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Welcome to Underworld Races & Classes. What a treat!

Who doesn’t love a good dungeon crawl, especially
when we're starting out roleplaying and everything is
shiny and new? Dark, creepy places underground...
which if we're lucky, give way to endless networks of
caverns, an entire world down there.

It did for me, and I happily met, was frightened by,
and fought intelligent fungi, talking rocks, and all
manner of creeping, slithering, oddly-glowing, ceiling-
clinging, nightmarish critters.

And was, of course, inspired to create my own. Yes,
I added intelligent underground races to the official
D&D® rules, and even a subterranean-dwelling species
of dragon—and I'm still doing it, with glee!

And why not? If the Underworld
subterranean landscape,

is a vast
as big—or even bigger;
layers!—as the surface world above, it's a world. Vast
and hopefully varied (all of these fearsome beasties we
know are down there, entire races of them, have to
live somewhere, and find food and drink; that takes
space). If the surface world has hundreds of distinctly
different sorts of critters, why not the Underworld?
And what's more fearsome than a roaring, horrible

beastie? A race of intelligent roaring, horrible beasties
who want revenge if you stomp one of them! And may
even come hunting you ...

These subterranean landscapes are so much more,
should be so much more, than labyrinths of caverns
full of evil drow ruling everyone else (or at least trying
to). Think of an Underworld so big it holds sentient
races who've never heard of drow—or at least never
actually seen one. It follows that for such a big, rich
adventure playground to be rich, it will be full of new
races, who live their lives in such different ways than
humans on the surface that playing characters of these
different races will demand new character classes.

Well, looky here! This gorgeous tome is brimming
with details about subterranean-dwelling races,
and new classes galore! I can’t wait to explore the
Underworld anew with all these new toys!




Living in the Underworld of Aventyr for any period of
time tends to alter one’s perspective. The lack of light or
changes in temperature that normally indicate day and
night vanish, along with the meaning of the terms. The
senses run amok as constant sounds flit in and out of
the limits of hearing, and the need to be able to navigate
in three dimensions—as chimneys and crevasses
suddenly appear in your path—discombobulate any
natural talent for direction. Were that not enough, the
creeping horrors that developed below the picturesque
surface of Aventyr have a disturbing trait of “changing”
people.

In the stygian depths, the claustrophobic tunnels,
endless caverns, undiscovered realms, countries, and
entire lands beneath Aventyr’s surface, the races that
thrived have adapted to their home in ways unheard
of in the Upperworld. Specialties suited to the peculiar
and particular environs abound, while those that cling
to sunlit ways fall prey to what lurks in the shadows.

The archetypes and classes in Underworld Races &
Classes are most frequently associated with characters
in the Underworld of Aventyr but can be adopted
either by other races in an underground setting or
by a character with an Underworld influence in their
history. If your campaign doesn’'t have a subterranean
bent, each class has other means and motivations for
characters to pursue them detailed in their class entry.

UNDERWORLD
HISTORY

The first of the four great historical events in the
history of the Underworld of Aventyr came by the
hands of the gods themselves during the Forging of the
Dvergr. Finding the mythical creatures to be ultimately
self destructive, the divine powers carved each into
the four dwarven races (dweorg, dvergr, zwerc, and
their foul kin, the gitwerc) and the immortals (elves
and drow). The gitwerc removed themselves from the
rest of these newly-created races, sealing a pact with
the devils of Hel at the core of the world while their
cousins were molded. Each of the different races of
dwarves lived in tenuous peace deep below the surface
of Aventyr while their slender, distant cousins sought
refuge away and above. War would surely have erupted
between the three great clans (dweorg, dvergr and

zwerc) were it not for the sweeping changes soon to
overtake the Underworld.

The second great event is known as the Grand
Sculpting, when the Progenitors (the first race of Aventyr,
mysterious entities still shrouded by the mists of time)
mastered the primal dragons of the subterranean
depths. Enslaved, the powerful creatures were made to
shape the whole of the continent beneath the surface,
carving out grand empires and rerouting magma flows,
creating vast networks of caves and connecting peoples
and creatures never before exposed to one another.

