2)

Saving Throws Im +8

DamageVulnerabilities psychic, thunder
ities poison; i
slashing from nonmagical attacks

ion Immunities charmed, petrified, poisoned
Senses passive Perception 1C.

Languages any two languages.

Challenge 7(2,900XP)  Proficiency Bonus +3

Displacement. The phantasm projects a magical llusion that

makes it appear to be standing near its actual location, causing.
I ? I 5

truesightignore this trait. I it is hit by an atiack this

s

0 ofest.

can move
s if rain. Irtakes 5
(1d1c) force damage |i it ends its turn inside an object.

AcTiONS

Tt is too late for a phantasm. Their physical form
has long since decayed, taking with it all sense of
morality. The prevalence of phantasms within a
dreamscape is testament to a dreamholder’s preed;
they exist only because the dreamholder kept ahold
of their mind for too long. A true artisan of dream
manipulation would release a dreamer on the brink
of death, allowing it to find sustenance, safe in the:
knowledge that it must return to sleep in time.

Dreamscape Adaptation. Years spent severed
from a physical form have allowed phantasms to
adapt to the dreamscape. Untethered by belief
in physical laws, they can fly, pass through solid
matter, and can even create minor illusions of their
own. Nonmagical attacks no longer pose any threat
to them, their minds having relinquished the ties to
‘which lesser dreamers still cling

Multiattack. The phantasm makes four attacks.

3 it, reach
s fr.or range 20/60 ft., ane creature. Hit: 10 (1d10 + 5) psychic
dama e

Each 60
Gl S e
Wisdom saving throw or be frightened for 1 minute. Ifthe
save fails by S ormore, the target also ages 1d4 x 10 years. A
frightened target can repeat the saving throwat the end of
each of it tins,ending theeffecton selfon asuccess. 2
‘s savi it the
isage for the
next 24 hours. The aging effect can be reversed with a greater
restoration spell, but only within 24 hours of it occurring.

PHANTASM

APPENDIX C | CREATURES

FAERIE-O'-FIRES

When a will-o*-wisp basks in the etemal sunset of
the Planc of Fey, a change overcomes the malevo-
lent spirit that lies at its heart, In place of a wisps’
despair, a facrie develops a guileful and mischievous
cunning,

These faeries often pair themselves with more
powerful creatures, such as a fey queen with a pen-
chant for collecting waifs and strays, or a territorial
suneater owlbear. They act as a ure for such a
creatures, coaxing unwary wanderers to follow their
cheerful nimbus. If all goes according to the faerie's
plan, both faerie and host will gain a meal from this
symbiotic mutualism.

Etymology. What came first, faerie fire or the
faerie-o'-fire? Though the great and prolific wizard
Plagiaritrix claimed to have invented the faersefire
spel, this origin scory s naw shrouded in douts.

fo—
FAERIE-O'-FIRE

Tiny fey, chaotic neutral

‘Armour Class 19

Hit Points 22 (sdl¢)

Speed o ft, fly 50 . (hover)

"STR DEX CON INT WIS CHA

1(-5) 28(+9) 10(+0) 13(+) WE) 17(+3)

'Damage Resistances acid. cold, fire, lightning. necrotic, thun-
der; bludgeoning, piercing, and slashing from nanmagical
attacks

Damage Immunities radiant, poison

Condition Immunities blinded, charrmed, exhaustlon,
grappled, paralysed, petrified, poisoned, prone, restrained,
unconscious

Senses darkvision1za ft, passive Perception 12

Languages Sylvan

Challenge 2 (450 XP) Proficiency Bonus 2

Bright. When the facrie " fire snitinvisible, iesheds right

lightin dius, and dim Ilgh(fqr

o LifeAsa y-fi target

The faerie-o’fire’s solar flare attack was d

g
itcansee withing luetufn that has © hit points

to have similar to the
spell, leading scholars to believe that Plagiaritrix
might simply have "borrowed” it while on one of
their many trips to the Plane of Fey.

and isstill alive. Thetarget must sueceed on 2 DE10 Constitu-
tion saving throw againstthis magic or die. If the target dies,
the facrie-o'-fire regains 10 (3d6) hit points.

Ephemeral. The faerie-o-fire can't wear or carry any thing,
Incorporeal Movement.The faeri-o' fire an move through oth-
2 if Ittereain, It takes
5 (1d10) force damage it ends its turn insice an object

AcTiONS

Solar Flare. Meice Spell Attack: #5 1o hit, reach 5Ft., one creature.

Hit:9 (2d8) radiant damage. Uniil the end of the creature's

next turn, the ereature shedsbrightlight in a 5-foot radius

and dim light for an additional s feet, attack rolls against the
ang it benefit from

beinginvisible.

Invisibility. The faerie-o*fire magically turns invisible until it
attacks or uses its Consume Life, or until its concentration ends
{asif concentrating on a spell)

Fagrie-o -FIRE




FIENDS AND FRIENDS
{FIENDCATS .

-rm., s f el fo cross petls with o block
cat. Well, 5 even more wwlucley o

cross poths
with o fierdced, lef olone o pack of ‘en!

~ Heliowe, cat owner

Tf you thought knocking vases off window ledg-

e and licking the cream out of your coffee were
acts of true evil, then you were right, and your cat
probably has a fiendcat ancestor. Considered aggra-
vating pests even by fiendish scandards, swarms of
fiendeals have been known to racketcer dairy farms
and ereameries, taking payment in the form of the
richest whipped cream.

§ temporary hit points.

e

SWARM OF FIENDCATS

Meclim swarm of Tiny fiendis, fawful evil

‘rmour Class 16 (Fiendish Audacity)

Hit Points 78 (12d8 + 24)

Speed3o fi, climb3o fi.

"STR DEX CON INT WIS CHA
10(:0) 16(:3) 14(+2) 10(0) 12(+1) 17(3)

‘Damage Resistances bludgeoning. cold. fire lightn ing. pierc-
ing, and slashing

Damage Immunities poison

Condition Immunities charmed, frightened, grappled, para:
ysed, petsified, poisoned, prone, restrained, stunned

Senses darkvision 60 ft., passive Perception 11

Languages —

Challenge 5 (1,800 XP)

Gty i Cincudesits O

Proficiency Banus +3

Spelicasting. As long as it has more than half of its hit points,

i using Charisma ability
{spellsave DC14)
1iday each:auraofimpurity ", bane . stench'*

Swarm. The swarm can occupy another creature’s spaceand
vice versa,an move igh any opening large
enough fora Tiry cat. The swarm can' regain hit points or gain

AcTIONS

Bites. Melee Weapon Attack: +6 10 b, reach o . one creature in
the swarms space. Hit: 21 (66} piercing damage, or 10 (3d6)

i i its hit po .
inadditian, the target must make 2 DC 13 Constitution saving
throw, taking 14 (4d6) poison damage and becoming pai-
soned for1 minute on a failure, or taking hal 25 much damage
and not becoming poisoned on a success.

SWARM OF
Fienocats

O —— .

Handlers are a case study in misdirection, Due to
their imposing presence, musculature, and distinctly
fiendish glare, they are often mistaken for a pyg-
my raksha’s shapeshifting disguise. This is entirely
intentional; the handler’s sole job is to protect its
fiendish master.

[T

FIENDISH HANDLER

Medium humanoid, lawfil evil

"armour Class 20 (Fiendish Audacity, shield)

Hit Points153(18d3 + 72)

Speed 30 ft.

"STR  DEX CON INT WIS CHA
19(24) 1B(+4) 18(+4) 10(:0) 14 (22) 18(+4)

SOULBOUND HANDLER

Medium humanoid, lawful ew!

"Armour Class16 (Fiendish Audacity, shield)

Hit Points 75 (1045 + 30}

Speedso i,

"'STR DEX CON INT WIS CHA
16(+3) 15(+2) 16(x3) 10(+0) 14(¥2) 14(+2)

Saving Throws Dex+a.Con +8,wis 15, Cha 18

Damage Resistances cold, fire, lightning, paison; bludgean-
T A e e R

Senses darkuision120 ., passive Perception 12

Languages Common, Infernal

Challenge 11 (7,200XP)  Proficiency Bonus +4

Fiendish Audacity.The harllers.AC inchdss s Charisma

modifier.

"Saving Throws Dex-+4, Con +5. Wis +2. Cha +4

Senses darkvision1zoft. passive Perception 12
Languages Comman, nfernal

Challenge 4 (1165 XP) Proficiency Bonus +2
"Fiendish Audacity: The handler's AC includesits Charlsma
‘modifier.

Fiendish Fury. The handler deals an extra 5 (1d10) damage
when it hits with a melee weapen attack (included in the
attacks).

v The handler
start of each of its turns. If the handler takes radiant damage,
‘this trait doesnit function at the starcof the handler's next twrn.

AcTions

The n
when it hits with 2 melee weapon attack (included in the
attacks)

The g paints
atthe startof each ofits turns. Ifthe hand er takes radiant
damage, this trait doesnit function acthestartof the handler's
et .

AcTions
Multiattack. The handler makes three attacks with its Morn-
ingstar or Tommybow.
Mormingstar. Melee Waapon Attack: #Bto hit, reach 5 It., one.
areature, Hif;20 (3d10+ 4) piercing damage.
i ; Ranged k hi

Muttiattack. The handler makes twoa tacks with its Morning
star ar Tommybow.

Morningstar. Melee Weapan Artack: +5To hit, reach 5 ft. one
creature. Hit: 1 (2010 +.3) piercing damage

Brittlebone Splinterspray Tommybow. Ranged Wenpon Attack.

range30f20 It Sfeet of each ther Hit:
11 (364 » 8) piercing damage. Reload (4]

REACTIONS
Guardian. Whena creature within s feet of the handleris the
targetofan attack, the handler can choose to become the

+4lohit, mnge 3 ofeach ]

ather Hit: 7 (2d4.+2) piercing damage. Reload (3). EEE———
REACTIONS 3 -
el o, e Test Tt Deals With Devils. Who says crime doesn’t pay?

farget of anattack, the handler can choose to become the
targetof the attack instead of the original target.

v, Emm—e:

Stronger, more lethal, and more hardy than even

a master-at-arms, handlers have traded their soul
for infernal power. Sure, they're little more than a
glorified cat carrier, but gosh, wouldn't it feel good
to be that powerful? What are you going to do with
‘your soul anyway.




INFERNAL HANDLER

MPd‘um fum

CON INT WIS CHA
20(+5) 20(:5) 10(+0) 14(:2) 22(+6)
r
Saving Throws Dex-m1. Con +11, W
Damage Resistances cold, fire,

Languages Commen, Infernal

Challenge 17 (18,000 XP)  Proficiency Bonus 6
Fiendich Audacity. The handlers AC inclades fs Charfsma
modifier.

Fiendish Fury. The handler deals an 10) damage
whenthits with a melee weapon atsack tncluded inthe

Fiendish Vigour. The handler gains 15 temporary hit paints
at the startafeach ofits tums. If the handler|
damage, this trait doesn't function atth

next wn.

AcTions

star or Tommy
Morningsta .
creature, Hif;27 (adho +5) pi

Dvilbonesplinterspray Tommybows Rangad waapon
41110 i, rang tures withins feet of each
other. Hit: 15 (4da +5) pierdngdamage. Reload (5).

REACTIONS

Guardian. Whena creaturewithin s feetof the handleris the.

targetof an attack, the handler can choose to become the
targetof the attack instead of the original target.

PYGMY RAKSHASA i

Pygmy rakshas xperts in middle manage-
urrounding themselves with bu
scientists, and any who might sell the

at power, they answer only

e o e St et
strike one another,

a are evil spirits
lled on the Material Pla
Hells in spirit form until it
awill stalk
w, or, if theit
pired, their kith and kin

first killed,

pygmy rak-

return, a pygm

ife. When a pygmy ral
disbeliefand a
again in a gruesome mummified form. s furi-
ous, shrill sereeching causes all but the hardiest foes
1© cover their ears in
such an endeavour
nevitable return.

n fear of the rakshas:

REGIONAL EFFECTS
The area within 6 miles of the pygmy

made of cat hair
es them.

*+ Hairweeds. Tumblewee
abound wherever the wind
ur Feet. Creatures h e
their feet, gaining advantage

Sunbeams. Sunbeams cr aaly
fortable areas in which to stretch out and rel
creature starts a short rest insuch an.

must succeed on a VDC Wisdom sav-

throw or fall asleep f :

Regardless of the result, such a creature gains |

additional it point for each Hit Die it spends to

recover hit points

of a shelf, ledge, or overhang to be knocked off

LAIR ACTIONS

VARIABLE LAIR ACTION STATISTIGS

Weave Snap
Damage
sth 3 5(2de) 2(1dq)

13th 14 (ads) (rds)

18th 22 (8d6)

Huntlevel VDC Vdam

APPENDIX G| CREATURE:
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PYGMY RAKSHASA MEWLING

Small fiend, Lavdulevil

. Armour Class 15 (natural armour)
Hit Paints&s (10d6 < 30)
- Speed3s i

magical effects of 2nd level or lowerexcept for those cast by the
rakshasa, In additian, the magic of any non-artifact item the target
holds, carries, or touches issuppressed while the targetis i con-
tact with the item. Thecurse can be lifted by a remove curse spell.

ReAcTIONS

STR DEX CON INT wis CHA
10(+0) 16(#3) 17(+3) 15(12) 16(+3) 18(+a)

Saving Throws Dex +6
Skills Deception +7, Insight +6, Stealth +6

piercing, ing from

nonmagical attacks.

Condition Immunities charmed

Senses darkvision 6o i, passive Perception3

Languages Common, Infernal

Challenge 6 (2,300 xp) ors tusc0 X8 ifpeired with Sculbaund bandler
Proficiency Bonus +3

When a ranged spell attack ora spell with an
area of effectcentred on a point targets acreature o painc
within 30 feetof the rakshasa, the rakshasa can redirect the
spell. itcan cause: ranged spellattack ta target a differant
attack
e e e e s
move the area of effect s paint of facus by up 1010 feetin any
direction.

LEGENDARY ACTIONS

The rakshasa can take3 legendary actions, choasing from the
options below Only one legendary acion option can be used a1

Fane The rakshasa

itcan choose tosucceed instead,

Limited Magic Immunity. The ralshasa can't be affected or de-

tcted by spells of2nd level or owe  unless it wishes tobe. It has
inst all other |

thestartafits tum.

Devil's Hiss. The rakshasa issues a command to the Handler or
a creature charmed by it fthe targetcan hear the rakshasa
andiswithin120 feet of it, ik movesup to halfits speed and

effects.

NinthLife (Recharges after a Shortor Lang Rest).If the rakshasa
would be reduced to hit points,its current hit point totalin-
stead resets t0 65 hit paints and it gains 4o tem porary hit points
asdeformed, tumorous growths sprout from its skin. Addition-
ally, the rakshasa can use the optionsin the “Mythic Actians”
section for1 hour. Award a party an additional 2,800 XP (5,200
XP total) for defeating the rakshasa after ts Ninth Life activates.

Spellcasting. The rakshasa can cast the following spells, requiring
. -

against a creature of the rakshass
choice within its reach

Casta Spell (Costs 2 Actions). The rakshasa casts aspell

Purr (Costs 2 Actons). The ks hasa etsouka I renming

e Eah e raksh

shatcanheartmust suceed a DE1s Wisdom saing throw
or the the end of
net turm, A creature charmed in this way regards the raksha-
sa.s its own offspring, acting protectively towards it

usingCl MYTHIC ACTIONS

el 1 the rakshasa's Ninth Life traithas activated in the last hour
Acwill can'trip”,  disguseself, i @nuse g
3/day each: charm person, detact magic, enrage* majorimage, A Stk e ks s Pelegorts i wopc et ot Uoons)

suggestion®

cannotrip”, greaterimvisibility",
e seeing

AcTioNs

Multiattack. The rakshasa makes two Claw attacks

Claw. Melee Weapon Attack: 6 0 hit, reach s it one creature. Hit:

6 16 + 3) slashing damage, and the target is cursed if itis a crea-
ure. For the next minute, the target can't be affected by spells or

Ce—

pied space within s feet of a creature it cansee, and then can
makea melee spell attack (47 tohit) against that creature. On
2 hit, the target takes 11 (2di10) force damage.

Caterwaul (Costs 2 Actions). The rakshasa lets forth an
earscreeching wail Each creature within3o feet of the
rakshasa that can hear the rakshasa must make a DC15 Con-
stitution saving throw. On a failure, a crearure e (2d6)

‘ amage and 7 (2de;
anything itis holding as it instinctually covers it ears. On a
success, a creature takes halfas

maintains

PYGMY RAKSHASA

Smallfiend, lawful evil

"Armour Class 17 (natural armour)
Hit Points 153 (18d6+ 90)
Speed3s .

rakshasa. In additi non-artifact
holds, carries, or touches s suppressed while the argetis n on-
tact with the item. The curse can be lifted by a removurse spell.

REACTIONS

Weavebender. When a ranged spellattack oraspell w‘m an

"sm DEX CON INT WIS CHA
10(+0) 18(+4) 21(+5) 15(+2) 16(3) 20(+5)

centred on point 1
within 30 feet of the rakshasa, the rakshasa can i
s;=u It can cause a ranged spell ttack o targeta different

SavingThrows 5tr-+4, Dex +8
Skills Deception +9, Insight +7, Stealth +8

he original target (after the attack
rollis made but before the outcome is determined), or it can

Damage Immunities piercing,
nonmagical attacks
Condition Immunities charmed
Senses darkyision 6ot passive Perceplion1a
Languages Common, Infernal
Challenge 105,900 1) oris i o0 X5) f et it il Hencler
Proficiency Bonus +4

r

Spellcasting. The rakshasa can cast the following spells, requiring
naspell amponentsand using Charisma as the spellcasting
ability (spell save DC7, +9 to hit with spell atacks):

Arwilk can'trip’, <, disguiseself ot liusion

effect’s point of focus by up to10 feet in any
direction,

LEGENDARY ACTIONS

The rakshasa can take 3 legendary actions, choosing from the
options below. Onlyene legendary action eption can be used ata
nmund only at the end of another creature’s Lum The rakshasa
tofits turn,
DoviFs Hi The ralhosa o  commarkL 6 s aniferor
aereature charmed by it If the targetean hear the rakshasa
and s wihin 120 feetof it moves p o flf s specd and

3/clay ach: charm person,detect magic*, enrage* ", majorimage”,
suggestion

1/day each: dominateperson*, greaterinvisibility, trueseeing,

weave entanglement *

Ifthe rakshasa filsasaving throw;
wttan :haasa to sueceed instead.

creature of
choice within its reach.

Cast aSpell (Costs 2 Actians). The: rakshasa casts a spel

Purr (Costs2 Actions). The rakshasa s puta low, thumming
purr. Each creature of the rakshasa's choice within 10 feet of it
that i DC17 Wi i
or be charmed by the rakshasa until the end of the rakshasa's
next turn

he detected
by spells of th level or lowerunless itwishes to be. [t has advan-
tage onsaving throwsagainst all other spells and magical effects

s i it.

MyTHic ACTIDNS

uld be reduced to o hit paints, its it poi in-
stead resets 10153 hit points and it gains 50 temporary hit points:
s deformed, tumorous growths sprout from its skin. Addition-
ally the rakshasacan use the aptions in the "Mythic Actions™
section fort hour. Award a party an additional 1,500 XP 7,400
XP tatal} for defeating the rakshasa after its Ninth Life activates.

Ifthe Lif i in the Jasthour, it

canuse the optiens below as legendary actions.

Wind Strike. The rakshasa teleporlsup (0 30 feet to.an unoceu-
pied space within 5 feet of 2 creature t can see, and then can
make a melee spell attack (+9 to hit) against that creature. On
ahit, the target takes 22 (4dvo} force damage.

Caterwaul (Costs2 Actions). The: rakshasa lets forthan

the

ACTIONS rakshasa that hear theraksh: t make a DC17 Con-
Multiattac, The rakshasa makes three Claw attacks. stitution saving throw, On a failure, a creature takes 17 (sdé)
Claw. Melee Weapon Attack: +81o hit, reach 5 ft. ane creature. Hit ic rop:

7(1d6-+4) slashing damage, and the target is cursed ifit s a crea-
ture. For the next minute, the target can' be affected byspells or

itsgrip anwhatit holds.

Lair Actions. On initiative count 20 (losing initia-
tive ties), the rakshasa takes one of the following lair
actions; the rakshasa can't take the same lair action
two rounds in a row. See the table above for the
damage and save )

+ Fish Guts. The internal viscera of thousands of
fish pours down in a 10-foot-radius, 30-foot-

high cylinder. Each creature in the arca must
succeed on a VDG Censtitution saving throw
or become poisoned until initiative count 20
on the next round. Until the fish are removed,
the ground in the area is difficult terrain and a
creature in this area has disadvantage on saving
throws made to maintain its concentration,

AveRDING | OneaTuRzs

ﬁ__&_

| effects of ath level pifor thase castby the

" ding Ona
suctess, a creature takes half as much damage and maintains
its grip onwhat itholds,

P, E——

—



PYGMY RAKSHASA KINGPIN
Sl fend,Lavifulevil

item the targetholds, caries, or touches is suppressed while
be

the with theitem. lifred by

"Armour Class 1 (natural armour)
Hit Paints237 (25d6 +150)
Speed 35 ft

" stR DEX CON INT wis CHA
10 (+0) 20(+5) 22(+6) (43} 18(+a) 24(+7)

REACTIONS

‘Weavebender. When a ranged spell attack or spell with an
area of effect centred on a point Largets a creature or point
within 30 feetof the rakshasa, the rakshasa can redirectthe
spellltcan causea ranged spel atack o target a different

Saving Throws Sir +5, Dex +11

Skills Deception +13, Insight 10, Stealth +11

Damage immunities bludgeoning piercing, and slashing from
nonmagical attacks

Condition Immunities charmed

Senses darkvision 60 It passive Perception 13

Languages Common, Infernal

after the attack
rollis made but before the outcomeis determined), or it can
moue the area of effect's paint of focus by up to 10 feetin any
directian

LEGENDARY ACTIONS

The rakshasa cantake3 \Egendaryamwns chaasing from the

Challenge 17 (18,

licasti

B
ability spellsave DC 21, +1310 hitwith spell attacks):
Atwill: can'teip®, charn person, detect magic®,

Only one legendary action option can be used ata
time and only atthe end of anather creature's tun. The rakshasa

Devil's Hiss. The rakshasa issues a command to the Handler or
a creature charmed by it. Ifthe sargetcan hear the e
d i, P

lsguesef enrages - major image , minorllio,sugoestion”
viday each: dominate person” greater invisiility, misead . irue
seeing, weave entanglement<*

is Ifthe. a

makes on
choice within its reach.

Casta Spell (Costs 2 Actions). The rakshasa casts aspell

Pur (Costs 2 Adtions). The rakshasa lets oura low, mmmmmg
B

itcan chnmemsuc:eed instead.

T be affected or detected
byspell of i evel orlower unless ftwishes o be Ic s advan-
tage on saving

m»n»ufemmmnmms»m.,.-J.m,nm) 1 the raksha-
sawould be reduced to hit points, its curment hit point total
T e e e

its skin, Addi-
tionally, the rakshasa can use the options in the *Mythic Actians’
section for1 hour. Award a party an additional 33,000 XP (51,000
XP total) for defeating the rakshasa afierits Ninth Life activates

DCz21
orbe charmed by the rakshasa until the end of the rakshasa's
fext turn. A creature charmed in this way regards the raksha-
saas its own offepring, acting protectively towards it.

MyTHIC AcTiONS

Itherakshasa's Ninth Life trait has activated in the last hour, it

«an use the options below as legendary actions.

Wind Strike. The rakshasa teleports up 10 30 feet to an unaceu-
pied space within § feet ofa areature it can see, and then can
makea melee spell attack (1 to hit) against that creature.
©Ona hit, the target takes 33 (6d10) force damage.

ACTIONS Caterwaul (Costs 2 Actions). The rakshasa lets 1um;’::«m
Multiattack. The rakshasa makes three Claveattacks. kshasa thatcan hear the raksh: tmake a DC 21 Con-

Clawe. Melee Weapon Attack: +11 ta hit. reach s ft. one creature.

Hit:16 (2d10+5) slashing damage, and the target s cursed ifit

is a creature. For the next minute, the target cant be affected by

pells or magi Iower except for those cast
i

stitution saving throw. On a failure, a creature takes 2 (8d6)
thunder damage and 28 (846) psychic damage, and draps
anything itis holding as it instinctually covers it ears. On a
success, a creature takes half as much damage and maintains
it hald:

In addition, the magic o
==

Swarm. The pygmy rakshasa targets one Large
or smaller creature within its lair, causing a
horde of Tiny beasts and fiends to swarm over
it. The creature must make a VDG Strength
saving throw. On a failure, the creature takes
Vdam piercing damage and is restrained un
initiative count 20 on the next round.

» Weave Snap. The pygmy rakshasa targets one

creature within its lair that is attuned to a magic
item or under the influence of a spell (GM’s
discretion), and forces it to make a VDC Cha-
risma saving throw. On a failure, the creature
takes Vdam force damage for each magic item
it is attuned to as well as for each level of spell
currently affecting it. On a success, it takes half
as much damage.

ArrENDING | GhEa

While mummy lords will deign to rise from their
slumber in order to protect their treasures, no one.
really wants to get out of bed. Accordingly, no-
bles of the Lotof's End desert choose their most
prized bodyeuards to be blessed with the ‘serpent’s
grace’—a blessing that imbues them with undeath
and serpent-like deadliness. Though saved from
death, these indefatigable immortals are doomed to
an eternal, joyless half-life, traipsing the sandstone
halls of their betters.

Beginnings of Biomancy. Reseaichers of the
Lotof Desert posit that this serp id

e

MUMMIFIED IMMORTAL

Large undead, lawful ewil

‘Armour Class 16 (natural armour)

Hit Points153 (18d10 + 54)

Speed 40 ft, climb3o ft, swim 30 ft.

"STR DEX CON INT WIS CHA
20(t5) 10(:0) 16(+3 10(:0) 15(:2) 14(2)

Damagevulnerabilities fire
9 s

andslashing from nonmagicl attacks
Condition Immunities charmed, exhaustion,
paralysed, poisaned

ghiened,

fusion was, in fact, the true genesis of the school of
biomancy. Analyses of early hieroglyphics show a
figure not dissimilar to Dr. Francis N. Stein visiting
4 desert lord and observing the ritual. Of course,
this would make Dr. Stein, the grandfather of bio-
mancy, over athousand vears old, which couldn’t
possibly be correct... right?

Senses . passive Perception 12
Languages Infernal, Common, Draconic
Challenge 8 (3,500XP)  Proficiency Banus +3

Magic Resistance. Theimmartal has advantage on saving
throws against spells and other magical effects.
Recanstitute.  the immartal dies, its body reforms 24 hours
Iater unless its remains are incinerated.

AcTions
Multiattack. The immortal makes three attacks: two with its
Khopesh and one with s Glaive. t can replace amy number of
these attacks with a Rotting Phlegm attack.
Clalve, Melee Weapon Attack: +8 to hit, reach 18 ft one creature,
Hit:16 {2610+ 5) sashing damage plus 7 (2d6) necrotic dam-
age
Khapesh. Melee Leapon Attack: +8 to hit,reach s ft. ane crea-
ture. Hit-12 (206 +5) slashing damage. plus7 (2d6) necrotic
demage.
Rotting Phlegm. Ranged Weapon Attack, +8 to hit, range 20/60.
e, onecreature. Hit. 14 (4de) necrotic damage.
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HYPHANS
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DECREPIT HYPHAN BRUTE
Large plant (yphan), laviful neutral
Armour Class 14 (natural armour)
HitPoints 51 (6410 +18)
Speedsafi.
STR DEX CON INT WIS CHA
16(83) 12(7) 17(:3)  8(1) 10(0) 8(1)
Skills Athletics +5
Damage Immunities necratic
Condition Immunities charmed
Senses darkviion 120 . passive Perception 10

Languages

Challenge 2 (450 XP) Proficiency Bonus +2
Grounded. Th d il d sai
B g o st il

Rechless. At the start of its turn, the brute can gain advantage on
all i turn, b ol

tattack

againstit il the startofis next turm

hn&dmm While in sunlight, orif it takes 5 o momvadlam
le turn, the brote

mmks_amzkmn@amsawngmmws wntilthe end ofits next
turn. The brute dies if it spends more than 1 hour in direct
sunlight.

ACTIONS

Broken Sword. Melee Weapon Attack: +5 o hit, reach 5 ft one
areature. Hit: 8 (24 +3) slashingdamage.

LEGENDARY ACTIONS

The fungal guardians (brute, duskcap, and sporeslinger) can
take 3 legendary actions between them, with the brute choos-
ing from the options below: Gnly one legendary action can be
used at atime, and anly at the end ofanother creature’s turn
The fungal guard ans regain spent legendary actions at the
start ofthe tum of the guardianwith the highest initiative.
Smush. The brute movesup 10 5 feet and can nceupy the space
ofa creature ane or more sizes smaller than it A creature
whosespace it enters must make a DC13 Strength saving
throw. On a failure, the creature takes & (16h2) blud geoning
damageand is knacked prone. On a success, the creature takes
halfas muchdamageand pushes the brute back to the space

it moved. a
alureit inthis: is grappl

(escape DC13), Until thi le ends, i ined,

Ra (© ions). The brute

o spaces of more
than it Ead i
must make a DC
B 7 ) g oy amae P e e
proneona failure, or taking halfas much damage and not
being knacked proneon a success: A creature can beaffected
by this action no more than once per turn

Sharing a dloser geneology with the common road-
stool than with any of the humanoid races, hyphans
the term used for the alien, fungal hive mind

and the creatures it animates, Found underground,
hyphans line vast subterranean caverns as station-
ary toadstools, penetrate tremendous expanses of
rock and soil as microscopic mycelia, and infect

the bodies of creatures. This latter form, though

the least common, permits hyphans to interact with
other creatures of The Low, while also providing
defensive measures in response to incursions by
greedy adventurers. All such creatures are part of a
single entity, the hyphan colony. Any sensation ane
portion of the colony experiences, the rest of the
colony comes to know about soon after.

Co-opted Assistance. A hyphan hive mind typi-
cally adapts an infected creature’s body into one of
three archetypes: the brute, duskcap, or sporeslinger.
“These individuals must regularly return to the heart
of their colony to be replenished and regain their
vigour, lest they become decrepit, dessicated husks

HyeHan
Brute

[ e

HYPHAN BRUTE

Large piant (hyphar), fawful nevtral

VIGOROUS HYPHAN BRUTE

Large plant (hyphan), fawful neutral

ArmourClass 17 (natural armour)
HitPoints126 (12d10+ 60)
Speed 40 ft.

Armour Class 18 (natural armour)
HitPoints172 (1510 +90)
Speed 40 ft.

"STR  DEX CON INT WIS CHA
19(+4) 14(+2) 20(+5) B8(1) 10(+0) 9(1)

"STR DEX CON INT Wwis CHA
21(#5) 15(+2) 22(+6) 8(1) 1W0(HFO) 9(1)

Skills Athletics +7
Damagelmmunities necratic

Condition Immunities charmed

Senses. darkvision 120 ft., passive Percaption 10
Lang =
Challenge 6 (2,300 XP)

Proficiency Bonus +3

Skills Athletics

Damage Immunities necrolic

Condition Immunities charmed

Senses darkvision 120 ft., passive Perception 1o
Languages —

Challenge 5 (5,000XP)  Proficiency Bonus +4

Grounded. The brute has advantage on abillty checks and saving.
throws made to awid being moved against its will

Rechless. At the start of its tum, the brute can gain advantage on
all i

Crounded. The brute has advantage on abillty checks and saving
throws made to avoid being moved against its will

Rechless. Auhesmnmsmm the brutecan gain advantage oa

urn, all n, but attack rolls
againstit have advantage until the start of its next againstit have :dv:waz! until the start of its next tum.
Sun Sichness. While i arifit Sun Sichness. ifit radiant.

damageina single turn, the brute has disadvantage on ability
checks, attack rolls, and saving throws until theend of ts next
turn, The brute dies f it spends more thant hourin direct
sunlight.

AcTions

damagein a single turn, the brute has disadvantage on ability
checks, attack rolls, and saving throws unti the end ofts next
turn, The brute diesifitspends more thant hour in direct
sunlight.

Actions

Multiattack. The brute makes two melee attacks

pon Attack: +7 to b, reach s ft. one

Multiattack. The brute makes two relee attacks

areature Hifi 1 (26 + 4)slashing damage.
LEGENDARY ACTIONS

 reach  ft, one
target. Hiti14 (2d8.+ 5) slashing damage.

LEGENDARY ACTIONS

The fungal guardians (brie, duskcas, and sporesinger) can
take3legendary actions b

ing frarm theoptions below: Only one legendary action tan be
used ata time, and only atthe end of anather creature’s tun

The

start ofthe tamof the guardianwith the highestinidiaive

‘Smush. The brute moves up tos feet and ean occupy the space
of a creatureane or more sizes smaller than it Acreature

space i DC i

throw, Ona failure, the creature takes 13 (zdv2) bludgeoning
damage andis knocked prone.On a success, the ereature takes
halfas much damage and pushes the brute back o the space
from which it moved. While the brute ocaupies the spaceof a
creature it knocked prone in this way, the creature lsgmup\ed
(escape DC15). Until Ih\igapp\t ends, it isrestrain

The fungal guardians (brute, duskcap, and sporeslinger) can
K ions b hem, with the brute ch

¥

ing from the options below: Only one lege ndary action can be
used at atime, and anly at the end of another creature’s tum.

The fungal guardians regain spent legendary actions a the

startof the tum of the guardian with the highest initiative.

‘Smush. The brutz mowes up (o5 feetand can occugy the space
of & creature ane or more sizes smal ler than it A creature.
whose space itenters must make  DC17 Strength saving
throw, On a failure, the creature takes 18 (3d12) bludgeoning
damage and is knocked prone. On a success. the creature takes
half, h

it moved.
creaure it knocked prone in thisway, the creature s grappled
{escape DC17). Until this grapple: ends, it s restrained.

The wits Suaed Ra © ions). The brate maves up to its speed
d !hiwughlfvesna(esuf andmnmwemmugmhesnmsurcreammanemmme
2 it o it : i i p
m:k aDC: mioves through mustm:kubc
iy {os) lcsomns Civaz sl ety (akmgwi (4d8) bludgeoning damage and bemzknu:k:d
, or taking half. pro failure, or taking halfas
being be affected success. beaffected

by this action no more than once per turn.

by this action o more than onee per turn




HYPHAN BRUTE . .

Strong and burly creatures will be formed into
brutes. Used for clearing rockfalls and to intimidate
interlopers in a hyphan's domain, these large spec-
imens' size can often act as an impediment in the
tight tunnels of The Low. On the battlefield, brutes
act as juggernauts, sending ranks of foes to the
floor—perfect targets for their smaller cousins, the
duskeaps: Their bulk and toughness allow them to
fight witheut any sense of self preservation as they
rampage through the enemy lines.

HYPHAN DUSKCAP )

Lithe, graceful, or otherwise agile creatures can
expect to become duskeaps if they should find
themselves overcome by a hyphan colony’s grasp
Primarily information gatherers, duskcaps arc adept
at passing without notice, and often patrol a colo-
ny's periphery, acting as ils eyes and ears.

[

DECREPIT HYPHAN DUSKCAP

Medium plant (hyphar), lawful neutral

Armour Class 13

Hit Points 33 (58 + 6]

Speed3s fi.

"sTR  DEX cON INT WIS CHA
9f1) 16(3) 12(+) 10(+0) 13(+1) ()

Skills Stealth +5, Perception +3
Damage Immunities necratic
Condition Immunities charmed

Senses darkvision 120 fi., passive Perception 13
Languages

Challenge 2 (150 XP) Proficiency Bonus -2

Cunning Action. The dusk rakeab i h

of s tums in combar. This action can be used only to take the
Dash, Disengage, or Hide action
Sneak Attack (1/Tum). The duskeap deals anexwra 7 (2ds)
ithits a targer: and has ad-
oruwhen the target
anally of the duskeap that snt incapacitated and the duskcap

s Anisolated duskcap—indeed

any isolated hyphan—does not possess the ability
to understand what it hears; it is the fungal hive
mind that interprets those sounds. While a duskcap
is within range of a colony’s communication spores,
this interpretation happens instantancously. How-
ever, if a duskeap should range beyond these spores,
it will record everything it hears, (0 be transmitted
tothe hive mind with unfailing accuracy upon its

return,

doesnit the atrackroll.
SunSichmess. while in sunlight, or if it takes 5 or more radiant

ability checks, attack rolls, and saving throws unil the end of
itsnext turn. The duskcapdies if it spends more than 1 hour in
directsunlight

AcTiONS

Spilke. Melezor Rariged Weapan Attach: +5 to hit,reach s f.or
rangezof60 ft. one target. Hit: s 1da +3) piereing damage.

LEGENDARY ACTIONS
The i duskeap,
take 3legendary actions between them, with the duskcap

chaosing fromthe options below. Only one legendary action
can beused ata time, and only at the end of anathercreaturels

tun, T

the start of the turn of the guardian with the highestinitiative.

Flanking Strike The dus keap moves up 10 20 feet and makes
one attack with its Spike.

Spi ke Storm [rns!u.lm ons). The ﬂuskmp fires a torrent of

nn it Each other:rea(ure m lh!a!Ei must makeaDC13

Tailurear half as much mmage 6na success.

Duskcar

HyPHAN

ApRDING | Gnea

r\

‘v . flu or hilf s much dsmage on ascces

HYPHAN DUSKCAP

Medium plant (yphan), lawtul neutral

VIGOROUS HYPHAN DUSKCAP

Weclium plart (hyphan), lawful neutrai

ArmourClass 16 (ratural armour)
HitPoints g (14ds +28)
Speed3s fi.

¥
Armour Class17 (naturs! armour)
HitPointst27 (175 +51)
Speed3sft.

"SR DEX CON INT WIS CHA
ME0) 19(H4) 14 (2) 10@e) 17(43) 12(:1)

"STR DEX CON INT WIS CHA
ME0) 21(+5) 16(+3) 10(+0) 19 (+4) 13(+1)

Skils stealth+7, . Perception +6

Senses darkvision 120 ft, passive Perception 16

Skills Stealth +8. Perception +7

Damage Immunities necrolic

Condition Immunities charmed

Senses darkvision 120 ft., pacsive Perception 17

Languages — Languages —

Challenge 5,600 XP) __ Proficiency Bonus +3 Challenge 8(3.900%F) __Proficiency Bonus +3
Cunning Action, The duskzap can tak ion on each Cunning Action, The duskeap can take  bonus action on each
of bat. This action can be. This action can

Dash, Diseagage, or Hide action.

Dash, Disengage, or Hide action,

10 (3d6)

anextra 14 (4dg)

damage when it hits a target witha: has ad-

ithitsa targetwitha hasad-

vantage on orwhen the
anally of the duskcap thatisn' incapacitated and the duskcap
doesnichave disadvantageon the attack roll.

vantage on orwhen the target is within 5 feet of
anally of the duskcap thatisnitincapacitated and the duskcap
doesrithave disadantageon the attack oll.

ich ilein sunlight, orifittakes 10 or i
demage na single turn, the duskcap has disadvantage on
ability checks, attack rolls, and saving throws until the end of
its next turn. The duskeap dies if it spends more than1 hour in
direct sunlight

AcTions

ick ifit takes 15 or more radiant
demage ina single turn, the duskcap has disadvantage on
ability checks, attack rolls, and saving throws until the end.of
its next turn, The duskeap dies it spends more than 1hour in
directsunlight.

AcTIONS

Spike. Meiczor Rariged Vieapon Attack: #70 hit. reachs . or
range20/60 ft. one target. Hit: 6(1d4 + 4) picreing damage

LEGENDARY ACTIONS
“The fungal guardians (brute, duskcap, and sporeslinger) can
- : 5

Maltiattack. The duskeap makes two aacks withits Spike.
Spikke. Melec ar Rarged Weapan Abtack: 48 to hit, reach 5 ftor
range 20/60 t one target. Hit:7 (1d4 +5) piercing damage

LEGENDARY ACTIONS

take 3| y actions 5 The fungal guardians (brute, duskcap, and sporeslinger) can
below. O y with the dusicap

canbe used at 2 time, and only at the end of anothe rereature's | fons below, Only one
lonlyat the end reatur

turn. The g at
thestart of the turn of the guardian withthe highestinitiative

ing Strike. The duskcap moves up Fmak
one attack with its Spike.
Actions). torrent of

turn. The fungal guardians regain spent legendary actions at

the start of the turn of the guardian with the highest initiative.