é:’” GM Sidebar: Under the Surface N

The Underworld is as separated as the

surface world by oceans, lakes, and wide,
on Earth, the
subsurface is one complete mass, but Aventyr is

turbulent rivers. Of course,
different. Although no one is certain (largely due
to the constant movement at the surface of Hel),
many sages believe there are several continental
Underworlds, each resting as an individual
land mass on an ocean of internal fire—Hel,
the realm that rests at the core of Aventyr. So
rather than plate tectonics and shelf drift, the
continents really can move quite spectacularly
if monumental events take place within or on
the surface of Hel; this might account for a
number of the great extinctions, the raising of
gigantic mesas and mountains, the isolation of
races and peoples, and so on. The Underworld
itself can take on an almost fluid characteristic
as Hel moves, magma flows, and the previous
configuration of caverns and tunnels is reshaped

e beyond recognition.

The dwarves scattered as the world around them
was rebuilt by the potent draconic slaves; the dweorg
to the relative safety near the surface, the dvergr to
remote caverns to build cities of their own and the
zwerc to isolated outposts barely tethered to the
Material Realm, far removed from the rest of the world
in pocket dimensions connected to the Elemental
Plane of Earth (only accessible by the mystical Amber
Roads—mysterious veins of orange crystal that bisect
the realms of reality). The gitwerc and drow were
already far removed from most of the Underworld (the

e




former near the core of Aventyr and ruling the realms
directly above Hel, the latter foraging in the darkness at
the farthest reaches of the existing cave networks after
their banishment from the Silent Forest) and had little
interest in the massive reshaping of the Progenitors.

|| GM Sidebar: Prehistoric Progenitors

The Progenitors remain a mystery of the past.
Scholars believe the draaki to be the remains of
the once great race that shaped the Underworld,
but the many names attributed to the influential
Progenitors—Kantaisa, Kantaa, Stamvader and
more—leave the truth of their origins an enigma
to even the finest historians of Aventyr. Legends
suggest that the eldest primal dragons might
know the truth of the mysterious, powerful,
prehistoric peoples, but if they do know, they are
keeping it to themselves.

| <
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The third event, the Great Schism, saw the downfall
of those powerful slavers. Over centuries the dragons
plotted in secret, subtly enchanting the tunnels
and byways they carved through Aventyr, beneath
the notice of their minders. In a grand ritual that
promised to grant the Progenitor race great power,
they instead awoke a seemingly impossible creature—
the Dracoprime. Before the monstrosity could fully
rise and form, the greatest mages of the once powerful
slavers sacrificed the very essence of their species to
see it destroyed, calling out with a cry that shook the
most far flung planes. The Progenitors were saved, but
much reduced in power, influence, and ability, rapidly
mutating into the draaki.

Forming out of the bedrock beneath the oceans,
most of the continent was safe from the Dracoprime’s
calamitous fall—all save Picollo. Once a great
archipelago that extended far from the mainland, the
realm of the halflings was reduced in one disastrous
moment to a single island. Countless small folk died
that cataclysmic day, and their world became forever
changed by the mountainous creature’s end. The drow
took this opportunity to “save” numerous refugees of
the Dracoprime’s fallout, becoming the new powerful
slavers beneath the surface, forcing the lesser races

under their charge to build magnificent cities hidden
away in the endless caverns.

The desperate call of the draaki brought aid from
a strange, otherworldly, god-like alien from far across
the cosmos. Zagnexis transported his physical form
(Zagn) and brood to Aventyr using a grand surge of
divine power, placing them directly into the forming
brain of the draconic idol. The Dracoprime’s skull
erupted with the insectoid god’s body and its children,
killing the monstrosity instantly. Many hoyrall, as its
children were called, were carried to the Underworld
where they prepared for a grand invasion, but the
others remained on the surface engaging in a war that
nearly consumed the remaining halflings of Picollo.
Exis, the god’s essence, maintained a connection with
his creations, granting them a hive mind that made
them a threat poised to topple the entire Underworld—
if not Aventyr itself.

However, more than one bizarre entity answered
the draakis’ call for aid, and the colloid arrived in the
Underworld in an event called The Confluence. Exis’
conduit to his children had been studied by another
being known as the colloid for some time. After several
centuries the alien stole Exis’ power to transport itself
to Aventyr, shattering the hive mind that made the
insect god’s creatures such a serious danger. Their
race fell into disarray, their deity’s monstrous body
turned into a mindless aquatic beast; the echoes of
the colloid’s arrival would soon leave even bigger waves
in the sea of history.