Flanking Strike, The duskcap moves up to20 feet and makes
Spike.

onit. Eam 0lher:reamr= in ﬂlt areamustmakea DC1s

ions). The duskcap fires a torrent of
| spikes inithera 20-foot one o inaro-foot sphere centred

failure or haf as mudzdamagcm\ asumress.

Pracv S

in the area must makea DC16
 taking 21 (6d6)




HYPHAN SPORESLINGER

Innately magical creatures that get ¥

Self-

(the term used by scholars to describe the act by
‘which a creature is overcome by a hyphan colony)
will become sporeslingers. Some of these individ-
uals may remember the spells they knew in life,
but, for the most part, this connection with the
Weave is co-opted to provide the colony access

to charm-based magics. Sporeslingers use these
beguiling enchantments to capture stray creatures
and deliver them to the fungal heart. where they
100 can be hyphanated. Without these specimens,
a hive mind would have to rely on serendipity to
gather new biomass. With them, it can take 2 more
proactive approach.

[ —

. A hyphan hive mind is far
from \(up\d It understands the fragility and value of
a sporeslinger. A sporeslinger possesses the ability
to produce clouds of obscuring spores (from which
to make its escape) and is rarely found alone. On
diplomatic missions they may be accompanied by
brutes, for their intimidating size. When laying a
trap, a sporeslinger may stand alone in a fiekd of
barely-visible pufthall toadstaols, several duskeaps
Iying in wait in the shadows,

DECREPIT HYPHAN SPORESLINGER

Small plant (hyphan), fawful neutral

Spellcasting. The sporeslingerisa srd-level spellcasterand can
astthe requiring o spell and

: Char ity spell save DE 13,45
ArmourClass 12 to hitwith spell attacks):

Hit Points33 (66 +12) Al chilauch mage hand, mndin, poisonspray

Speed 25 . ]
B o W G - :
10(#0) 14(+2) 14(+2) BH) 10(+-0) 16(+3) k

Damage Immunities necrofic AcTions

Condition Immunities charmed
Senses darkvision120 ft, passive Perception 10
Lan,

challenge 1 (200 %P} Proficiency Bonus +2
3

v Poins. inger has3 . Ieregains all
its spent sorcery paints when it finishes a long rest. Itcan spend
issorcery points onthe follingoptions
Quickenzd Seell
casting time of 1action, it can spend 2 sorcery points tochange
the casting time to1 bonus action for this casting.

Twinned Spell. When the sporeslinger casts a spell that targets
onlyane creature and doesniT have a range of self, itan spend
a number of sorcery points equal ta the spells level 1 targer

‘Sporestaff Meloe Weapon Attack: +210 hit, reach s [t oneerea
tuire. Hit: 3 (1d6) bludgeoning damage. Hit or miss, ifthe target
isa creature, itmust succeed on a DC13 Wisdom saving throw
or be charmed by the sporeslingerand its hyphan allies until
theend of the sporeslinger's next turn.

LEGENDARY ACTIONS

duskcap, an
take 3 legendary actions between them, with the sporeslinger
choosing from the optians below: Onlyanc legendary action
can be used ata time, and only as the end of anather creature’s
turn, The fungal guardians regain spent legendary actions at
the start of the turm of the guardian with the highestinitiative

in range with (1 sarcery point if
the spellis a cantrip).

Sun Siclness. While in sunlight, or if it takes § or more radiant

darmage in asingle turn, the sporeslinger has disadvantage on

ability checks, attack rolls, and saving throws until the end of s

isstaff, creating a

5-foot-diametersphere of black smoke centred on t that:

‘heavily obscures the area. It then maves up [mmpeeﬂ
Actions). 3

spores ina 2o-footcone, Eachnon-typhan treituremtha arex
De13

next turn ifitspends more
directsunlight

APPENDIX G | CREATURES
ez v

HYPHAN SPORESLINGER

Small plant (hyphan), lawful neutral

‘Armour Class i4 (natural armour)
Hit Points 91 (14d6 + 42)
Speed 25 fr

"SR DEX CON INT wis CHA
12(1) 16(+3) 16(+3) 13(+1) 10(+0) 19(+4)

Damage Immunities necrotic
Condition Immunities charmed
s«-m darkvision 120 ft, passive Perception 10

Lan,
Chllenge 501,500 XP) Proficiency Bonus +3

Spellcasting. The sporeslinger is a th-level spellcasterand can
st the inHuwmgsnaUs renulrmgnnsw!\ companents and

ch ability DC15.47
to hitwith spell attacks).

Avwi il touch, g f
mending

3jctay each: shield, mierorimage
2/day each: haste, mortiferous pulse®
1/day each: biight. hypnotic pattem*

AcTioNs

‘Sporestaff. deles Veapon Attack +4 1o hit, reach 51 one target
Hit:4 (1d6 +1) bludgeoning damage. Hit or miss, ifthe targetis a

Itregains all
s spentsorcery namuwhemlﬁmshesa\angreﬂ Iecan spend
its sorcery points on the following options:
Quichened Spel. When the sporeslinger casts a spell that has
casting time of1 action, it can spend points to change

charmed by
of the spareslinger's next turn.

LEGENDARY ACTIONS

the casting time 101 bonus action forthis casting.

Twinned Spell. When the sporeslinger casts a spell that targets
only ome creature and doesrit have a range of sell, it can spend.
anumber of sorcery points equal to the spell’s level to target a
second creature in range with the same spell 1 sorcery point if
the spellis a cantrip)

The fungal guardians (brute, duskcap, and sporeslinger) can

them,
choosing from the options belov. Dn[y one legendary action
canbe usedat a time, andonlyat the end of another creature’s
tum. The fungal guardians regain spentlegendary actions at
the startof the turn of the guardian with the high

icknes rifi radiant

hakes its staff, creating a

damageina single tur
ability checks, attack rols, and saving throws until the end of s

next turn. T dies ifitspends more than hour:
direct sunlight

plume of

pares in ‘
st d onaD

determined. non-hyphan ereature within ts reach/range.

HypHan
SPORESLINGER




VIGOROUS HYPHAN SPORESLINGER

Small plant (hyphan), awul neutral

"Armour Class 15 (natural armour)
Hit Points 117 (18ds + 54)

Spelicasting. The spnn:slmgtrlsannth level spellcasterand
@nGast

and using Charisma asthe spellcasting ability (spell save DE

17, +9 %0 hit with spell attacks)

Auvvill charm person,chilltouch. mage hand, meaing rirror

Speed 25 fr image.. mnmf:mns’uk!
v - shield,
STR DEX CON INT WIS CHA it s bt
12(41) 18(+4) 17(43) 15(+2) 10(+0) 22(+6) e  vectplague® lnghurst ™
Damage Immunities necrosic E =
Condition Immunities charmed
AcTions

Senses darkvision120 ft, passive Perception 10
Lan, i

Ch:ileng! 4 (3.900 XP) Proficiency Bonus +3

Sporestaff. Melez Weapon Attack: +4 10 hit, reach 5Tt one target.
H\I‘d[1dbﬂ]b\udgenmngdumage or miss, ifthe target 53

Tt regain
all s et sarcery points i s lang rest. t can
spend its sorcery points onthe following aptions:

Quickened Speli When the :pum;lmgerca;[s aspellthat hasa

d«m!d by the sporeslinger nnd lts hyphan allies until the end
ofthesporeslinger's next turn

LEGENDARY ACTIONS

casting time of 1action, it

the casting time to1 bonus amanfmms casting.
g byl

 have a range of self, it d

anumber of sorcery nmms equal tathespells level to targeta

s=mnd(rﬁmre in range with the same spell 1 sorcesy pointif

the s <antrip).
SunSldmﬁt.Wh\\emsunhghLmilmakeslsnrmmemdlanl
d fe turn, ?

he fangal duskeap. and )can

take 3 legendary actions between them, with the sporeslinger
choosing from the options below. Only ane legendaryaction
can be used ata time, and only at the end of anather creature’s
turn. The fungal guardians regain spent legendary actions at
the start of the turn of the guardian with the highestini
Smokescreen. The sporeslinger shakes itsstaff creating a
sfoat-diameter sphere o black smoke centred an 1 thas

—

ability artack rolls, and savin, d of its the area. It then 3 b
nextturn. linger dies if itspends more than 1 hour in A ) aplume of
directsunlight. spares in a 30-footcone. Each non-hyphan creature in the area
e i iate-
determined, non-hyphan ereature within its reachrange.
Ce—
= [

VARIANT: NO LEGENDARY ACTIONS

In scenarios other than The Veiled Lady monster
hunt, youmay wish to use these hyphans with-
out their legendary actions. If you do so, the
brutes’ and duskcaps’ CRs change s follows (the
Sporeslinger’s CR stays the same):

*  Decrepit Brute R1
* Brute CRs5
*  Vigorous Brute CR7
»  Decrepit Duskcap CR1
*  Duskeap (<31
+  Vigorous Duskcap @Rs

Teamswork Trio. A brute, duskeap, and
sporeslinger that bore an especially close connec-
tion pre-hyphanation can bring the experience of
that teamwork into the hyphan colony. Such indi-
viduals often form teams of three, acting in concert
0 strike more often, and perform feats that lone
hyphans cannot,

AvPrDIx G| Grsarun

o) o

PUFFLING SWARM SPAWNER

A rapid rustling sound and the gleam of hundreds
of tiny proto-eyes might be the only warning an
adventurer receives as it walks through a field of
swarm spavmer fungi. From the depths of these
morel-like mushrooms are fired a swarm of six-
inch-tall, walking toadstools, whase paper-like skin
trembles with contained explosive potential,

Explosive Investment. Though the actions of a
swarm spawner fungus and its self-destructive puf-
flings might seem spiteful at the outset, it’s actually
a carefully measured trade off. If a colony can gain
more biomass than it expends to acquire that bio-
mass, then there is a net gain, and the colony can
expand. Using the aeons-spanning knowledge and
experience hive minds have at their disposal, hy-
phan colonies have leamt to hold off from unleash-
ing their traps until their quarry has progressed so
deep within a fungal field that its chances of escape
are nil.

SWARM OF PUFFLINGS

Medium swarm of Tiny plants, unaligned

‘Armour Class 12
Hit Points 60 (2d8 + 24)
Speed 30 ft. burrow1s .

STR DEX CON INT WIS CHA
9(1) 14(+2) 16(+3) 463 B()  3(4)
Saves Con+5

g . B

Condition Immunities charmed, frightened, grappled, para-
Iysed. petrified, prone, restrained, stunry

Senses tremarsense 60 f. (blind beyond this racius), passive
Perception 10

Proficiency Bonus +2

guages —
Challenge (450 XP)

indistinguishable froman ordinary patch of fungus.
Spmnmzwm the swarm takes biudgeoning, force. pierc-
thunder damage, necrotic
spores. Ea:n creature within s feet of it must make 2 DC13
Dexterity saving throw, taking 13 (3d8) necrotic damage ona

[ —— pp— failed save, or hall as much damage ana successful ane.
SWARM SPAWNER FUNGUS : cigdi
: viceversa,and the swarm can move through any cpening large
Large plant, unaligned enough fora Tiny mushroom, The swarm cant regain hit points
Armour Class ™1 (natural 2rmour) or gaintemporaiy hit points.
HitPoints75 (10¢10-+20) A
CTIONS
Speeds i
¥ Detonate. The swarm takes 7 (2d6) siashing damage that carit
STR DEX CON INT WIS CHA be reduced in any way and releases a plume of spores. Each
10(10)  2(-4) 14(+2) 1(5) 10(+) 1(5) feetof aDc
Saves Conq throw, taking 13 (3d8) neerotic damage on a failed save, or half

Damage Immunities necrotic

Condition Immunities charmed, frightened, prone, restrained

Senses. tremorsense 60 1t {biind beyond this radius), passive
Perception 10

Languages—

Challenge o (10 XP)

AcTions

Proficiency Bonus +2

. The
pufflingsin the nearestunoccupied space.

[——

SWARM OF
PUFFLINGS

554

A

as much damage ana successful one.




[VEILED LADY

Hyphan colonies have an entirely alien system of
ethics compared to other races of The Low. They
have no concept of ‘murder’ or ‘theft’; everything
iply ‘useful’ or ‘waste’. This simplified outlook
on life often brings hyphan colonies into conflict
with other races

Some colonies employ a plan of rapid relocatior
moving themselves to new locations as soon as their
existence is discovered, Others act hyper-aggre-
sively, consuming any crearure the moment it steps
‘within their borders. Some colonies, in particular
those thatars in close proximity 1o other races, have
developed a humanoid-like persona to interact with
those peoples: a veiled lady.

[ —

“T'he landscape of hyphan foreign policy is con-
stantly changing as strategies that result in extermi-
nation fail to propogate, and colonies develop new,
unique schemes,

Appearance. In the dim light of an underground
cavern, a veiled lady appears as a huge, sowned
silhouette, faintly feminine in shape. Closer inspection
reveals a hollow where one might expect a cranium,
and skin formed of constantly shifting threads of ul-
tra-fine mycelia. A veiled lady appears to drift across
the floor, gliding up unclimbable walls and squeezing
through minute gaps without apparent effort.

LESSER VEILED LADY
Huge plant (hyphan), fawlul neutral

Armour Class1s (natural armour)
Hit Points 66 (712 + 21)
Speed 30 ft., burrow 30 ft, climb3oft

AcTions

Multiastack. The Veiled Lady uses either its Infectious Spores or
Shackles of Pain, if available, then makes a Halluciwhip attack
Halluciwhip. Meles Weapon Attack: +5 to hit, reach 19 ft., one
largeL Hit:9 (3d4 +3) slashing damage plus 3 (d6) paison

il the target must st

STR DEX CON INT wis CHA
20 16(+3) 17(+) 14(+2) 1502) 1402)

savlngxhruw orbe poisoned until the end of its nexxt turn.

. The Veiled a
"skills Deception +4, Insight 4, Perception +4 cloud of spores at a creatureitcan see within 30 feetof it The
Condition Immunities charmed on a DCT3C throw

Damage Immunities necrotic
Senses darkvision120 ft., ion 14

or become afflicted by the ﬁmﬁw! IHM'!IWF spell for 1 minute.
ing throwat the end of

Languages Communication Spores, ceieualhynufr

achofaturns ending the P

Challenge 4 (1100 XP) f b The Veiled loud.
TheVeiled L f: t ture it sofeetol it Thc crea-
throughout its lair It i e onabC13 ecome

Detritivore. As 2 bonus action, the Veiled Lady can target one
Small or larger corpse notunder the effects of the gentie repose.
spell within1s feet of it drainingitof its essence and regaining
10 (3d6) hit points. Cnce.a corpse has been targeted by this
feature, it becomes desiccated and canit be targeted again.

.IF the Veiled Lady ail a savi

afﬂrc[ed by the shachles ofpain spell. The Veiled Lady can hﬂm
only one creature afflicted by Shackles of Pain at a time.

LEGENDARY ACTIONS

The Veiled Lady can take 2 legendary actions, cheosing from the
options below. Only ane legendary action aption can be usedat
a

throw, it can chaose to succeed instead.
Myeelial Form. The Veiled Lady can climb difficult surfaces,

he Veiled
Lady regains spent legendary actionsat the start of ts turn.
Hyphal Tethet. Tendrils of grasping hyphae burst from the

including wmakean round, the Veiled Lady can see
ability check, and can mave througha space as narrow as1 inch within 30 feetof it The mreature must succeed ona DET3
wide without squeezing. ing throw or o e
ickr L or if it takes § or Until . that L
damageina single turn, the Veiled Lady has di i stutl

abilty checks, attack rolls, and saving throws until the end of its
nextturn, The Veiled Lady dies if 1hourin

The Veiled i inta myce-
lia, ending any grapples or restraining effects o whichitis
jected, and i i

direct sunlight.

| ﬁ?

on the ground it can se within 36 feet of it This does not end
grapples created by the Veiled Lady's Hyphal Tether.
Whip. The Veiled Lady makes a Halluciwhip attack.

VEILED LADY

Huge plant (byphan), lawfineuteal

FArmour Class 16 (natural armour)
Hit Points 138 (12ch2 + 60)
Speed 10 ft, burrow3oft, climb 30 ft

AcTiONS

Multiattack. The Veiled Lady uses eitherits Infectious Spores
or Shackles of Pain, if available, then makes two Hall uciwhip
attac)

Halluciwhip. Meier Weapon Attack: +9 to hit, reach 10 ft., one

"STR DEX CON INT WIS CHA
156+2) 18(+4) 21(+5) 5(+2) 16(+3) 16(+3)

TSaves Dex +9, Con 1o, Wis +2

Skills Deception +8, Insight +8, Perception +8

Condition Immunities charmed

Damage Immunities necrotic

Senses darkuision 12011, tremorsense 1201, passive Perception18
Languages Communication Spores,telepathy 120

Challenge 141500 ) Proficiency Bonus +5

target. Hit: 11 (3d: 10 (3d8) poison
damage and the target mustsucceed ana DC18 Constitution
saving throw or be poisoned until the end of its next turn.

i . The Veiled loud
of sporesata creature il can see within 30 feet of it. The creature:
mustsucceed on a DC18 Constitution saving throw or become
afflicted as by the furgalinfection spell cast at 6th level for 1 min-
ute. An affected creaturecan repeat the saving throw af theend
of each of its turns, ending the effect on a success
Sha:klefnﬂ’ammaclmrges—é) The Veiled Lady exhales a cloud

i The Veiled Lady's telep:
throughout itsfair It communicates using images and emation,
Detritivore. As a bonus action, the Veiled Lady cantarget one
Small or fargercorpse notunder the effects of the gente repose
it draining it of d regairing
G e e e
feature, itbecomes desiccated and canit be targeted again.
Legendary Resistance (3/Day. I the Veiled Lady fails a saving:
throw, it can choose to succeed instead.
The Veiled Ladycan climb dif urfa
ings, makean
astinch

e crea

on3DC18 become.
e by thesheckcsafpa pell The Velled Ly cen have
only cnecreatureafflicted by Shackles of Pain ata time.

LEGENDARY AcTIONS

The Veiled Lady can take3 \cgﬂndsry actions, choosing from the
usedat
atimeand onlyatthe Endaf:nalhe!(mamrs ‘s turn. The Veiled
Lady regains spent legendary actions at the startofits turn,
Hyphal Tether. Tendbils of grasping hyphae burst from the
ground, grabbing at one creature the Veiled Lady can see
in 31 it

al
widewithoutsqueczing.

DC13)-

‘Sun ickness. Wihileinsunlight or it ales 150r

Unil tf , that

turn, the Veiled La

ability checks, attack rolls, and saving throws until the end wf its
next turn. The Veiled Lady dies if

The Veiled L
lia, en 1y grapplesor i

direct sunlight.

nitly subj and it

on the graund it can see within 30 feetof it This does notend

Symbiotic Vig ng Rest). If the
Veiled Lady would be reduced tw ohit points, itscurrent hit
point total instead resets to 138 hit points, it gains 138 tempo-
rary hit points s beetles, hyphae, and it and

Lacly's Hyphal Tether.
Whip: The Veiled Lady makesa Halluciwhip attack.

MyTHIc AcTIONS

it recharges ts Infectious Spores and Shackles of Pain actions.
Additionally, the Veiled Lady can use the options in the "Mythic
Actions” section for1 hour, Award a party an add tional 18,000
XP (25,500 XP total) for defeating the Veiled Lady after its Sym-
biotic Vigour activates,

I the Veled Lady's Symbiotic Vigour has activated in the last
hous itcan use the aptions below aslegendary actions.
The Veiled Lady rec| Infectious
Spores or Shackles of Pain. The Veiled Lady must use a differ-
elegendryseson befoe it uses s o0 again
The Veiled Lady
s widecirle Each creaturewithin{o feeto the Veiled Lady
must make a DC18 Dexterity saving throw, taking 14 (4d)
slashing and1s (4ds) poison damage ona falure, or halfas
much damage on a surcess.




KOBOLD CONSTRUCTS

‘While some kobold are blessed with sorcery be-
queathed to them by their draconic origins, others.
possess the ability to believe so fervently thar their
beliefs manifest. Baron Bodrum has seized upon this
untapped form of magic to improve the profits on his
“Buddy Bots' line of automatons. Kobeld belicf has
cut costs by over sixty percent, and designs are in the
works for constructs that contain no magical compo-
nents. Of eourse, the Kobold Resources department
is under strict orders to keep this under vraps lest it
make the kobolds begin to doubt their work.
Paradox of Gullibility. This brings us toa par-
adox. Kobolds are pretry gullible, and will believe
almost anything if enough big words and shinies are
used, But, if enough of them start believing a lie,
the lie can come true. Who's the gullible one then!?
On returning from a month in the cramped kobold

KOBOLD MECH

Meditim bumanai (kobald), fawiial exit

‘Armour Class18 (mechsuit)

HitPoints 7 (15ds +30)

Speed 40 ., burrow 20 ft ly 40 ft. thover)

"sTR DEX CON INT WIS  CHA
B(+2) 1603 502 B 9(1  10(+0)

Saving Throws Dex +6
Stalls Athletics + 7, Perception +2
Senses darkvision 60 . passive Perception 12
Languages Common, Dracanic
Challenge 5(1800XP)  Proficiency Bonus +3
The kobold mech ing
Rustable Ifthe kobold mech takes10 or more add damage.
inasingle turn, t becomes restrained untl the end of s next
wen.
Pach Tactics. The kebold mech hasadnllnga onan i[ta:k lul\
ureifat least oneof the kob
Sfeeto allyisen

caves, Dr. Doolots posited that this belief- if
is a defence mechanism evolved in response to oLhcr
creatures’ desire to abuse kobold gullibility.

KOBOLD MECH e

Pilted. The kobold mechis pilated by a kobold. The kobold
diesif the kobold mech is reduced to.© hit poins.

Self Destruct, When the kobold mech is reduced oo hit
points, its cacheof dynamite immediatelyexplades. Each crea-
lumwv!h?r\ 20 feet of the kobold must make a DC14 Dexterity
taking 21 (6d) thunder damage on a filure, or

Barrels, pots, pans, a
chanical core, and your grandma's retainer are all
key ingredients of a kobold mech, Some say
they've even seen one that used a
kitchen sink, With legs capable
of burrowing, javelin-dyna-
mite-missiles for, presum-
ably, mining, and fiery
boosters, few things
can escape this hunk
of lubricated junk.

halfas much damage on a success.

AcTiONS

Multiattaclss. The kobeld mech makes two attacks with its Cav-
itation Drill It can replace oneof these attacks with a Javelin
Missile.

Cavitation Drill. Melee Weapon Attack: +7 10 hit, reach s ft., one
target. Hit:9 (1d10-+.4) piercing damage plus 7 (2d6) thunder
damage

§ Javelin Missile (é/Day). The kobold mech fres adyna-

ata point tcan

(it that peint must makea DC12

taking 10 (3de;
failure, or half as much damageon a success.

KosoLo
MecH




(KOBOLDZILLA = SN

This machine should not function. Every rivet, bolt,
and staple that holds the koboldzilla together is
brimming with belief. The metal ignores its maxi-
mum shearing load, the wood forgets that it should
y forms an
anomaly around its ridiculously armoured carapace.

Burgeoning Sentience. Before it becomes godlike,
the koboldzilla is aware. It causes armour plating to
come loose in the nick of time to protect its kobold
pilots, and its growing will causes objects for miles
around to begin working again with the most rudi-
mentary percussive maintenance. Wich the belief
that only martyrdom can bequest, the koboldzilla is
a hair's breadth from apotheososis.

KOBOLDZILLA

Gargantuan construct, unaligned

" Armour Class 27 (natural amaour)
Hit Points 310 (20d20 + 100)
Speed 20 ft*, burrow 20 ft

"STR DEX CON INT
23(+6) s(3T zbs) 1)

wis
3(-4)

CHA
18 (+4)

JANKY KOBOLDZILLA

Cargantuan construiet, analigred

"Armour Class 24* (naturalarmour)

HitPoints 145 (10d20 + 40)
Speed 20 ft*, burrow s f.
"SIR  DEX CON INT WIS CHA
20(t5) 5(3)° 1904 105 304 16043

AcTions

Multiagtack, The koboldzilla makes two attacks: one with its
Gazebo Smash and one withits Tail

CazeboSmash. Meles Weapon At tack: 9 1o hit, reach 10 i, each
targetwithin as-foot-radius cirle. Hit 12 (3da +5) bludgeon-
ingdamage.

Tail. Melee Weapon Atiack: +9 to hit, reach 20 ft., one target. Hit;
s

Saving Throws Str+9, Con +8, Cha+7

Damage immunities fire, poison

Condition Immunities blinded, charmed, deafened, exhaus-
tion, fiightened, paralysed, petrified, poisoned, stunned

Senses blindsight12a ft passive Perception 6

Languages —
Challenge12 (3,400 XP)

). i firgin
in that area nC

taking 24 {7d6)

fm]ed save, or halfas much damage en asuccessful one.

i h

LEGENDARY ACTIONS

"Apathesosis (Rechargesaftera Short or Long Rest).If the kob
oldzillawould be reduced 1o o hit paints itscurrent hit point to-
it rech: its D Breath,

its Dexterity increases to27(+8). and its Intelligence, Wisdom.
aind Charisma increase to16 (+3). Additionally,all kobold pilots
areincinerated in the process, it cartuse its Kohol dapult leg-
endary action until it finishes a short or leng rest, and the kob-
oldzilla.can use the aptions inthe “Mythic Actions” section far 1
hour. Award a party an additional 8,400 %P (16,860 XP total) for
defeating the keboldzilla after its Apotheosis activates
Constructed Wealmess. The koboldsilla has the foll owing flaws:

Acanathermic Engine. If the kobol dzilla takes 10 or more cold
damage n a single turm, it can't recharge its Dragon Breath
action until the end of its mext turn

Rustable, I the koboldzilla takes 10 or more acid damage in a
single turn, it becomes restrained until the end of ts next turn.

effect that would alterits form

Legendary Resistance (3/Day). I the koboldzilla falsa saving
throw, it can chaose to succeed instead.

*Loose Plating, ¥hen the koboldzilla s reduced to 70 hit points
or fewer for the first timesince it last finished a long rest, it loses
some o its armour lating s ACisreduced 118, s valking
speed is doubled. and its Dexteriy i These

5 s the
options below. Only ane legendary action option cn be used at
a time and only at the end ofanother creature's turn. The kob-
oldzilla regains spent legendary actions at the startof its turn.
Tail Attack. The koboldzilla makes oneTail attack.

Acti illa firesa cluster of
kobolds ata point within 120 feet of the koboldzilla. Each crea-
ture within 20 feet of that point must make s D16 Dexterity.
saving throw, taking 10 (3d6] piercing damage on a fai wre. or
halfas much damage on a success. Additionally, 2 rda) kob-
olds. i al

within the area. These kobolds actan initiative count 1.

MyTHIC AcTiONS

If the koboldzilla's Apotheosis trait has activated in the last
hour, it can use the options belowas legendary actions.

Takeof:Th lbol il upregans sarcancthemicengine

onaDC16 B!x(zlltyiavmglhrwf ortake 11 ¢d5~4] ﬁre
then fly

T
uamsnftnzndh&g\nmhuv&r
Atthe end of the next turn, the koboldzilla lands. Each crea-
ture in the spacewherethe koboldzilla lands mustmake 2 DC

i Onafailed

18 (4dé + 4) bludgeoning damage and is knocked prane and.

effectslast uniil i inishes a long rest

o until the kobol dzilla moves aut e the areature’s
space Alternatively, the creature can use an action to make

and structures. nearest o]
a creature takes half as much damage, is not knacked prone,
and moves to the aearest unoccupied space.
recharges and uses its Dragon Breath

L S

r=

¥ Saving Throws Str+13, Con 112, Cha +11

Damage Immunities fire, poison

‘Condition Immunities blinded, charmed, deafened, exfaus
ion, rightened, paralysed. petrified, poisoned, stunned

Senses blindsight 120 ft., passive Perception 6

Languages —

Challenge 21 (33,000 XP)

Proficiency Bonus +7

‘Apothesosis (Recharges after a Short orLong Rest). If the kob-
oldzilla would be reduced 1o o hit points,its current hit point to-

talinstea resets to 310 it points, it recharges its Dragon Breath,

its Dexterity o +8), and itsIntelligence, Wisdom,
ans 18 (+4). Additionally, all kobold pilots
inthe tcartt use
tegend.zrymmunm.«ﬁmshe;ashmmang.esundm
 sex

ACTIONS
Multiattack. The koboldzilla makes two attacks: ane withits
Cazebo smash and one with its Tl
Gazebo Smash. MeleWeapon Attack: +13 10 hit, reach 10 fL. each
target withina 5-foot-radius circle. Hit: 20 (4d6 + 6) bludgeon-
ingdamage.
Tail. Melee Weapon Attack. 413 to it reach 20 ft one target. Hit
24 {448 +6) slashing damage.
Dragon Breath (Recharge 5-6). The kobol dzilla exhales fire in
260-foot cone. Each reature in that area must makea DC20

, taking 42 (12d6)
failed save, or halfas much damage on a successful one:

LEGENDARY ACTIONS

The koboldzilla ean take 3 legendary actians, choosing from the
ontions belav. Only one legendary action option can be used at
atime and only at the end of anather creature's turn. The kob-
oldzilla regains spent legendary actions 1 the start of it turn.

Tail Attack. The kobold illa makesane Tail attack.

The kaboldzill
of kobolds at a peintwithin 120 feetof the koboldzilla. Each
creature within 26 feet o that point must make s DC20 Dex-

ction
fort hour, Award apartyan :ddl na\ 33,000 XP (66,000 P
total) for defeating the koboldzilla after

taking14 (4d6) piercing damage on  fail-
ureorhalf as much damag on a suceess.Acditianll, 3 (g

c flavs:

+) unoceupied

Arcanot herm ti¢ Engire. IFthe koboldzil \;wkes 20 or more cold
turn, it car’trecharge its

thearea. 1

MyTHIC AcTioNS

action until the end of its next turn
Rustable. If the kobold zilla takes 20 ormore acid damage in 2

single turn, itbecomes restrained until the end of its next turn.

Immutable Farm. The koholdzilla is immune to any spell or

effectthatwould alter ts farm

Legendary Resistance (3/Day). If the koboldzilla fails a saving

throws, it can choose w succeed instead.

*Loose Plating. \When the kobeldzilla is reduce to

Ifthe kaboldzilla's Apatheosis trait has activatedin the last
hour, it can use the options below aslegendary actions
Tllﬁv!f The kvbu\dz\\\quplegulate arcanothermic Engma
h 15 feet of the kaboldzilla m
o & DC 20 Dexterity saving thiow of take 12 (2d6 +8) fire
damage and be knocked prone. The koboldzilla can then fly
up 10 60 feet and begin 10 hover.
Atthe end of the next turn, the koboldzilla lands. Each crea-

or fewer for the first time since it last finished a long rest, itloses
some ofits armour plating. Its AC s reduced to19, its walking
speed is doubled, and its Dexterity increases to 20 (45). These
effeces last until it finishes a long rest.

pace where lands must make a DC
20 Strength saving throw. Ona failed save,a creature takes
19 (46 + 5) bluclgeoning damage and Is knocked prone and
restrained wntil the koboldzilla moves out of the creature's
space. Alternatively, the creature can use an action t make:

toabjects
and struciures.

anc
nearest pace on a success. Or
acreature takes halfas much damage, s not knocked prone,
and moves to the nearest uneceupied space.
ArcanothermicOverchar ge (Costs 2 Actions). The koboldzilla
vecharges and uses its Dragon Breath.

e
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TUNED KOBOLDZILLA

Gargantuan construct, unaligned

" Armour Class 30* (natural armour)
HitPoints 452 (28d20 +168)
Speed 20t burrowza fr.

"STR DEX CON INT WIS CHA
27(+8) 5(3)° 23(+6) 1(5)  3(4) 20(+35)

Saving Throws Str+16, Con 4, Cha +13

Damage Immunities fire, poison

Condition Immunities blinded, charmed, deafened, exhaus-
tion, fightened, paralysed, petrified, poisoned, stunned

Senses blindsight120 ft passive Perception &

Languages —

AcTiONS

Multiattack. The kobaldzilla makes three attacks: one with its
Dragon Bite, one with its Gazebo Smash, and onewith its Tail.

It canuse Dragon Breathiin place of its Dragon Bite.

Dragon Bite. Melee Weapon Atiack; +16tc hit, reach 10 ft, one
target Hit: 30 (4d10 + 8) piercing damage.

GazeboSmash. Meles Weapan Attack: +16 to hit, reach 10 ft., each
target within a 5-footoradius circle. Hit: 26 (48 +8) bludgeon-
ingdamage.

Tail. Melee Weapon Attack: +16 10 hit. reach 20 Tt one target. Hit:
30 (4d10 +8) skashing damage

ustmakea DC22.

ity savi taking 63 (18d6) fi
failed save, or half damage ful one

Challenge 27 105,600 XP)

‘Avothesosis (Recharges after a Short or Long Rest). i the bob-
oldillawould be reduced 10,0 hit points, itscurteat hit point

LEGENDARY ACTIONS

total instead resels to 462 hit point, it recharges its Dragon take tions,

Breath, s Dexierity increases 27 (+8), and 0 i

Wisdom, and Ch dditionally,all atime and onfy at The kob-
5 in th Leant use it oldzilla regai yactions atthestartaf itsturn.

i e i o : ﬂ;lmz Tail Attack. The koboldrills makes one Tail attack.

s e bl s cpin e My Kaboldapul (Costs2 Action). The kool fres  duser

Actians”section for1 hour, ward a party an additional 105,000 Fiabslasar, i e

XP (210,000 XP total) for defeating : i s

et e , taking 21 (6d6) piereingd atail-

Construsted Wealmess. The koboldzilla has the following flaws:
Arcanathermic Engine If the kobol dzilla takes 30 or more cold
damagein a single turn, it can't recharge its Dragon Breath
action until the end of its next turn
Rustable. If the koboldzilla takes 30 or more acid damage ina

single turn, it becomes restrained until the end of its next turn.

D
effect that would alterits form.
Legendary Resistance (3/Day). I the koboldzilla fails a saving
throw, it can chaose to succeed instead.

d it

e T e
+2 |

in the area. Theseknhu\dsannn ),

MyTHIC AcTIONS

j -

1 the kobaldzilla's Apetheosis trait hasactivated in the last
hous, it can use the options belowas legendary actions:
Takeoff. The kaboldzilla upregulatesitsarcanothermic engine.
Eac!
ona Dczlnzlunwuvmgthﬂm ortake 13 (246 +6) fire
then fly

acfeverfor the ﬁrs: umesm itlast finished 2 long rest it lases
some of its armour plating, s AGis reduced 1o 20, itswalking
speed is doubled.and its Dexterity increases to 20 (+5). These
effectslastunil it finishes 2 long rest.

andstructures.

up be; nmum
Atthe end of the next turn, the koboldzilla lands. Each crea-
tre in the spacewhere the keboldzilla lands must make a DC
22Strengthsaving throw. Ona failed save, a creature takes
20(4dé +€) bludgeoning damage and is knocked proneand
restrained until the keboldzilla meves outef the creature’s
space Alternatively, the creature can use an action to make
2 DC 22 Strength (Athletics) check, exiting prone in the

o

acreature takes half as much damage, is not knocked prone,
and moves (o the nearest unoceupied space.

recharges and uses its Dragon Breath

A KOBOLDZILLA'S LAIR £

The koboldzilla's lair is unigue in that it is created
by the concentrated belief of all its kobold pilots
(or, in its mythic state, its belief in itself).

REGIONAL EFFECTS

The region containing the koboldzilla’s lair is
buayed by the abundant belief, which creates one
or more of the following effects:

+ Tapping a device and saying “she hasn’t let me
down yet” ensures that the apparatus in ques-
tion won't fail until the very last moment while
within 6 miles of the lair.

+ The mending cantrip and fixtt spell (see page
503) have their casting times halved within 1
mile of the lair.

+ When autematons and constructs within 1 mile
of the Jair are healed, they regain twice as many
it points.

LAIR ACTIONS

Until the keboldzilla is destroyed, the kobolds col-
lective belief manifests as the following lair actions.
The DCs and damage of the lair actions depend on
the level at which you run the hunt.

VARIABLE LAIR ACTION STATISTICS

Huntlevel  VDC Vdam
7th 14 7(2d6)
14th 16 1214d6)
zoth 8 28 (8d6)




Lair Actions. On initiative count. 20 (losing initia-

tive ties), the koboldzilla takes one of the following

lair actions; the koboldzilla can't take the same lair

action two rounds in a row. See the table above for

the damage and save DG

+ Airstrike. A jetpack-powered kobold bursts out

of the ground and proceeds to drop sticks of dy-
namite in a broad path hefore its engine back-
fires and it flies off into a nearby building. Each
creature in a 10-foot-wide, 50-foot-long line
must make a VDC Dexterity saving throw,
On a failed save, a creature is knocked prone
and takes Vdam thunder damage. On a success-
ful save, it takes half as much damage and isn’t
knocked prone.

Chittering Laughter, The infectious laughter
of ultra-zealous kobolds echoes around the lair.
Each non-kobold creature in the lair, other

than the koboldzilla, must succeed ona VDG
‘Wisdom saving throw or be frightened of all
kobolds and the koboldzilla until the start of
initiative count 20 on the next round.

+ Swarm of Kebolds. Dozens of kobolds erupt
from tiny tunnels, grabbing at the adventurers’
various accoutrements, before disappearing
‘back down the holes. Each non-kobold crea-
ture in the lair, other than the koboldzilla, must
make a VDC Dexterity saving throw. On a
success, the creature loses one nonmagical item
of its choice that it isn’t wearing, On a failure,
the creature loses one magical or nonmagical

item of the DM’s cheice that isn't being worn.
A S S

RETURNING STOLEN [TEMS

Players really like their magic items. How hard
they are to find after the fight condludes Is entire-
Iy up to you! Letting them be retrievable after the

fign

Il svaryone happy

~

-

MAGNETITE DRAGONS

Mater-of-fact and down-to-earth, magnetite
dragons are distant relatives of the metallic drag-
ons, thaugh they lack the ability to shapechange. A

== p—

MAGNETITE WYRMLING
i |

magnetite dragon has a bestial slant 1o its appearance;
its short maw, narrow eyes, and stocky hind legs give
it the proud and powerful cast of a rearing bull, Two
‘wide horns—the source of its magnetic control—
sweep forwards from its brow, often sporting an array
of ferrous paraphemnalia. Wyrmlings' scales are a dull
grey, but quickly take on an iridescent red-blue sheen
as they age and are exposed to sources of magic.

Of particular note are its hexofuga: the blocky
shards that protrude from its back. These arca-
ne-magnetic organs are the source of its ability to
fly, its true wings being small, vestigial structures
with little musculature,

Treasure & Power. Made of a keratin-magnetite
composite, a magnetite wyrmling’s back scales can
only develop into hexofuga upon prolonged expo-
sure to arcane fields. In fact, a magnetite dragon's
growth and power i intrinsically linked to the dura-
tion and magnitude to which it has been exposed to
‘magic. Though a magnetite wyrmling is among the
weakest of all dragon wyrmlings, a fully grown in-
dividual can rival even a black dragon in power. For
this reason, a magnerite dragon has no care for gold
and gems; it covets only magical items and sources
of arcane power: the stronger the better.

" Armour Class1s (natural armour)
HitPoints16 (3d8 +3)
Speed 4o ft. climb a0 .

"stR DEX CON INT Wwis  CHA
56+2) 10(0) 1) nlol 2E) 1BH)

¥ Saving Throws Dex+2,Con+3, Wis +3, Cha+a
Skills Perce pticn =5, Stealth +2
Damage Immunities cold
Senses i i

Languages Draconic '
Challenge 1 (200 XP) Proficiency Bonus +2
v = . -

s diffcult terralin

creatures wearing ferrousarmour.
i " .

asingle instance, s flying speed is educed by 30 feet until

the end of i i E fe

Ifits flying sp 2
it falls 100 feet. and fallsa further 1o feet at th
start of its next turn

AcTIONS
Bite. Melee Weapon Attack: +4 to hit, reach § ft., one target. Hit:
7110+ 2} piercing damage,
‘Sword Shot. Ranged Weapon Attack: +41a hit, range30/9a .,
anetarget Hit: 4 (1d4 +3) piercingdamage.

). The di ofthe

following breath weapons.
|

objects in a15-foot cone. Each creature in thatarea must
make 3 DE7 Dexterity saving throw, t2king 14 (4d6) pierc:
i fail half, d

successful one:

hi in
a30-footcone, Each creature in that area must make a D
11 Strength saving throw. On a failed save, the creature s
pushed up 10 30 feet away from the dragon. A creature wiear-
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YOUNG MAGNETITE DRAGON

Large dragon, neutral

Sword Shot. Ranged Weapon Ablack: +6 to hit, range 4of120 ft,
one target. Hit: 7 (18 +3) piercing damage.