While its message only now reaches Upperworld, the
denizens below have known the colloid’s touch for some
time. One lich, obsessed with finding a way to protect
himself from the otherworldly hive-mind, instead created
two new species that survive in the subterranean world
to this day (even if he does not). Each is a reflection
of their creator; one a reduced version of himself but
forever tied to stone (the dedelig), and the other that
which he hated most—crystalline beings borne from
contact with the alien creature (the colliatur).

It was during this latest period that the jungles of the
Underworld saw the emergence of a fungal race that
towers over its subterranean fellows with an aloofness
and apprehension that sets them apart as surely as
their intimidating presence, and they have propagated
across Aventyr since.
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TABLE 1: UNDERWORLD RACES AGE, HEIGHT, AND WEIGHT
Adulthood

Race
Ahooling
Dgdelig
Draaki
Drow
Dvergr
Dweorg
Funglets
Gitwerc
Hoyrall
Kraidyl
Vestraadi
Zwerc
Race
Ahooling
Dgdelig
Draaki
Funglets
Hoyrall

Kraidyl

Vestraadi

32
20
14
125
40
40
72
30
12
11
42
40

Middle Age
50
32

250
65
75
152
50
28
84
96
100

Base Height

5 ft. 1 inch.

2 ft. 7 in.

5 ft. 6 in.

7 ft. 1 in.

1 ft. 7 in.
6 ft.

4 ft. 5 in.

old
66
52
400
140
150
240
100
46
132
178
175

Base Weight
190 Ibs.

16 1bs.

180 Ibs.
230 Ibs.

34 1bs.

200 1bs.
140 Ibs.

Venerable
80
64
450
165
175
320
125
60
150
264
225
Modifier
3d4
2d4
2d10
3d10
2d6
1d12
3d10

Maximum Age

80 + 2d10
68 + 3d12
650
200
225
20 + 64100
60 + 4d100
60 + 2d10
150 + 1d20
264 + 5d20
300
Weight Modifier
x2 lbs.
x1 Ib.
x5 Ibs.
x10 Ibs.
x2 Ibs.
x10 lbs.
x2 lbs.




FORGING OF THE
DVERGR

In the days of darkness when the world was young,
the gods forged a race from the very heart of the world
itself. They called this race “Dvergr” and placed them
close to the heart of Motherworld.

The dvergr thrived and prospered, but as time went
on they became greedy, fighting over the precious
metals and gems of the Motherworld.

The gods foresaw the self-destruction of the dvergr,
and so they divided the race into five parts, each
sharing the appearance of the first dvergr (but only a
fragment of its whole).

The first were named dweorg, and were created from
the dvergr’'s hands and heart giving them honor and
expert craftsmanship.

The second were made from the dvergr’s head,
and kept its most proud of names. They stayed deep
beneath the world toiling in their greatest cities, only
an echo of their former selves.

The third were named the zwerc, created from the
spirits of the dvergr. This granted them innate power
over magic, their mystical nature making them loners
and travelers with an endless thirst for knowledge.

The potent avarice of the dvergr, however, would not
be undone by the gods. Their greed led them deep into
Aventyr, much deeper than the gods had permitted

them to go. Soon they had discovered Hel—where

devils and demons dwell—and while the first three
races were created, a pact was forged with the denizens
there. The devils granted the dvergr’s avarice physical
form and realms in the deepest, most foul and flaming
depths of the Underworld—but they did not stop there.
The devils gave these dvergr the ability to siphon souls
from the other races to feed themselves, and in turn
they granted the dvergr more power.

When the gods returned to forge the fourth, they
found the dvergr’s entrails snatched up by devils who
had turned them into a terrible creature, the gitwerc.

The gods, realizing their mistake in creating a race
with no evil intent, vowed never to do so again and went
to work creating the fifth race in secret, using all the
remaining parts of the dvergr. The fifth and final race
would be eloquent, honorable, knowledgeable, and
nearly immortal, yet the race would be forever divided,
torn between light and darkness. Their souls were
permanently bound to the world, sentenced with a
nearly endless life staring out upon the sea of eternity,
never able to attain that balance which comes so easy
to the other races. The gods placed this race above and
below the world, both in light and in darkness; they
became the elves and the drow.

Then the gods did something which surprised all of
the races. They created a realm between Upperworld
and the Underworld, using the culminating thoughts
of all the new races to forge the “Gift from the Gods, ”
the first humans: Ask and Embla.