Farmour Class 16 (natural armour)
HitPaints &5 (10d10 +30)
Speed 10 ft. climb g0 ., iy 40 ft.

"STR DEX CON INT WIS CHA
17(03) 10(+0) 6(+3) B 10(+0) 1802

. The dragon uses one of the
following breath weapans:

The dragon firesa nt of sharp metal
objects ina 30-foot cone. Each ereature in thatarea must
makea DC14 Dexterity saving throw, taking 21 (64 pierc-

failed save, or halfas much

Saving Throws Dex +3,Con+6, Wis +3,Cha +5
skills Percepion +6, Stealth +3
Damage immunities cold
Senses blindsight 30 ft darkuision120 ft., passive Perception 5
Languages Common, Dracor
Challenge sn B00XP)

Proficiency Bonus +3

Repulsion Breath. The dragon exhales repulsion energyin
in thatarea. oc
14 Strength saving throw. On a failed save, the creature is
pushed up to 4o feet away from the dragon. A creature wear-
ing ferrous amour has disadvantage on this saving thron:

LEGENDARY ACTIONS

Attacks against the
wn(hferrauswcaubnswammun ion The

It terain for creatures
wearing ferrous armour.

Superconductor.|f the dragon takes 5 or mare fire damage in
asingle instance,its lying speed is reduced by 30 feetuntil
the end ofits nextturn.If s fiying speed s reduced o ofezt,

it 100 feet, and fallsa. 100 feetat the
startof ts nexttur.

AcTiONS

Multiattack. The dragon makes two attacks: one with its
and onewith its Claws, or two with its Sword shot

Bite. Melee Weapon Attack +610 hit, each 1o fe. onc target. Hit
14 (2410 + 3] piercing damage.

Claw, Melee Weapon Attack: +610 hit, reach 5. ane target. Hit:
10 (2d86+3) slashing damage.

takez , choosing from th

options below: Only one legendary action option can be used

ata time and ol at the end of another creature's turn. The
dragon regains spent legendary actions at the start of its turn.

Detect. The dragon makesa Wisdom (Perception) check.

Sword Shot. The dragon makesa Sword Shat attack.

Blood Bend (Costs 2 Actions). The dragon exers its magnetic
cantrol averthe iran in creatures' blood. Each creature of the
dragon's choice that contains blood and is within s feetof
the dragon must succeed on aDC1a Strength saving throw
orbe moved up to5 feetina direction of the dragor's choice.
and knocked prone. A creature wearing ferrous armaur has

i hi hrow, The d hen fly

uptohalfits flying speed

Neutral Motives. Magnetite dragons are incensed
by the proliferation of order or chaos, and feel &
compulsion to maintain the natural, chaotic order
of the world. Persuading such a dragon to fight for
good or evil is a futile affair, bur the mere mention of
the Plane of Fey's uncontrolled chaos, or the clock-
work nirvana's orderly machinations, is enough to
‘motivate evenly the most slovenly individual,

Magical Magnetite. It is an established arca-
no-magical fact that magnetite’s properties change
on exposure to strong magical fields. The usually
brictle substance hardens and exhibits much strong-
er magnetic fields. However, the material's super-
conducting properties are nullified on exposure to
heat. For these reasons, a magnetite dragon typical-
Iy makes its home in subzero conditions and near
strong sources of magic.

K

A MAGNETITE DRAGON'S R

Magnerite dragons make their homes in racky,
iron-rich terrain suffused with ambient magic. An
abandoned arcane laboratory in a haematite-filled
cavern is a Jair all magnetite dragons dream of.

REGIONAL EFFECTS

The region containing a legendary magnetite drag-
on'’s lair is warped by the dragon’s magic, which
creates onc or more of the following effects:

+ Shards of dark-grey crystal thrust up out of the
ground, rippling with rainbow shimmers.
Tnsects’ carapaces are oddly angular, and those
that fly do so noiselessly, on stationary, out-
stretched wings.

Horns and antlers of local fauna appear warped
{0 create sharp right-angles, almost forming
squares atop their heads.

ADULT MAGNETITE DRAGON

Huge dragon, neutral

TArmour Class18 (natural armour)
Hit Points 172 (15d12+ 75)
Speed 40t climb 4o ft, fly o fr.

"STR DEX CON INT WIS CHA
23(+6) 10(+0) 21(+5) 15(+2) 14(+2) 16(+3)

Claw. Melee Weagon Attack: #11 o hil, reach 5 It ane target. Hit:

13(2d6 +6) slashing damage:

‘Sword Shot. Ranged Vweapoh Attack: 110 hit, range 50/150 ft.,

one target. Hit: 12 (1012 + 8) piercing damage

Breath Weapons (Recharge 5-6). The dragonuses one ofthe

following breath weapons.

Storm af Swords. The dragonfires a torrentof sharp metal
S DB

FSaving Throws Dex+3, Con +10, Wis +7, Cha+&

skills Parception +12, Religion, +7, Stealth +5

Damage Immuni I

Senses blindsight 6oft, darkvision 120 f, passive Perceptionzz
Languages Comman, Draconic
Challenge 14 (11,500 XP)

Proficiency Bonus +5

makeaD i taking 45 (13d8)
piercing ddmige on a failed save, o halfas much damage on
asuccessful one.

in
a30-foot cone. Each creaturein Lha! area must make a DC
ingthrow. Ona

pushed

with i i The
fe hed forereatures

wearing ferrous armour

ing fer

LEGENDARY ACTIONS

The dragon can take 3 legendary actions, choosing from the

If saving throw;
itcan choose to succeed instead.

If the drag or more

asingle instance, its flying speed is reduced by 30 feet until
the end of its neat turn. It lying speed isreduced to o feet,
itimmediatelyfalls 100 feet and falls a further 100 festat the
start ofits next tum.

AcTioNs

action option can be used.
atatime and only sttheend ofanothertreature’ turn The
dragon atthe startof its turn

Detect. The dragon makesa Wisdom (Perception) check
SwordShot. The dragon makes a Sword Shot attack.

Blood Bend (Costs 2 Actions). The dragon exerts its magnetic
control aver the iron in creatures® blood. Each creature of the

‘Multiattack. The dragon makes three attaeks: one withits Bite
and twowithits Claws, ar three with its Sword Shot.

Bite.Meles Weapon Attack: +11 to hit.reach 10 ft., one target. Hit:
17 (2d10 +86) piercing damage plus 4 (1d8) force damage.

the dragan DC i
or be moved up 10 10 feet in adirection of the dragon's choice
nd
i

then fly
up e half its flying speed.
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| ANCIENT MAGNETITE DRAGON

Gargantuan dragon, neutral

Farmour Class 22 (natural armaur)
HitPoints 367 (21d20 +147)
Speed 40 ft. climb 40 fr, fly 100 fr

STR DEX CON INT WIS CHA
27(+8) 10(+0) 25(+7) W3 16(+3) 19(+4)

Claw. Meles Weapon Attack: #15 to hit,reach s fi.,one target. Hit:

15 (2ds + 8) slashing damage.

Sword Shot. Ranged Weapon Attack: #1510 hit range 60180 fr.,

one targer. Hit-17 (248 +.8) piercing damage

Breath Weapons (Recharges—). The drgon uses one of the

following breath weapans.

Storm of Swords. The dragon fires a toreent of sharp metal
objectsina.90-footcone. Each creaturein that area must

"Saving Throws Dex +7, Con +14, Wis +10, Cha +11
sklls Perception +17, Reljgion, +10, Stealth +7
Damage Immunities cold
Senses

kea DC throw, taking 70 i20de)
iercil failed save, or halfas

a suceessful one.

Repulsion Breath. The dragon exhales repulsion energy in
a in thatarea must

th Ona failed save, the creature is

t, darkvision 120t p ption 27
Languages Common, Draconic
Challenge 241,000 XP)
7 Attacks againss e
ith i i i The
h the dragon s for ereatures

wearing ferrous armour.

Legendary Resistance (3/Day).If the dragon fails a saving throw,
itean chaose to succeed instead

Superconductor. |F the dragon takes 150 more fire damage in
asingle instance, its lying speed s reduced by 30 feetuntil
the end ofits next twrn. Ifis flying speed is reduced 10 0 feet,
itimmediately falls 100 feet. and fallsa further 100 feet at the
startof its next turn

Actions

pushed up 1o 60 feet away from the dragon. A creature wear-
ing ferrous armour has disadvantage on this saving throm

LEGENDARY ACTIONS

v ; choosi the
options below: Oniy one legendary action option can be used
atatime and onlyat the end of another ereature's turn, The
ofits turn
Detect. The dragon makes a Wisdom (Perception] check.
Swerd Shot. The dragon makesa Sword Shat attack.

Blood Bend (Costs 2 Actions). The dragon exerts its magnetic
control overtheiron in creatures’ blood. Each creature of the:
dragons choice that contains blood and is within 15 feet of

Multiatack. The dragon makes theee attacks: one with its Bite.
and two with its Claws, or three with its Sword Shot

Bite. Melee Weapon Attack: +1510 hit, reach 10 ft, one target. Hit:
19 (2410 + 8) piercing damage plus 9 (2d8) force damage.

anaDC:
orbemoved up to1s feet in a direction of the d agon's choice
nd A ing ferrous armaur has

hrow. The d hen fly

up tohalfits flyingspeed.

LAIR ACTIONS

So long as the dragon is alive and within its lair, it
can evoke the ambient magic to take lair actions.
The DCs and damage of the lair actions and envi-
ronmental hazards depend on the age of the dragon
the party encounters.

AGE-BASED SAVING THROW DC AND DAMAGE

Dragon  VDC Vdam
Young 12 3(1dg)
Adult 15 10 (3d6)

Ancient 17 21(6d6)

Lair Actions. On initiative count 20 (losing initia-

tive ties), the dragon takes one of the following lair

actions; the dragon can't take the same lair action

two rounds in a row. See the table above for the

damage and save DC

+ Magnetic Waves. The lair’s magnetised rock

emirs a pulse affecting all ferrous metals within
the lair. Each creature holding a ferrous weap-
on or wearing ferrous armour must make a
VDC Strength saving throw. On a failure, a
creature holding a ferrous weapon is disarmed
of its weapon, which flies 10 feet in a random
direction, and a creature wearing ferrous armour
is knocked prone. Roll a d8 and consult the
Random Directions table to determine the
direction.




» Arcanomagnetic Interference. The lair becomes
ensconced in an antimagic field until initiative
count 20 of the next round. Each spellcaster in
the lair immediately makes a DC 10 Perception
check using its spellcasting ability. On a suecess,
it detects the absence of magic in the lair

s Magnetite Shards. Razor-sharp shards erupt
{rom the ground in a 20-foot radius centred
on a point within the lair. Each creature in the
area must succeed on a VDG Dexterity saving
throw or take Vdam piercing damage. Until
initiative count 20 of the next round, the area
is subject to nonmagical effects identical to the
spikegrowehspell.

RANDOM DIRECTIONS

d8  Direction d8  Direction
1 North 5 South

2 North-gast 6 South-west
3 East 7 West

4 South-gast 8 Northowest

APPENDIX C | CREATURES
s

MIMICS
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MIRRORMIC

Large monstrosity (shapechanger). aeuta!

"Armour Class1s (natural armour)
Hit Points 153 (1810 + 54)
Speeds f

Mimisca mutafigura are patient predators that use
disguise as a means of attracting unwary creatures.
A mimic will then adhere themselves to their prey,
making up for their slow speed and inability to
pursue a quarry.

Biomancy. Exposure to high levels of bioman-
tic magic has led to subspecies of mimics, Mimice

"STR DEX CON INT Wwis CHA
18(+4) 12(+1) 17(+43) 5(3) 13(+) B(A)
"skitls stealth +7

Damage Immunities acid

Senses passive Perception 11

Challenge 6(2300 %P Proficiency Bonus+3
e

The mirrormi o

, that distort light to unbalance their
foes. Their elongated pseudopodia let them strike
at a greater range before closing the distance and
exogenously digesting prey using their hyper-corro-
sive stomach acid.

SWARM OF BABY MIMICS

anything that touches it A Huge o smal

» 5 . %

1o the mirrormicis also grappled by it (escape DC15). Amy
checks this grappl

Armour Class 12 (natural armour)

(5dic+5)
Speeds fu

Fale 5 I
i af combat, i
Moreover, if a creature hasrit
ucceedonaDC18

STR DEX CON INT wis CHA
14(+2) B(1) 1301} 3(4) 10(0) B(1)

Intelligence [Ilwes:lgaunn] check ta discern that the mirror-
micisanimate.

Grappler. The mirrormic has advantage on attack rolls against
any creature grappled by it

"Skills Stealth +3

Damage Resistances bludgeoning, piercing, slashing
Damage Immunities acid

Senses passive Perception 10

Languages —
Shapechanger,The mirrormic can use ts action t pobymorph e oy PopmyBona

intoan object or backintoits true, amorphous form. Its statis- S

tics are in each form is wearin e (O Th dheres to anything

camying isni ransformed. It reverts toits true form ifit dies.
ACTIONS
Multiattach. The mirrormic uses Distorti and then

that touches it A Huge orsmaller creature adhered to the
swvarm s al led by it
i SR

Ifthe swarm is mation-

makes two melee atacks,

. 7] it
jects a15-foot cone of distortion until the startof its next turn

less at thestart af combat, it has advantage on its inifiative
roll. Moreaver, if a creature hasnit observed the swarm move
or act that ereature mustsucceed on a DC18 Intelligence

discern thatthe swarm is animate

succeed on DC14 Wisdom saving throw or \use balanue and

Grappler: The swarn has advantage an attack rolls against any
byit

fall prone. & creature that fails by s or
until the end of its next turn.

intoa
id the pileof ack into, Itssta-
i i tistics each form. wearingor

a a
saving throw If  itcantsee

its eyes again. The mirmormic projectsats-foot cone of distor-
tion until thestartafits nextturn.

Pseudopod. lee Weapon Atfeck:+7 t hit. reach 10 . one
target. Hit. 13 (2d8+ 4) bludgeoning damage. f the mitrormic
isin object form, the target s subjected taits Adhesive trait.

arrying sit transformed. It reveris oits rue formifit dies.

‘Swarm. The swarm can occupy another creature's space and

viee versa,and.the swarm can move though any ope
f Tiny mimic. Th

pointsor gain temporary hit points.

AcTiONS
Bite. Melee Weapon Attack: +7 10 hit, reach s ft., one target. Hit:
ol Ll us 9 (2d8) acid d: Bite: ke hit, reach o ft ane targetin
Hit:
C—— — 2 (1) acid
dzng!\ﬂhe swarm has half ofits hit points or fewer
T —— |
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EMACIATED TAVERN MIMIC BRAIN

Speflcasting. The brain is a sth-level spellcaster and can cast
the hl\wﬂmgsue”s requiring no spell componentsand using

"Armour Class14 (naturalarmour)

HitPoints 72 (sd20 + 20}
Speed 10t

STR DEX CON INT WIS CHA
17033 304 18(4) 1a(2) 10(r0) 8(1)

ability 12,4410
hit with spell attacks):
At will: create food and water, dancing lights, miror iflusion, pins &
needles” Sty

* grease, infl ds,shield
‘Vdiyeach darkness’, major image*, ;.pp.n"

‘Saving Throws Str+, Con +6, Wis +2

Damage Immunities acid

Condition Immunities charmed, para\yseﬂ prone, stunned
Senses blindsight s

AcTioNs
Multfattack. The ‘brain ma kas two attacks, one with its Pseuda-

e R
Challenge 3 (700 XP) Proficiency Bonus +2

" Cantral Nervous System. The mimic's brain is the central nervous
system of ie. The i

ittak di 1311dé) payet A3
2 reaction to taking this damage, the brain can relocate itself ta
any location within the tavern.
Grappler The brain has advantage on atack rells against any
creature grappled by it

[ its Squi

Pseudopod. Melee wm..,..mma. +5to hit, reach 10 ft one
target Hit:7 (1d8 + 3) bludgeoning damage.

Squire J h feoit..ane
target. Hit:8 (1dg +4) acid damage.

L[CENDARV AcTions

he b tions, choasing from the
options belon: omy one legendary action option can be used at
at donly at The brain

I the brain fail it
canchoase Lo suceed instead

interior steucture.

Shapechanger. The brain can use its action to polymorphintoa
different building or back into its true, tavern form. Its statist

atthe startof its turn.

Artack. The brain makes one attack

Cast a Spell (Costs 2 Actions). The brain casts a spell

Immune Respanse (Costs 2 Actons). A torrent of pus gushes
(mma the b

in each farm. or

wearing of careying arent transformed. Itreverts to tstrue S
iFitdies.

Warded. The brain cant be harmed or affected byattacks or
effects that originate fram outside of it

i (140 ik Tt s e
halfas much damage ona success.

| TAVERN MiMICs -

One of the rarest forms of mimic, tavern mimics are
living structures that provide hospitality, benign or
otherwise, in the remote wilds. These shapechang-
ing buildings move using a variety of mechanisms:
slug-like convulsions, millions of tiny cilia, of cven
hundreds of humanoid feet

Biomantic Origins. Tavern mimics occur when
strong biomantic fields in the presence of a large
structure, an unattached mind, and a mimie receive
a sudden burst of magical energy. The most famous
example is Jonjo Starr who, in attempting to create
a lich phylactery in the biomantic laboratory of his
half brother, Dr. Francis Norman Stein, accidental-
ly fused himself to the building. Such creations are
referred to as ‘mymilacteries’.

Dari Gontest. Tavern mimics often experience
strong internal conflict. The basal, voracious appe-

[ Ty—

tite of the mimic desires only to consume and grow,
while the mind with which it's fused often has more
complex desires. Not all tavern mimics are exil;
some enjoy existence as a hub of activity, selling
shelter and buying the produce on which they feed
Others aim ro deceive travellers, giving into their
core instincts and feeding on them as they sleep.
Clever tavern mimics are selective and opportunis-
tic predators, feeding only on strays and vagabonds
who will not be missed.

Lifecyele. Like all mimics, tavern mimics lay eggs.
‘These baby mimics have a limited number of forms
they can take, and often appear as a pile of gold
coins. This coin form is, in fact, their dispersal strat-
egy. Mixed into a traveller's purse, a baby mimic
can quickly find itself miles from home, and able to
feed on the fingertips of consumers and pickpockets
alike. Like the common cuckoo bird, a baby mimic
will often push normal coins and other baby mimics
out of a purse to ensure it is more likely to be spent.

TAVERN MIMIC BRAIN

PArmour Class 15 (natural armour)

Hit Points 124 (8ck20 + 40)

Speed 4o ft.

£ STR DEX CON INT wis CHA
205 304 26s) 1763 0G0 8(Y)

Spefleasting. The brain is a gth-level spellcaster and can cast
i .

the

Intelligence as the spellcasting ability (spell save DC15, +7t0 hit
‘with spell attacks)

A g ichor “(2n d-level), creat danc-
ing lights, minor llusion, pins & needles”, thaumaturgy

2/dayeach: acid rain*", darkness , shield, zippit!*™

iday each: clowdkill’, programmediilusion, stoneslkin®

FSaving Throws St +5. Can 9. Wis +4
Damage Immunities acid

Conditie L h lysed , stunned.
Senses blindsight s ft. darkvision 6ot passive Perception 1o
Languages Comman plus three other \mguiges
Challenge 9 (5.000 XP) Proficiency Bonus 4

Warded. The brain can't be harmed or affected by attacks or
effects that originate from outside of it

ACTIONS

Multiattack. ThP brain makestwo attacks, ne with its Pseudo-
podand one

¥ Central Nervous System. The mimics brain is the central nervous
system of the tavem mirmic. The first time the brain takesam-
age ona turn, it takes an additional 7 (2d6) psychic damage. As
i i i 2, the brais itselfro

a
any location within the tavern.
Grappler. II L
creature grappled byt

Pseudopod. Mei¢e \Weapan Attack: +9 ta hit, reach 10t one.
target. Hit; 14 (2d8 +5) bluelgeoring damage.

Squirt. Ranged Waapon Attack: 49 a hit, range 20/66 ft, ane
target. Hit:14 (248 + ) acid damage.

LEGENDARY ACTIONS

“The braiin can take 3 legendary actions, choosing from the

Ifthe brain fails 2 saving throw, it ik
cn choose tosucceed instead. of. The brain
The brain's it jansat the siart
e b Attack. The brain makes oneattack
The brai i lymarph i Castasp: Actians). The b teaspell.
different building orbackinto its true, tavern farm, Its statistics e o
). U"Eﬂ of pus gushes
il quip is it b
wearing or g aretransforme e s trueform 9T 815 Tt eadius e of s b cing Fach 2
ifit dies.
 taking 14 (4d6) failure, or

halfas much d.amaﬁ 0N 3 success.




INOURISHED TAVERN MIMIC BRAIN
Gargantuan monstrosity (shapechanger) alignment varies

" Armour Class1s (natural armoun)

HitPoints 210 (12d20 + 84)
Speed 40t
v

STR. DEX CON INT WIS CHA
’3\»»1 304 24(7) 19(+4) 10(+0) B(1)

‘Central Nervous Systent. The mimics brain is the central nervous
systemnaf the tavern mimic. The first time the brain takes dam-
dditional 1o (3de) psych

tion to taking this damage, the brain ean relocate its
any location within the
Grappler: The brain has advantage on attack rolls
areature grapaled by it
Legendary Resistance (3/Day). If the brain fails
can choose to succeed instead.

Sensitive Cut. The brairfs blindsight extends throughaut its

ving thros

Speflcasting. The brain i

the following spel

sion, pins & needles
< shield, zippit!“*

2 rppenlix, bold indicatas congentrau

Warded. The brain carit be harmed or affected b
effects that ariginate from outside of it
AcTion

Multiattack. The brain

podand one with its Squirt

Fsudnrvdw lelez Weapon Attack: #1110 hit, reach1o ft, one.

4 +6) bludgeoning damage.
Sq«ld Ranged Weapo
target Hit:17 (ad4+7)

The

options below g
atimeandonly atthe end
regains spentlegendar

another creature'sturn, The brain
ions at the startof its turn.
Attack. The brain makes one at ack
Casta Spell (Costs 2 Actions). The brain casts aspell.
Immune Respanse (Costs 2 Actions). A torrent of pus gushes
from a z0-foot-radiusarea of the brain
wire dir u
sttution saving throw, aking 21 leds] necrotic camage
on a failure, or halfas much damage on a suc:

A TAVERN MIMIC'S LAIR

Tavern mimics set up shop along b
at well-travelled crossroad:

REGIONAL EFFECTS

The area within
&

miles of the tavern mimi

Trampled Terrain. Trampled g
of hundreds of unique footprints ¢

have disadvantage.
Bleached Bones. Piles of bleached bones and in-
nic matter, such as coins and gemstones,
in the region. Some gold

travelled through
shelter inside
_They tell tales of strange proprietors
with one an-
thout talking, of especially comfortable
beds, and s that “leav
the crack n again

LAIR ACTIONS

While the tavern mimic lives, it can take the follov-
in lair actions. The saving throw DC and dama

of the lair actions depend on the level at which 3

Hunt Level Vdam
and 3(1d6)
&th 7(2d6)

13th 14 (4de)




Lair Actions. On initiative count 20 (losing and doesn’s fall prone.
initiative ties), the tavern mimic takes one of the « Sink. A 10-foot square of the tavern mimic’s
following lair actions; the mimic can't take the same.
lair action two rounds in 4 row.

floor becomes incredibly soft and sticky. Each
creature on the floor in the area, or that en-

* Drool. The tavern mimic secretes acid from
a part of its ceiling in a 30-foot square. Each
ereature directly under the area must make a
VDC Dexterity saving throw, taking Vdam
acid damage on a failure, or half as much dam-
age on a success.

= Peristalsis. A wave shudders through the tavern
‘mimic as its hidden musculature contracts.
Each non-mimic creature in the tavern must
‘make a VDC Dexterity saving throw. On

a failure, a creature takes Vdam bludgeoning

damage and is pushed 15 feet in a direction of

the tavern mimic’s choice, where it falls prone

On a suceess, it is moved 5 feet in a direction

of the tavern mimic's choice, takes no damage,

ters the area for the first time on its turn, must.
succeed on a VDG Strength saving throw or
become restrained. A creature that ends its
turn while restrained in this way sinks 2 feet
into the tavern's floor and takes Vdam acid
damage. A creature that sinks below its height
can’t breathe.

A creature within 5 feet of a creature restrained
in this way, including the restrained creature,
can make a VDC Strength check, freeing

the stuck creature and pulling it to the nearest
non-sinking area on a success. The area is diffi-
cult terrain for all non-mimic creatures until the
tavern mimic finishes a short or long rest.

It is widely believed that the owlbear is the product
of a biomancer’s attempt at a chimeric fusion. An
owlbear, a creature that combines the aggression of
a bear with the irascibility of an owl, is already an-
ything but docile. The influence of the Fey Lands

SUNEATER OWLBEARS

has done nothing to bridle these extreme emotions.
In fact, the suneater owlbear is more territorial,
more grouchy, and more ravenous than its Material
Plane counterparts.




YOUNG SUNEATER OWLBEAR

Hedium fey; unafigned

Farmour Class 13 (natural armour]
HitPoints 52 (7d8 +21)
Speed 40 ft, swim 30 f.

"STR DEX CON INT WIS CHA
703) 12(n) 703 3(4) 12(n) 1ab2)

AcTiONS

Multiattack. The owlbear makes two attacks: one with its Beak
and one with its Claws.

Beak. iMeles Wetpon Attack: +5 1o hit, reachs It onetarget. Hit
8 (1d10+3) piercing damage.

Claw. Melee Weapon Artack. +5 to hit, reach s ft, onetarget Hi
6(1d6 +3) slashing damage

-Theanlbearexkales abeam of

Senses darkvision 60 [t passive Perception 13

Challenge 3 (760 XP) Proficiency Bonus +2

i If the owlbear is in dim light or darks itap
pears 1o be anobserver atype of pouerful, osing ye tyant

ise.IF it regains 10
hit points a the start of it turn.

henever the owlbear to

ina 5-foat-wide,

creature in the area must make a DC13 Dexterity saving
throw, taking10 (3d6) radiant damage ona failed save or half
as much damage on a successful ane:

LEGENDARY AcTIONS

The owlbear can take 2legendary actians, choosing from the
options below. Only one legendary action aption can be used
ata time and only at the end of anether creature’s turn, The
oulbear regainsspent legendary actionsatthe start of its turn.
Clave. The owlbear makes a Clas aitack

Sunstep. The owlbear teleparts from one area of brightlight to

d regains anunoce bright light itthatit
points equal to the radiant damage dealt. can see.
Supernova (Recharges aftera Short or Long RH!J If the owlbear - Actions). The owlbear's ithe ds
would be reduced to o hit points, point total in- lease a blindi hwswfilsm 30feet
e e e S R S ofthe onlbear thatcanseethe owlbear must succeed ana
i (i be theend
i i 1 of th ‘s next turn.

follows it forthe next hour brigh

MyTHIc AcTiONS

sunlightina 30-foot radius. Additionally,
the aptions n the *Mythic Actions” section for hour. Award 2

1 the owlbear's mythic trait s active, it can use: lhparnhon;

XP {1,400 XP total) for oul-
bearafter its Supernova activates

Catch the Sun. The suneater owlbear can feed
on sunlight. It dislocates its huge maw to reveal
the photosynthetic pigments specially-adapted to
catching the hues of light shed by the Fey Lands
eternal sunset. One should avoid exposed ourerop-
pings of rock in the Fey Lands; these vantage points
are often a suneater owlbear’s dinner table, and
suneaters are extremely territorial

By comparison, the bright daylight of the Mate-
rial Plane is a feast, albeit an ephemeral one. The
suneater owlbear is used to a constant food supply
and the diurnal cycle to which so many Material
Plane beasts are adapted leaves a suneater feeling
particularly hangry and irritable.

tions for1 hour afer
e fash e b i nding Flash legendary action.

Refract (Costs 2 Actions). The olbear recharge s and uses ts
Solar Beam.

Indolent and Iridescent. The term Batesian
mimicry comes from the dungeoneer Bates Button-
chop who would disguise himself as a black pudding
order to loot monster-filled crypts. The dun-
geon natives would avoid Bates's disguise, having
been stung by puddings before, leaving him free to
purloin all manner of precious treasures. Suneater
owlbears, who're vulnerable in their darkened caves,
use this Batesian mimicry to appear like observers,
dangerous eye-tyrants from The Low. This combi-
nation of above-ground ferocity and below-ground
intimidation has praved quite the survival swategy:

o1 G| Gnearunzs

LAIR ACTIONS

So long as the owlbear is alive and within its lair,

it can evoke the ambient magic to take lair ac-
tions. The DCs and damage of the lair actions and
environmental hazards depend on the level at which
you run the hunt.

LEVEL-BASED SAVING THROW DC AND DAMAGE
Saving  Autack

Lair Actions. On initiative count 20 (losing initia-
tive ties), the owlbear takes one of the following la
actions; the owlbear can't take the same lair action
two rounds in a row. See the table above for the
damage and save DG

+ Rage. The owlbear's territorial rage affects ll
other creatures within the lair. Each creature
must suceeed on a VDG Wisdom saving

Huntlevel 7p'ne modifier  Damaee throw or immediately use its reaction to make
R = S one weapon atsack aguinst a random creature
within reach/range.
b o v 10 3d6)
16th 6 +8 17 (5d6)
[ = g7 e 1

ADULT SUNEATER OWLBEAR

Large fey; unaligned

T Armour Class 15 (natural armou)
Hit Points 95 (1od10 + 40)
Speed 40 . swim 30 f.

ACTIONS

Multiattack. The owlbear makes two attacks: cne with its Beak
and pne with its Claws.

Beak. Melee Veeapon Attack: +8 to hi, reach 5 f. one target. Hit
14[2:1!”5) plereing damage.

STR DEX CON INT WIS CHA G0 fitade B bt T ol ViSRRG
10 (ad +3)slashing damage.
21(e5) 12(41) 19(+4) 304 142 6(+3) % S
Saves Wis +5.Cha +6 1a5-foot-wide, fongline. Each

Skills Perception +5

Damage Resistances fire
Damage Immunities radiant
Condition Immunities charmed.
Senses darkvision &0 it passive Perception 1§
Languages —
malkn'e 8(3.900 XP)

Proficiency Bonus +3

creature n the area must make  DC 15 Dexterity saving
throw, taking 25 (7d6) radiant damage on a filed save or half
asmuch damage on a successful one.

LEGENDARY ACTIONS

Theomtbear can take 3 legendary actions, choosing from the
options below. Only enelegendany action option ean be used.

ifthe awlbear failsa saving throw,
Itcan choose to succeed nstead
ObserverMimic. |f the owlbear s in dim light er darkness, it ap-
pears to be an observer,a type of powerful, floating eye tyrant.
Photometaholise.If the owlbear is n direct sunlight, itregains 1o
hitpointsat the start of its turn
Radiant Absorption. Wheneverthe owlbearis subjected to
radiant damage, it takes no damage and regains a numberof hit
points equal to the radiant damage dealt.
Supernova (Recharges aftera Shortor Long Rest). If the awlbear
would be reduced to o hit points, its current hit point total
stead resets 1095 hit points, it recharges its Solar Beam, it imme-
diately uses ts Blinding Flash legendary action option (without
expending any actions), and a small sun coalesees 1o feet above
the owlbearandfollows it for the next hour, shedding bright
sunlightin a 30-foot radius and dispelling magical darkness
created by spells of 2nd level or lowerin the area. Additianally,
the awlbear can use the eptions in the*Mythic Actions” section
for1 hour, A‘VAMMRKYJH additional 5,000 XP (8,900 XP total)
for afteriis Supernova acti

atatime and only at ereature’s turn. The
owlbear i its turn.

Claw. The owlbearmakesa Claw attack

Sunstep. The owlbear teleports fram one area ofbrightlight to
an unoscupied space of bright ight within 60 feet of f thatit
cansee

The
a8 B et o g Each owatirae i 4 foa
ofthe owlbear that ansee the owlhear mustsiucceedon
DC15C throw or il the end
of the creature's next tu

MyTHIC ACTIONS

Ifthe owlbear's mythictrait s active, it can use the options
below s legendary actions far1 hourafter using Supernova.
Reflash. The owlbear uses its Blinding Flash legendary action,

Refract (Costs 2 Actions). The owlbearrecharges and uses its
Solar Beam.




* Disorienting Lights. Flares and sparkles erupt in

a deluge, confusing and disorienting creatures,
“ach creature in the lair other than the owlbear
must suceeed on 2 VDC Constitution saving
throw or be aflected by the confission spell until
the end of its next turn.

Summon Sunsprites. A sunsprite appears next
to-each creature of the owlbear's choice that it
can see and disappears on initiative count 20
of the following round. The sunsprites have 1
hit point each and act on initiative count 10 of
this round. They move in order to attack one
creature using the actack modifier in the table
above, and dealing radiant damage equal to the
values in the table above.

I

ANCIENT SUNEATER OWLBEAR

Huuge fey, unaligned

Farmour Class 17 (natural armour)
HitPoints 138 (12c2 + 60)
Speed 40 ft., swim 30 fr.

"'stR DEX CON INT wis CHA

AcCTIONS

Multiattach. The owlbear makes two attacks: one wit
and one withits Claws,

Beak. Meles Weapon Attack 1 to hit, reach St one target. Hit:
19 (3d8+ 6) piercing damage.

Claw. Malee Weapon Actack: #11to hit. reach sft. onetarget. Hit:
13(2da + 6} slashing damage

Beak

RIS e )T s 150 et . The owlbearexhales a beam of
"saves Wis -8, Cha+s i inas-foot-wide, 60-foot-longline. Each
Skills Perception +8 creature in the area must make a DC18 Dexteritysaving
Damage Resistances fire half
Damage immunities radiant as much damage on asuccessful ane:
Condition Immunities charmed
Senses darkvision 60 fc passive Perception 18 LEGENDARY ACTIONS
Languages — The owlbear can take 3 legendary actions, cheosing from the
Challenge 13 (10,000 XP) Proficiency Bonus +5 options below. Only one legendary action option can be used
i TR iz thiow. . atatimeand onlyatthe end of another creature’s turn, The
im0 owlbear regainsspent | egendary actionsat the start ofis turn,
imic | the owlbear s itap- Clawe. Clawratiack.
e e e Sunstep. The owlbear taleports from one area of bright light o
T s | el et againes, anunoc brightlight of itthatit
it points at the start of s turn. canste
i i . indi ions), The owlbear d
lease a blinding burst of light. ithin3o feet

radiantdamage, it takes na damage and regains a number of hi
points equal to the radiant damage dealr.
Supernova (Recharges aftera Short or Long Rest).If the owlbear
would be reduced to o hit points, its current hit point total
instead resets 10138 hit points, it recharges its Solar Beam, it
s e e e

10
feetabovethe owlbear and fol \wwsnfwrdle nexthour,shed-
ding bright sunlight in a 30-feot radiusand dispelfing magical
darkness created by spells of 3rd level or lowerinthe area. Addi-
tionally, theowlbear can use the options in the "Mythic Actions”
section for hour. Avard a party an additional 1,500 XP (21500

g the owlbear a

of the owlbearthatcan seathe owlbear must succeed ana
DC18 Constitution saving throw or be blinded un e end
of the creature's next turn.

MyTHIc AcTiONS

1 the owlbear's mythic traitis active, it can use the options
tions for 1 howr after

Reflash. The awlbear usesits Blinding Flash legendary action

Refract (Costs 2 Actions). The owlbear recharges and usesits

Solar Beam.

SUNSPRITES

Tumbling and frolicking in one of the innumerable
sunbeams of the Plane of Fey's unending sunset,
sunsprites are playful, inquisitive, and capricious
creatures, Much like giving a cat a belly rub, play-
ing with a sunsprite is fraught with danger. Though
the sunsprite (or cat) may appear to be enjoying
themselves, their mood can change in an instant,
leaving you with naught but a patch of sunburn (or
some cat claw scratches).

Sunfriends. Given their mutual love of sunlight,
it is no surprise that suneater owlbears and sun-
sprites are found in close proximicy to ane another.
When threatened, a suneater owlbear will make use
of the brigh light shed by these sprites, which posi-
ton themselves tactically on the owlbear’s behalf.

SUNSPRITE

Tiny ey, chaotic neutral

"Armour Class 13

Hit Points 2 1d2)

Speed 10t fly 40 .

"sR DEX  CON INT wis CHA
3(4) eI 10040) 1060 BED  1663)

Skills Acrobatics +7, Perception +3

Damage Immunities radiant

Condition Immunities blinded, charmed

Senses darkuision 6o ft., passive Perception 13

Languages Comman, Elish, Sylian

cnallzngewa {25 XP) Pmnamymnum

Bright. When th ite isnt invisi i

inas-foot radius. and dim lightfor an additional s feet.

Death Burst. When the sunspritedies, it explodes in 2 bursl of

Iig

DC10 Dexterity saving throw. taking 7 [ZHEJ mﬂ\ﬂﬂ[damaEE
failed. orhalfas

Evasion. When thesunsprite issubjected to an effect that
allows it to make a Dexterity saving throw totake only half
damage, it instead tzkes o damage i it succeeds onthesav-
ing throw, and only half damage it it fails.

AcTIONS

Dagger. Melee Weapan Attacl +5 to hit,reach 5 fe. one target.
Hit:1 piercing damage.
/i Sunb 4510 hi, ne
* target Hit. !memnzdﬂmsgeDlusnhdﬂ)yadlantdamlze
Invisibility. The sunsprite magi
attacks or casts a spell, orunti
onaspell).
oreardies s invisible with it

ally turnsinvisible until it
<oncentrationends [asif

SUNSPRITE




SWALLYBOGS

Swamp natives, swallybogs are an easily deceived
race of amphibious humanoids prone to deifying
any intelligent life. Amazed by even the mast ru-
dimentary of modern technologies, such as metal,
swallybogs will quickly deify creatures that bring
even a modicum of comfort or erder to their lives.
Their culture follows a loose hierarchy based on
morphological adaptations encountered along their
tumultuous lifecycle.

Early Life. Within holy swaologs—birthponds,
in common—swiallybogs begin their life as limb-
less tadpoles, void of sex o gender. When food is
scarce, these tadpoles can become:

p—

SWALLYBOG

Medium bumanoid swailybog). neutrai

PArmour Class 13 (hide)
Hit Points 19 (3d8 +6)
Speed20ft, swim 30t
"STR DEX CON INT WIS CHA
12(+1) 1z(1) 14(+2) 7(2) 10(+0) 6(2

"Skills stealth +3

Damage Resistances poison

Senses darkvision 60 ft, passive Perception 10
Languages Swallybog

ensuring only the strongest (or most devious) sur-
vive. Some more barbaric tribes y limit

Challenge 1/2 (100 XP) __ Proficiency Bonus +2
Armphlos:The svsllbog an s i and wator
Gullible isdom (in-

sight) checks

food input to bring about this struggle—known
a5 a florbracka—ensuring the strength of the next
generation.

Emergence & Growth. After a year, these tad-
poles absorb their tails and sprout limbs, clambering
through the vines and mud to breathe air for the
first time, an event known as the Guppening. If a
swallybog reaches adulthood, an uncommon occur-
rence in the alligator-filled waterways of swamps, i
undergoes a moulting. From its old skin, the swally-
bog emerges as a sharpfin

“These muscular swallybogs have fins to increase
their underwater movement, and adopt the smaller,
forward-facing eyes of a predator. These individuals
are the guards and hunters of the swallybog people,
and are the most likely to encounter wandering
adventurers. Importantly, all sharpfins are male.

Matriarchy. The eldest members of any swally-
bog tribe are the females, known as gillwranglers.
Once a year, gillwranglers oversee a phlegm-spitting
contest amongst the sharpfins, choosing the strongest
1o sire the thousand or so eggs each releases into the
swabatog.

ies high jump is up 10 10 feet, with orwithout
b

T Dexter-
ity (Stealth) checks mads to hide i swampy terrain

AcTioNS
Multiattack. The swallybog makes twa attacks, either with its
Blowgun o its Trident.

Blowgun. Ranged Weapon Attack: +3 1o hit, range 25100 fi., one
target Hit:1 piercing damage plus § (24 poison damage:
Trident. Melee or Ranged Weapon Atfack: +3 to hit, reach 5 it or
range 20/60 ft, one target. Hit: 4 (1d6 + 1) piercing damage, or
5 (1d8 +1) piercing damage if used with two hands to makea
melee attack.

Martriarchs of the tribe, gillwranglers are the
wisest, fiercest, and most intelligent (although that
isn't saying much) of all swallybogs. With this final
moulting comes a change in brain chemistry, grant-
ing more rational decision-making and a strong
grasp of magic.Their druidic magics are often the
focus of any ritual or celebration.