This gift would bring balance to the world.




AHOOLING

These are the children of the winged terrors of the
Underworld, the ahool. Compared to their elders they
are considerably smaller and seem less of a threat,
but many denizens of the depths would disagree. The
demanding life of ahool society irons out the failings
and weaknesses of these youthful creatures quickly,
but when one is led too far astray or abandoned by their
tribe, they pursue whatever path life provides for them
(sometimes never reaching their full primal potential).
Small collectives of ahooling are said to live outside the
brutal societies of the predatory ahool, eschewing the
bestial traditions of their greater cousins.

HiISTORY

The origins of the ahool are as mysterious and widely
attributed as their strange transformations, but some
facts are known to the most knowledgeable Underworld
scholars. During the Forging of the Dvergr, the devils
of Hel granted great power to the gitwerc but not
without garnering the attentions of their demonic
counterparts. The fiends capered about the endless
caves, corralling vast swarms of lesser creatures—
bats, crabs and rats, depending on where the demons
found themselves—together into vast caverns prepared
for the simple beasts arrival. When all was ready, they
collectively engaged in a complex, wild, grand two-
stage ritual. First, they morphed thousands of the
tiny minds into singular souls, and then they infused
each with the essence of a primordial air spirit born
in the core of Aventyr—the resulting creatures were
the true ahool, predators supreme of the Underworld.
The fierce, primal minds of the swarming creatures,

melded with the predatory instincts of the aether
spirits, created a race that easily rivaled the gitwerc.
Unlike the changes wrought by the devils, however, the
means of continuation for these powerful Underworld
creatures was not so simple.

When killed, these powerful beastmen dissipated
into swarms of demonic bats, crabs and rats, fleeing
from whatever felled them to infest the endless caves
as infernal creatures. When the lesser demonic vermin
interacted with any other of their kind, each attributed
a swarm and eventually—through an extremely
gruesome and painful transformation—created the
first ahooling. Those that survived are the ancestors
of today’s ahool, carrying on the varied traditions
required to catalyze their lesser forms and realize the
true potential inherent in every ahooling.

Demons are said to occasionally create a new true
ahool when the mood strikes them, but most of the

originals have been destroyed by wayward adventurers .2



or the infernal dwarves. The rivalry between ahool and
gitwerc remains strong today—the beastmen crave the
blood of the devilish stout ones, savoring what they
believe to be the sweetest blood in all of Aventyr. A
scant few of the true ahool still roam the Underworld
(seemingly immortal) and are said to influence the
events of all their lesser kin in a manner mysterious
enough to be fitting for their kind.

PHYSICAL DESCRIPTION

Ahooling are not considerable in size, though they tend
to be very lean and well-muscled. Each bears marks of
what it may grow into as the ahooling ages, but the
creatures are remarkably adaptive and their bodies
evolve to suit their behaviors and environments. Still,
they all bear some similar traits—long, piercing fangs
that peek from out of their mouths, bodies covered in
fine, coarse dark brown hair, vestigial wings that jut
out of their shoulders, taloned hands, and large ears
that rise from their narrow skulls in short triangular
folds of flesh. The irises of ahooling are predominantly
yellow—the eyes of nocturnal predators.

SOCIETY

The core of their being demands a diehard approach to
life from the ahool, and even their lesser cousins, the
ahooling, lead brutal, hardscrabble lives. They collect
trophy fetishes, though only the strongest wear them
openly; duels for assuming the spoils of victory from

~ another are commonplace.

Ahooling treasure the drinking of blood; the more
types of creatures one can legitimately claim to have
succored from heightens their social status. Thus
the most respected of the beastmen are either fierce

combatants or purveyors of their most valued cultural

=

tradition: vino sanguinis (blood wine). While few in

number, ahooling moss caverns (which are located on
the floor of a cave rather than on the ceiling, unlike
the ahool’s moss gardens) are always ruled over by a
native that has traveled the Underworld and returned
ascended, a full ahool. When found by their more
bestial cousins, these conclaves are quickly subsumed,
whittled down until only the toughest ahooling remain.
Their warriors are as much hunters as anything else,
but the lesser beastmen show greater reverence for
the arts and magics, allowing for their settlements to
survive hidden from their stronger cousins.

RELATIONS

Ahooling are other

underworlders, regarded as powerful—albeit dubious—

respected and feared by

allies. Some can be quite civilized, but they are natural
cutthroats. Most explorers remain wary of the ahooling;
they avoid kKilling captives, instead subjecting them to
long, torturous existences as preferred livestock for the
vino sanguinis brewers.

ALIGNMENT AND RELIGION

Ahooling are predominantly chaotic and evil, but not
exclusively so. More than a few of the true ahool’s
demonic lesser forms were discovered by adventurers
that cleansed them, creating good impurities in
the creatures before letting them loose once again.
Sometimes these impurities surface in an ahooling,

creating a beastman devoted to the purest ideals

and goals. Though quite rare, paladin ahooling (and

ahool) are spoken of in hushed tones by the malicious

elder denizens of the endless caves, and hunted down

whenever a true ahool learns of their existence.

AHOOLING
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ADVENTURERS

The demanding lives of ahooling turn them into exquisite

hunters, effective scouts, deft warriors and brutal
barbarians. Those that leave their home cavern exemplify
the drive and focus of their race—these explorers find their
primal urges prove invaluable as they travel across Aventyr.
While they are normally best suited to bear a weapon, some

take to spellcasting and make powerful sorcerers or oracles.

NAMES

Male Names: Ashthaht, Gympth, Kolschak, Riktha,
Rorsk’haht, Tek’ta’kaht, Worlpth

Female Names: Errellatht, Fisscourth, Graix,
Nedrazt, Preall’atht, Sol’kla, Syrralth, Vanes’satht

AHOOLING M0sS CAVERNS

The homes of ahooling are expansive networks of caverns
overgrown with moss that hangs from the ceiling and
traps in moisture, making the interior warm and inviting
compared to the cold passages of the Underworld.
Were it not for the greater respect that lesser beastmen
show for magic, these settlements would never survive.
A PC that succeeds on a DC 20 Intelligence (Nature)
check can determine from the tribal markings shown
around an ahooling moss cavern just how barbaric and
dangerous its residents are likely to be. A moss cavern
of ahoolings typically becomes an ahool moss garden
(suspended in the air) after whatever initial founder’s
influence passes into the annals of history.

AHOOLING TRAITS

Your ahooling character has an assortment of inborn
abilities that are part of your nature.

Ability Score Increases. Your Constitution score
increases by 2 and your Wisdom score increases by 1.

Age. Ahooling mature slower than humans; they’re
considered young until the age of 32. On average, they
live about 120 years.

Alignment. Most Ahooling are chaotic evil, believing
in a cut-throat, savage and predatory view of the world
and all within, valuing power and survival above all else.

Size. Ahoolings stand between 5 and 6 ft. 5 in. tall
and average about 185 pounds. Your size is Medium.

Speed. Your base walking speed is 25 feet.

Ahooling Wings. By flapping your vestigial wings,
you can slow your descent to 60 feet per round. You do

AHOOLING
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not take falling damage and land on your feet. If you are
incapacitated, paralyzed or petrified before reaching the
ground, you begin falling normally. To use this ability,
you can’t be wearing medium or heavy armor.

Bite. You can use your bite as a simple melee
weapon with which you have proficiency. Your bite has
the finesse and light properties, a reach of 5 ft. and
deals 1d6 points of piercing damage.

Light Blindness. Abrupt exposure to bright light
blinds you for 1 round.

Minor Blood Thirst. Ahoolings must drink the blood
of others to fuel their metabolism. Every week, you must
consume one gallon of blood per Hit Die or suffer from
level 1 exhaustion. For every additional day without
feeding, you increase the exhaustion level by a further
+1. This exhaustion cannot be alleviated by any means
apart from consuming blood equal to one gallon per
exhaustion level incurred. If an ahooling manages to
drink one gallon of blood, they reduce their exhaustion
level by 1. A Medium-sized, healthy humanoid generally
is assumed to have about 1. 2 gallons of blood, though
extraction of a whole gallon of blood is fatal to a single
individual. Medium creatures drained for more than O.
5 gallons of blood suffer from level 1 exhaustion. For the
purpose of this ability, assume creatures to have twice
as much blood per size category above Medium, half as
much per size category below Medium.

Radiance Vulnerability. You are vulnerable to
radiant damage due to your dark heritage.

Sunlight