Combat. Before a hunt, a gillwrangler blesses
sharpfins with enhanced jumping, allowing ther to

Sharpfins are distinguished by the fin-like plume
that rises from the top of their heads. Masters of
net-based combat, sharpfins will leap out of the
shadows, entangling their quarry in a net, before
finishing the job with their tridents.

—=

SWALLYBOG SHARPFIN

Medium humanoid (swallybog), meutral

e

silently leap onto their prey. If , a gill-
wrangler can summon swarms of insects and whirl-
pools, whipping foes with lashes of water. Gillwran-
glers are also the uibe's healers, using swamp plants
and magic to prevent wounds from festering.

[o— p—

SWALLYBOG GILLWRANGLER

Medium humanoid (svallybog). neutrsl

"Armour Class16 (natural armour,
Hit Points 50 (1245 + 36
Speed 20 ft. swim 40 ft

Armour Class 16 (hide armour, shield)

HitPoints 90 [12d8 + 36)

Speed s swimdo

"SR DEX CON INT wis CHA

1663 1462 7 762 BE) 662
"Sulls Athletics +5. Stealth +2. Survival +3

Damage Resistances poi
Senses darkvision 6o ft., passive Perception 1
Languages Swallybog
Challenge 3 (700 XP)
Famphibious. The su.aHbeg can breatheairand water

Proficiency Bonus +2

"STR DEX CON INT WIS CHA
1) 1402) 16(3) () 19(+4) 14(+2)
Saves Dex +5, Con +8, Wis +7
Skills Nature +2, Perception +7, Stealth =5
Damage Resistances. poison
Senses darkvision 6aft, passive Perception 17
Languages Common, Druidic, Swallybog
Challenge 6(2300XP)  Proficiency Bonus+3

" Amphibiows. The swallybog can breathe air and water.
Gullible. The swallybog has disadvantage on Wisdom (In-
sight) checks.
swrkasm Theswallybogisaioth level spell@sterand an
castthe f ls requiding.

abilin 15,47

ofit it spell ttace)

Gullibe. Tl Wisdom (In-

sight) checks.

Net Master. Being within 5 feet of a hostile creature doesrit
1

Making an attack with anct doesrit limitthe number of non-
net attacks the swallyhog can make (ncluded in actions).
Standing Leap: Theswallybogs long jump is up to 20 feet and
its high jump s up to10 feet, with orwithout a running start
Swamp Camouflage. The swallybog has advantage on Dexter-
ity (Stealth) checks made to hidein swampy temain.

AcTIONS
Muitiattack. The swallybog makes three attacks: one with its.
Netand tvowith its Trident
Trident. Melecar Ranged Weapon Attack: +51o hit, reach s . or
range 20/60 ft., ane target. Hit: & (1d6+ 3) piercing damage, or

7 (18 +3) piecing damage ifused with two hands 1o make 2

i o o e kgh ol
A L ceack, plus 5 (2da)
2/day each: control water, denﬂulmm‘ Felpitgte Net. Ranged Weapor Attack: +4 1o hit range sHo fe one target.
A Hit: the target s restrained ifit is Large or smaller. A creature

Standing Leap The swallybogs long jump s up to 20 feet and
her high jump is up ta1o feet, with or without a running start
Dexter-

ks terrain,
AcTions

Quarterstaff Melee Weapon Attack: +4 tohit, reach 5 it one
target. Hit: 4 (1d6 +1) bludgeoningdamage, or5 18 +1)
bludgeoning damage f used with two hands,

can use itsaction to make a DC1o Strength check, freeing it-
self or another creature within ts reach ona success. Dealing
5 slashing damage to the net (AC10) also frees the ereature

without harming it, ending the effect and destroying the net.
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POSSESSED MINING SUIT

Hugeelementz), neutral

TAR ELEMENTALS

These viscous, shapeless elementals are natives

" Armour Class 18 (naturs armour)
HitPoints 161 (14diz = 70)
Speedsaf

of the muddy borderlands between the Planes of
Water and Earth. Their minds comprise the echo-
ing memories of the thousands of organisms whose

"sr DEX CON INT WIS CHA
21(+5) 10(+0) 20(+5) 5(3) 10(+0) 5(3)

has created their shapeless bodies.

Arcane Activation. When an arcane power

"sklls Athletics +5
Damage lmms
ConditionImmunities exhaustion, paralysed, petrified,

poisoned, unconscious
Senses darkiision 60 i, remorsense6o . passive Perception 10
Languages Aquan, Terran

source is tuned to the correct frequency, a tar
elemental's primordial spark can be drawn into
the Material Plane, reforming around a suitable
substrate, such as tar or other lipids, like the fat
deposits from a long-dead giant space hamster
Such a summoning is often against the elemen-
tal’s will, leading to violent and

Challenge 8(3.500XP)  Proficiency Bonus =3
i An I th
it's rear—can the min-

ing suit(AC19, 6 hit points, vulnerability to thunder damage,

and immunity 10!l damage except bludgeaning, forece,

piereing, and slashing). If the mining suit failsa saving throw
of effect, il the saving

If the power source is destroyed, the tar elemental passess-
ing the mining suit movesinto the nearest unaccupied space
withou pravoking opportunityattacks and the mining suit
becomes an inanimate object
Flammable If the mining suit takes fire damage, itignites. [t
takes10 (3d6) fire damage at the start of each of its turns and.
its melee attacks deal an additional 10 (36) fire damage. If
the mining suit s subject to heavy in or takes 10 0r more
cold damage in asingle instance, the flames are extinguished
and the effects end.

ACTIONS

aggressive outbursts.

Multiattack. The mining suitmakes three attacks: one with its
Claw, one with its Demolition Drll, and one with its Pseudopad.
Claw. Melee Weapon Attatk: +8 10 hit,reach o ft. ane target.
Hit:18 (348 + 5) slashing damage. Ifthe targetis a Large or
smaller creature i is grappled (sscape DC 16). Uil this

ds, the mining suit 1ol
usingts Claw against the target and the mining suit can't use
its Claw an anather target.
Demlition Drill. Melze Weapon Astack: +8 to hit, reach1sft.,
onetarget. Hit: 15 (3d6 +5) piercing damage
Preudopod. Melee Weapon Attack: +8 to hit,reach 10t one
target. Hit: 14 (2d8+ 5) bludgeoning damage plus 10 (3d6)
necrotiedamage.

[

Paossesseo
MiNING SuiT
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Possession & Reanimation. Should a tar elemental
find itself in contact with such an arcane power
source, its powers of d are

[re—— pram—

MINI TAR ELEMENTAL

it is no longer subjeet to decay and its touch can
iharvate INing tissie. An augmented tar elermental
is also capable of puppeteering a creature, dead or
alive, manipulating its body through an external,
oily musculature.

neuitral

"Armour Class 14 (ratural armour)

HitPoints 55 (10ds +20)

Speed 25 ft, burrow 25 i, swim 30 ft

"STR DEX CON INT WIS CHA
6(3) 14(+2) 15(¢+2) 503) 1000 5(3)

-
ARCANE POSSESSION

Acreature possessed by a tar elemental s con-
trolled by that elemental and gains the following
traits:

*  Arcane Power Source. An arcane power
source—a crystal found on the creature—can
be targeted separately from the creature
(AC19,20 hit points, vulnerability to thunder
«damage, and Immunity to all damage except
bludgeoning, force, piercing, and slashing).
If the creature fails a saving throw against an
area of effect, the crystal also fails the saving
throw. If the power source is destroyed,
the tar elemental possessing the creature
moves Into the nearest unoccupled space
without provoling opportunity attacks and
the creature is releasad from its control. [The
crystal's hit points increase £0 42, 64, and 36
for Large, Huge, and Gargantuan creatures,
respectively].

" Damage Resistances acid. piercing: bludgeoningand slash-
ing from nonmagicalatiacks

Condition Immunities exhaustion, paralysed, petrified,
poisaned, uncenstious

Senses darkuision 60 f, tremorsense 0 f passive Perception 10

Languages Aquan, Terran

Challenge 2 {450 XP) Proficiency Bonus +2

¥ Flammable. If the elemental takes fire damage, itignites It
takes3 (1de) firedamage atthe start of each of its wrns and
its melee attacks deal an additional 3 1de) fre damage. If
s subject o

e e e e e
the effects end.

Ot Form. Whenthe elemental moves throu gh water,

p o

uses

submerge below the surface of water withouta powerful
detergent.

Water Form. The elemental can enter a hostile creature's space
and stop there. It can move through a spaceas narrowas 1
inch wide without squeezing.

AcTIONS

Muitiattack. The elemental makes two Slam attacks,

Sllm Me)e?Ww;vu Attack: +510 hit, reach 10 ft, one target.

. Hth kes fire damage,
it ignites. It takes 3 (1d6) fire damage at the
start of each of its tums and its melee attacks
deal an additional 3 (1d6) fire damage. If the
creature is subject to heavy rain or takes 5 or
more cold damage in a single instance, the
flames are extinguished and the effects end.
[This damage increases £0.7 (2d6), 10 (3d6),
and 14 (4d6) damage for Large, Huge, and
Gargantuan creatures, respectively].

-~

damageand thetarget's speed
is recaced by 1o feetuntl it oranceher creature within resch
of the target uses its action to clean the target. This speed
reduction can stack; f the target's walking speed is reduced 1o
o feet by this effect it is restrained
Arcane Activation. The elemental attempts to possess one
Medium
arcane power saurce, suh asa magitech firearm. The creature
must: DC: under
the elemental's control until the elemental releases it asa bo-
nus action, or the arcane power source is destrayed or is more
ihans feet from the possessed reauure. Wihilethe elemenl
in this way, the ed -

the Ee:lmlrs inthe Arcane Possession sidebar.
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TAR ELEMENTAL

Large elemental, neutral

Farmour Class14 (naturalarmour)
HitPoints 126 (12d10 + 60)

Spaed 30 ft., burrow 30 f. swim 60 ft.

STR DEX CON INT WIS CHA
19(+4) 1a(12) 20(+5) s(3)  0(r0) 53

"Damage Resistances acid, pierci
from nonmagical attacks

Damage Immunities poison

Condition Immunities exhaustion, paralysed, petrified, poi-
saned, unconscious

Senses darkvision éa ft., tremarsense 60 ft. passive Perception 10

Languages Aquan, Terran

Challenge (1,300 XP)

: bludgeoning and stashing

Proficiency Bonus 3

Oil Form. \When the elemental moves through water, ituses.
itsswi 105kim canic
submerge below the surface of water withouta powerful
detergent.

WaterForm. The elemental can entera hostile creature's space
and stop there. It can move through a space as narrow as1inch
widewithout squeezing.

urface;

AcTIONS

Multiattack. The elemental makes two Slam attacks,
Sham.Meles Weapon Atiack: +7 t hit, reach 10 it ore target.
Hit:13 (2d8 + 4} bludgeoning damage and the target’s speedis
reduced by 10 feet untilitor another creasure within reach of
the target uses itsaction to clean the target. This speed reduc-
tion can stack; f the target's walking speed is reduced to 0 feet
by this effect, it is restrained.

"Flammable. If the elemental takes fire damage, it ignites. It

takes? (2d6) of each
its weapon attacks deal an additional 7 (zde) fire damage. If
the elemental issubject to heavy rain or akes s or more cold
d the flames d

, such as a magi m. The creature
ona 1 be under
theelemental's control until the elemental releases it asa bo-
:

the effects end.

the arcane pow
than § feet rom the possessed creature. While the elemental
this he

features in the Arcane Possession sidebar.

TARCHAEOLOGIST

Meditrm elemental, neutral

" Armour Class 14 (natural armour)

Hit Points 52 (88 +16)
Speed 30 fi,
"STR DEX CON INT WIS CHA

16(+3) 16(+3) 15(+2) 13(+1) 10[+0) 10(+0)

Skills Investigation +3, Sleightof Hand +5.

Condition Immunities exhaustion, paralysed, unconscious
Senses darkvision 60 ft, tremorsense 60 ft, passive Perception 10
Languages Aquan, Terran
Challenge 3 (7c0 XP)

i . The crysal in
magitech pistol can be targeted separately from the tarchae-
ologist (AC19. 20 hit points, vulnerability to thunder damage,
and i ge types except
force, piercing, and slashing). If the tarchaeologistfails a
saving throw against an area of effect, the crystal also fails the
savingthrow.

IFthe crystal is destruyed, orif the tarchacologistis disarmed.
of its pistol (it has 2 +7 modifier on ability checks and saving
i , the mini pas

Proficiency Bonus +2.

the tarchae-

pace without provok

ologist falls unconscious and stable.

Fl ble. If the tarchaeologist . it ignites.

Ittakes 3 (1d6) fire damage atthe startof each ofits turns and

its melee attacks deal anadditional 3 (1de) fire damage. Ifthe

tarchaealogist is subject o heavy rain or takes 5 ormore cold.
instance, the fl inguis and

theeffectsend.

? Ifthe tar re-
duced too it points,itscurrent hit point total instead resets to
52 hit points. its creature type changes o undead, and it gains
immunity to poison damage and the poisaned condition.

AcTioNs

Multiattack. The tarchacologist makes three artacks: one
with its Pseudopad, one with its Wrench, and one with its
Magitech Pistl,
Pseudopod. Melee Weapan Atiack: +5 to hit. reach 10 ft._ one tar-
get Hir: 5 (1da +3) bludgeoning damage plus 7 (2d6) necrotic
damage
Wrench. Melee Weapar Attack: +5 tohit, reach s fr, one target
Hit:7 (1d8 +3) bludgeoning damage.

itech Pistol. Raged We e 45 1o hit,
ft, onetarget, loud (500 f), reload (2). Hit: 7 (1d8 +3) piercing.
damage.
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TARANNOSAURUS REX

Huge efemental, neutral

Farmour Class 6 (natural armour)

AcTions

Matiattach. The taranncsauru ks two atacs:one with
Tail. It cantt make.

i same target. It an use Taruption in place of the Bite attack

Bite Melee Weapon Aftash: +12t0 hit reach 10 ft, one target,

Ifthe targetis a Medium
orsmaller creature, it is grappled (escape DC 20). Unti| this

Hit Points 230 f20ch2.+ 100)

Speedsoft

r Hit:34

STR DEX CON INT WIS CHA ;

26(+8) 14(+2) 20(+5) 5(3) 10(v0) 5(3) 3

y - canit bite another target.

acid, necrotic, piercing

slashing from nonmagical attacks

‘Damage Immunities poison

Condition Immunities exhaustion, paralysed, petrified, poi-
soned, uncanscious

Senses darkuisi : i !

Languages Aquan, Terran

Challenge 10 (5,900 X7) Proficiency Bonus 4
The crystal inthe ! ribeage-

can be targeted separately from the tarannosaurus (AC19, 64
hit points, v\.dn:r.lblli:yw(hundex damage, and |mmunliyto
allather ree,

slashing). Ifthe tarannosaurus fails a saving mmwagamsl an
the crystal thr

I thy

provoking opportunity attacks and the tarannosaurus crumbles
intoa pile ofinanimate bones.

Flammable. I the tarannosaurus takes fire damage, It ignites:
Ittakes 10 (3ds) fire damage atthe startaof each of its tuns and.
13d6) fire

damage. If the tarannosaurus is subject to heavy.
rain ortakes 10 or more cold damage in a
singleinstance, the flames are
extinguished and the effects end

Tail. Melee Weapon Attack: +12 10 hit, reach 10 fi., one target. Hit:
a(ds+) h\udgennlngdama

hes atorrent
of tarina3o-foot cone. S e
tar- or water-based must succeed on a DC17 Strength saving.
throw or minute.

itsaction to make a DC 17 Strength check, ending the effectan.
itself on a success. This area Is difficult terrainfor 1 minute, o
until itis dleaned.

* antackroll some ofthe energy is refracted i

TAR-RASQUE HATCHLING

Gargantuan elemental titar), uraligned

PArmour Class 14 (natural armour)

Hit Points 155 (10d20 + 50)

AcTIONS

Multiattadk. The tar-rasque makes three attacks: one withiits
Necrotar Tongue, ene with its Claws, and onewith its Tail 1t
canuse its Necrotaruption instead of its Necrotar Tongue.
Necrotar Tongue. Melee Weapon Attack: +10 to hit, reach 60 ft.,
one target. Hit: 15 (4da +3} necrotic damage. Ifthe targetisa
creature, it must succeed on a DC18 Strength saving throw
o the tar-rasgue’s

pple ends, the targetis restrained, takes 15
(a4 +5) necratic damage at the start of each of its tuns, and
the tar-rasque canft use its tongue on another target.

Claws. Meiee Weapan Attack: +16 1o hit, reach 5 Ft., onetarget:

Tail. Melee Weapon Attack: 10 to hit, reach 20 ft one target.
Hit:15 (ada+5) hludgeomngdamnge Ifthe target s acrea-
d

Speed 40 ft.
"STR DEX CON INT WIS CHA
20(t5) 15(+2) 20(t5) 5(3) 10(+0) 10(+0) or be grappled (escape DC18) and pulle:
¥eaving Throws Int~2, Wisws, Cha s AL
Damage Resistances acid, piercing
i crotic, poison; piercing,
and slashing from nonmagical attacks
Conditi ities charmed, frightened, . Hit:19 (ad6 +s}slashing damage.
soned
Senses blindsight 120 ft. passive Perception 10
uages — ture, it must su
Challenge 14 (11,500 XF) Proficiency Bonus +5

knocked prone.
i Th

Ce After the
Awakening ait acivates,the rysial in he tarrasque’s head
@ be targered separately rom the Larrasque (AC19, 0 hit

torrent of thick tar-phleginin ado-foot cone. Each creature:
in thatarea must make 2 DC18 Dexterity saving throw. On

wm, Ona

points, nder afailed save, acreature mkes 2\ {6d8) necrotic damage and
force, piercing, and
slashing). It can only be targeted by a grappled by the ature takes half d
Tongue, o1 isn't restrained. In addition, until the end of the tar-rasque’s
acti hen the Necrotar nextturn, the area s difficult terrain for other creatures and 2

Ifthe crystal s destroyed, the tar-rasquels current hit points
are reduced 1w o.
Flammable. If the tar-rasque takes fire damage. it ignites. It and
any creature it isgrppling takes13 (2d12) fire damage at the
start of each afits turns and its melee attacks and Necratansp-
tion deal an additional 13 (2dh2} fire damage. If the tar-rasque s
subject 1o heauy rain or takess o more cokd damageinasingle
instance, the flames are extinguished and the effects end.

Ifthe I

it can choose to succeed instead.

Tt
throws agains tspells and other magical effects.

creature that startsits wurn inthearea orenters it for the first
time onits turn takes 10 (346) necrotic damage.

LEGENDARY AcTIONS

The ar-rasque can take 3 egendary actions, choosing from the
Onlyone

atime and onlyat the end of another creature’s turn. The tar-

rasque regainsspentlegendary actiansat the start of its tum

Attack. The tar-rasque makes one melee weapon attack

Move, The tar-rasque moves up to half its speed.

Tremor, The tarrasque pounds the ground:each creature
standing on the ground within 30 feetof it must succeed ona
DC 18 Dexterity saving thow or be knocked prone.

Rest).If the
tar-rasque would be reduced to o hit peints,its current hit point MyTHIC ACTIONS
total instead paints, it recharges its Necratarup-

tion. and it regains 1 Legendary Resistance. Additianally, the
owlbearcan use the optionsin the ‘Mythic Actions section for 1
hour. Award a party an additional 1,500 XP (23,000 %P total) for
defeating the tar-rasque after ts Primordial Awakening activates.
Refractive Exterior. Ary time the tar-rasqueis fargeted by a

aline spell, oraspell

tal ypeand at gy as
the caster's spell

and dealing 4 (1d8) damage ona hit. Rlla dg to determine the

damage type: 1-acid, 2-cold, 3-fire, 4-lightning.

Ifshe tarrasque's Priordial Awakeningtrait has acivated in
the st houn it canuse

Reflux (Costs 2 Actions). The tar-rasque recharges and uses its
Necrotaruption,




TAR-RASQUE BRITTLEBONE

Gargantuan elemental titan), unaligned

Farmour Class1a (natural armour)
HitPoints 264 (16d20 < 96)
Speed 4o fr.

"STR DEX CON INT WIS CHA
23(+6) 15(t2) 23(+6) 5(3) 10(+0) 10 (+0)

‘Saving Throws Int+3, Wi +6,Cha +6

Damage Resistances acid, piercing

Damage immunities necrotic, paison; htungeonmg piercing,
and slashing from nonmagical attacks

Condition Immunities charmed, frightened, paralysed, poi-
soned

| Senses blindsight120 ft. passive Perception 10

% Languages —
Challenge 22 (25,000 XP) Proficiency Bonus +6

AcTiONS

Multiattach. The tar-rasque makes three attacks: one with its
Necrotar Tongue, ane with its Claws, and one with its Tail. it
can use its Necrotaruption instead of its Necrotar Tongue.
Wecrotar Tongue. Melee Weapon Attack; +12.10 hit, reach 60 ft.,
one target. Hit: 16 (4d4 + 6) necrotic damage. If the targetis a
creature, it must sueceed on a DC 20 Strength saving throw
o be grappled fescape DC 26) and pulled into the tar-rasque’s
maw Uniil this grappleends, the target i restrained, takes 16
(4dla +6) necrotic damage atthe start of each of its turns, and
use

g
Claws. Meice Weapan Attack: +12 to hit, reach 15 ft., one target.
Hit:24 (a8 +6) slashing damage.

Tail. Melee Weapon Attask: +12 to hit reach 20 ft. one targe. Hif:
20 (4d6 +6) bludgeoning damage. Ifthe target is a creature, it
must succeed on a DC 20 Strength saving throw or be knocked
prone,

After th que's Primordial
the crystal in the tar-rasque’s head

can be targeted separately from the tar-rasque (AC19,120 hit

points, w]nh‘ahlli{y 10 thunder damage, and immunity toal|

. The a
torrentof thick tar-phiegm in a 66-foot cone. Each creature
inthat area must make  DC20 Dexterity saving throw. Ona
I;nledswa the creature takes 28 (8d6) necrotic damage and

other damage type: force, piercing, and until the end of th que's nextturm. Ona
slashing). ltcan anlyhe targeted by a creature grappled by the

Tongue, or an In addition, until the end of the tar-rasque’s
action Necrotar Tong nextum, rrain for
it . ‘e e e
e time on its turn takes14 (4d)
Flantmable. If the tar-rasque takes fire damage. itignites. Itand LEGENDARY ACTIONS
anycreature 3 the

tion dealan additional s (3eh2) fire damage. Ifthe tarrasque is
subject to heavy rain or takes1s or mure eold damage in asingle
instance, the flames are extinguished and the effects end.

take3 ions, choosing from the
oo below. Only one legendary action option can be used at
and attheend of: The tar-
rasque regains spent legendary actions at the startoffsturn.
Attack. The tar-rasque makes one meleeweaponattack
Move, The tar-rasque moves up o half its speed.
Tremor, The tarrasque pounds the ground: each creature
standing on the graund within 30 feet o it must suceed on 2
be knocked prone.

Ifth que failsa saving.
throw, it can chaose o succeed instead.

AL " iaFis "
throws against spells and ather magical effects.

imardi i ). 1 the

tar-rasqueould be reduced to @ hit points ts current hit point
totalinstead resets to 262 hit points, it recharges its Necrotarup-
tion, and it regains 2 Legendary Resistances. Additionally, the
onlbear Ginuse the optians n the “Mythic Actions* section for1
hour, Award a parey an additonsl o e oD for

MyTHIC ACTIONS

Iths din
the 1ast hou it can use the aption belowas LR
Reflux (C fons). The i

4
u:[mrm Exterior. Any time the tar-rasque is targeted bya
magic missilespell, a fine spell, ora spell that requires a ranged
- attack roll, some of the energyis refracted intoa random
elemental typeand a boltof energy fires backat the caster as

2 rangedspell attack using the caster's spell artack modifier,
and dealing 9 (2d8) damage ona hit. Roll a dg 1o determine the
damage type: 1-acid, 2-cold, 3-fire, -lightning

TAR-RASQUE

Gargantuan elemental titar), uraligned

FArmour Class 18 (natural armour)

AcTiONS

Multiattak. The tar-rasque makes five atiacks: one with its
Necrotar Tongue, two with itsClaws, onewith its Horns, and.
one with s Tail. It can use its Necrataruption instead ofits

| Speed ot Necrotar Tongue.
v el 1w hit, reach 6o .
STR  DEX CON INT WIS CHA one target. Hit: 15 (ada-+5) necrotic damage Ifthe targetisa
27(+8) 15(+2) 28(+9) 5(3) 10(+0) 10(+0) creature, it must succeed on 2 DC24 Strength saving throw
(e rTTY orbe grappled fescape DC 24) and pulled nto the tar-rasque’s
Patiage il B mave.Until ths grapple ends, the targetis restrained, takes 19
i (4d4 +9) necroticdamage at the start of each of its turns, and
SIS BEEE the tarmsque on another target.
and slashing from nonmagical attacks o S
itie it i h: d, fright | Iysed, 7 Claws. Meiee Weapon Attack: +16 to hit, reach 15 ft., one target.
soned Hit: 26(4d8 + 8) slashing damage.
Senses b\mdsrghnzoﬁ' passive Perception 10 Horms. Meice Weapan Attack +16 to hit, reach 10 ft. one target
ges — Hit: 3 (gdo + B} piercing damage.
Cf““““ 26190,000 XP) Proficiency Bonus +8 Melez Wea pon Attack: 416 to hit, reach 20 t, ane rget. Hit:
Ce After the 22 (4d6 +8) If(hE targetisacreature, it
Aviakening trait acivates, he ciyscal i the ar-rasque's head ¢ knocked:
@ be targered separately rom the Larrasque (AC 19, 50 hit prone.

pnm nier.

start of each of its turns andits melee ammana Necratarup-
tiondealan a\imlmm\ 26 (4ch2) firedamage. If the wrrasque is

h force, piercing, and wrrent o thick Larnhlegmmayn—bnt(me Ea:hcreﬂmw
;\z;hmg} ltcan only be targeted by a grappled by the tnthat DC24

Tongue, or afailed save, meamecakemums) e
action forwhen the Necrotar the trn.Ona
Ifthe erystal s destroyed, hit poin the creature takes half as much i
are reduced 100, isrit estrained. In additian, until the end ofthe tarasque’s
e e s s e o e nd nextturn, the area sdiffioult terrain forother creatures and &

e creature thatstartsits turn inthearea orentersit for the first

time on its tun takes 21 (6d6) necrotic damage.

LEGENDARY ACTIONS

subject 1o heavy 20 0rmare cold

The k

instance, the flames and

Ifthe que fails 2 saving
throw, it can choose to succeed instead.

ic Resis The: ing.
throws agains tspells and other magical effects

i i it ng Rest). If the
tarrsque would be reduced to 0 hit peints, ts current ht point

total instead resets to 390 it points and it recharges its Necro-
taruption. Additionaly the owlbear can use the optionsin the
“Mythic Actions” section for1 hour, Award

50,000 XP (180,000 XP tatal) q

. choosing from the

Only one
the end of anoth The tar-

rasque regainsspent legendary actions at the start of its tum.

Attack. The tar rasque makes one melee weapon attack.

Move. The tar-rasque moves up to halFits speed.
Tremor. The tar-rasque pounds the ground; each creature.
T s g lelic feetaf it must succeed ona

MyTHIC AcTIONS

its Primordial Avakening activates.

Refractive Exterior. Ary time the tar-rasqueis fargeted by a
aline spell, oraspell aran;

artackroll, some of the energy s refracted into 2 random

lemental type and a b rgy asa
ranged spell attack using the easter's spell attack modifier, and
it

cid, 2-calel, 3fire, 4-lightning.

If ‘s Primrdial i in
the last hout iccan use the option belowas egendary ation

Reflux (Costs 2 Actions). The tar-rasque recharges and usesits
Necrotanuption

A




A TAR-RASQUE'S LAIR <

A tar-rasque’s lair is the area in which its bones
became fossilised. Its presence lingers on, pervading
every rock, pore, and tar pool.

LAIR ACTIONS

While the arcane power crystal within the tar-rasque
is intact, the ambient magic of its preserved skeleton
and its eternal rage causes lair actions to oceur.

VARIABLE LAIR ACTION STATISTICS

Huntlevel  VDC Vdam
sth 3 10(3d6)
14th % 14 (4d6)
20th . 28 (8d6)

Lair Actions. On initiative count 20 (losing
initiative ties), the tar-rasque’s arcane-pow-
er-source-enhanced presence takes one of the
following lair actions; the tar-rasque can't take the
same lair action two rounds in a row.

+ TarGeyser. A number of parches of ground
fracture and torrents of necrotic tar shoot up-
wards in 5-foot-radius, 40-foot-high cylin-
ders. The number of geysers depends on the

hunt level: two at 9th level, three at 14th level,
or four at 20th level. Each creature in one or
‘more of the geysers must make a VDC Dexter-
ity saving throw. On a failure, a creature takes
‘Vdam necrotic damage and is fired 40 feet
into the air. On a success, a creatuse takes half
as much damage and is pushed horizontally to
the nearest unoccupied space.

‘Tar Pit. A 10-foot-radius circle of ground
permanently turns into a viseous pit of tar and is
difficult terrain. Each creature that starts its turn
in the area or enters the area for the first time.

on its turn must make a VDG Strength saving
throw or become restrained in the tar. A crea-
ture sinks 2 feet into the tar each time it fails this
saving throw, If it sinks further than its height, it
«can no longer breathe, is blinded, and has dis-
advantage on Strength checks to free itself. The:
restrained creature, or a creature within 5 feet of
it, can use its action to make a VDC Strength
check, freeing the stuck creature on a success.
Quake. The ground shakes in a 100-foot-ra-
dius sphere centred on a point the tar-rasque
chooses. Each other creature in the area must
succeed on a VDG Strength saving throw or
De knocked prone.

NON-PLAYER CHARACTERS
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MAESTRO

Medium humanoid {any mee), any aligament

RANGER

Medium humanoid {any race), any afenment.

Armour Class16 (breastplate)
Hit Points 51 (14d8 + 28)
Speed30ft

Armour Class 16 (studded |eather)
Hit Points145 (23d8 + 46)
Speed 30 f1. (40 ft. with ongstrider)

G DEX CON INT wis CHA
1060} 15(+2) 14 (#2) 12(+1) 10(+0) 17(+3)

"STR DEX CON INT WIS CHA
14(+2) 18(+4) 14(+2) 10(+0) 15(+2) 19(+0)

" Saving Throws Dex+s, Cha +6

Skills Acrobatics +8, Performance +9, Sleight of Hand +8
Senses passive Perception 1o

Languages any three languages

Challenge s (1 800 XP) Proficiency Bonus+3

" Saving Throws Sir +5, Dex+7
Skills Animal Handling +s, Perception +5, Stealth +7, Survival +5.
Senses passive Perceptian1s
Languages any twolangusges
Challenge 6 (2,300 XP) Proficiency Bonus +3

,
Spellcasting. The maestro is a10th-level spellcaster and can

L' Stride.Moring through nonmagice dificul terain

castthe following spells, using Charisma s
ability spell save DC 14, +6 to hitwith spell attacks)
Atwill:can'teip , mage hand, vicious mockery

2/day each: charm person, ivisitility”, ightning bolt, slow,
switcheroo *

1/day: dominate person©

AcTions

noextramovement, It
nonmagical planiswithoutbeing sowe by them and with-
out mif . spines.ora

similar hazard
Speflcasting. The canger s 6th-level spellcuster and can st

using Wisdom asi ing bility
(spell save DC14, +610 hitwith spell atcacks):

Multiattack. The maestro makes two attacks with its Rapier.
Rapier: Melee Weagon Attack- #51a hit, reach 10 fe one target
Hit; 6 (1d8+2) piercing damage.

DC14 Wi
6011, onetarget that can hear the maestro. Failure: 5 (2d4)

attack rallit makes before the end of itsnext turn.

Bonus AcTIONS

plants, longstrider,
spilegrowth
1/day each: conjure animals". wind wal
Actions
Multiattach. The ranger makes three attacks with its
shortsword or two attacks with its Longbow:
‘Shortsword. Mefea Waapon Attack: +7 1o hit, reach s ft,one
target. Hit: 7 (1d6 + 4) piercing damage

=

Longbo od W fi: +9 to hit, range 1 fr.

60 feetaf it If the target can hear the maestro, the Larget
gainsa Bardic Inspiration die. a dho, Once within the next 10
minn!u the ereature can roll the die and add the aumberto.
ttackroll, or savis it makes. Once
i
have only one Bardic Inspiration die ata time

e ———

target Hit:10 (18 + 4 piereing damage
Volley. The ranger makes a separate Longhow attacks gainst
each ereature of tschoicewithin 10 feetafa point it can see
withinthe weapon's range

Whirlwind. The ranger makes a separate Shortsword attack
against each creature of ts choicewithin its reach.

BONUS ACTIONS

The ranger ch
it can see within 90 feet and mystically marksi uar
for1 hour. For the duration, the ranger deals an extra 3 ide)
damage to the targetwhenever it hits it with 2 weapon attack,

Wisdom (Survival) che ok it makes to find the creature. fthe
target drops to o hit points before this effect ends. the ranger
can usea bonusaction ana subsequent turn to mark a new

creature.
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SORCERER

Wedium tumanaid {any race), any afignment.

WARLOCK ADEPT

Medfium furmanaid (any race), any alignment

"Armour Class 1 (14 with mage anmor)
Hit Points 22 (8ds + 8)

Speed 301,

r

Armour Class 13 (16:wih mage armor)
Hit Points120 (16d8 + 48)
Speed 30 ft., swim 40 ft

STR  DEX CON INT Wwis  CHA
9(1) 12(+1) 14(+2) 10(+0) 10(+0) 16(+3)

"sTR  DEX cON INT Wis  CHA
9F1)  16(+3) 16(+3) 1(0) 15(+2) 20(+5)

"Saving Throws Con 4, Cha +s

Skills Arcana +2, Deception 45, Persuasion +5
Senses passive Perception 10

Languages any twolanguzges

Challenge 401,100 XP) Proficiency Bonus +2

"Metamagic. The sorcerer has 7 sorcery points and regains all
expended sorcery points when it finishes a long rest. It can
spend these points in the following ways:

Quickened Spell. When the sorcerer casts aspell thathas.

" Saving Throws Wis 6, Cha +9

‘Skills Deception 13, Intimidation +3, Religion +4
Damage Resistances cold

Senses passive Perception 12

Languages any wolanguages

Challenge g (5,000 XP) Proficiency Bonus +4
e

stitutis

its

Spellcasting. The warlockis a 15th-level spellcaster and can
. Al 5 7

acasting time of 1 action, it paints to

change the castingtime to1 bonusaction for this casting.

Twinned Spell. When thesoroerercastsa spell that targets

anly one creature and doesn't have a range of self, it can

spend:a number of sarcery points equal ta the spelslevel
in i

following
17,4910 hit

At will:al : detect magic’, elditch ble

hand, pins & needles®, swarm *

sorcery point ifthe spellis a cantrip).
Spellcasting. The sarcerer isa 7ib-level spellcaster and can cast

Cha

(spell save DC 13, 45 1o hit withspellattacks’:

Atwill:can'trip  light, magnetobolt *, message,shocking grasp
i i ,

/day: blinding radiance* *

Actions

3/shart rest. fevershin®, conjure anamaly* =, dimension door,
it 0 " misi

< feeblemind,

AcTiONS

Multiattack. The warlock makes three simultan eous Eldritch
Blastattacks against the same or different targets within range
Dagger. Melee or Ranged Weapon Attack: +7 to hit, reach 5Tt o
range zf60 ft.,one target. Hit:5 (1d4 +3) piercing damage.
Eldritch Blast. Ranged Spell Attach: +5 to hit, range 3zo Tt ane

Dagger. Meiee o Ranged Weapon Attack: +310 hit reach s FLor
; L Hit:3 14+

Hit:10 (1d10 + 5) force damage and the warlcek can
choose to move the target 10 feet further fromor closerto the
: %

Magnetobolt. Ranged Spell Attack: +5 to hit, range 96 fi, one
target. Hit: 7 (2de) force damageand the creature must
succeed.on a Strength saving throw or be knocked prone. A
orwearing has
disadvantage on this saving thraw.
Shacling Grasp. Meies Spell Attack: +5 to hit, reach s It ane

Fathomless Plunge (1/Short or Long Rest). The warlock teleports
it and up to five other willing creatures it can see within3o
feetof itto a bodyofwater it has seen (pond-sized or larger)
withint mile of i

Bonus ACTIONS

target Hit. 7 (2d8)
take reactions untilthe start ofis next turn

Th a10-footong
tentacleata point it it which lasts lart

i
madle of metal.

minuteor until it uses this action again. When it creates the ten-
tacle, make a

= =

it, dealing 9
ona hit, On its subsequent turns, the warleck can use 2 bonus.
action tomove the tentacle up to 3o feet and repeat the attack.
REACTIONS
Guardian Coil. ¥ hen the warlock or a creature the warlock can

moned by Tentacleof the Deeps, it can choose one of those
€ B di

Avennoin | Grarurs 59

APPENDIX D
SOUNDS

Did you hear that twig break? I swear I just
heard a kobold chittering. Was that a vat of
builing Mut-x or are you hungry?

Fresh from the College of Ambience is
the bard, Michaél Ghelfi, who's created a
wonderful catalogue of ambiences for each
monster hunt. Immerse your senses in these
vibrant, layered soundscapes as you track,
hunt, and harvest!

@1
K Freoe

" Y

YOU CAN FIND THE AMBIENCES BY
SCANNING OR CUCKING ON THE QR
CODE, OR BY TYPING IN THE URL
BELOW.

HELIANALT/AMBIENCES




THE MAD CARTOGRAPHER

MAPS, DOZENS PER MONTH.

ALLTHE MAP ASSETS.
ALL FOUNDRY VTT READY.

SUBSCRIBE ON PATREON
HELIANA.LT/MADCARTOGRAPHER

LOOT TAVERN el s

MONSTER HUNTS, EACH MONTH.
MAGIC ITEMS, EVERY WEEKDAY.

ALLFoUNDRY VTT READY.

SUBSCRIBE ON PATREON
HELIANA.LT/LOOTTAVERN

\. HELIANA.LT/CZEPEKU
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1. Use of Conribuor Credits: You may et market or advertise the:
Open Game Content using the narme of any Contributor unles Y
have wrve the Congribusor to do 5o

ersonaliies, teams, persor nl;hk(n(;ms and spec
G laces, locations,envitonaents credtuses ey uumu
bl

a5 Product identity by the avwner of the Product Kenciy, and which
specifically excldes the Open Game Content;

1) “Trademark means ch loges, names, mark, sign. motto, designs
thatare used by a Contributor to identify imelf o its producs or the
assaciated products eontributed to the Open Gane Linase by the
Coreributor

1g) "Use”,“Used” or *Using means to use, Discrbute, copy, edit,
el R R ES LR R S
Open G

1) “You ae “Your” maans the licenses in terms of this agreement.
A e e

12, Inability to Comply: I it is impossible for You 10 cemply with any
of the terms ofchis License with respect 1o some o al f the Open
Game Content due 10 stanute, judicial arder, o gorern mental regul:
tionthen You may not Use any Open Game Materil so affected
13, Terminacion: This Lisense will terminate automaically 5 You fail
10 comply with allterms hereda. and fail to cure such breach within 30
‘of becoing aware of the broash. Al sublicenses shall survive the
termination of hia License
14, Reformation: If any provision of this License is el to be unen-
forezuble, such provisian shall be eformed orly t the extens neeeseiry
to makeit cnforceable:

15. COPYRIGHT NOTICE
. Open Game License v 1.0 Copyright 2000, Wizards ofthe Const,

* System R Do Wizards of

e Vwmns( i iae
10 amy Open Game Content that you Use. No teraas may be added to
e L

. No other terms or condliions may be applied (o any Opea Game
Content distritiuted usi
3. Offer and Acceptance: By Usingthe Open Game Content You,
indicate Your scceptance of the terms of this License.

che Cloast, Inc 3 Aulimm]nnx(h_m‘!\me( Moate Cook, Slip Wil-

Tians, Rich Baker, Andy Oollirs, David Neorn, Rieh Redran,

B R, Cordell,Jh D RatehF, Thoms i, Jomes Wy,

bused on original matcrial by E. Gary Gygax and Dave Arncson.

* Heliana’s Guide to Monster Hunting € 2021, Max War
Mbarmned Botafqu. and Jo [acid, lins hi P, aica
PSP

1F WE NEED TO PROVIDE ANY ERRATA IN
THE FUTURE, YOU'LL BE ABLE TG FIND
THAT DOCUMENT AT THE FOLLOWING
URL, or BY scanNING THE QR cope
BELOW.

HELIANALT/ERRATA




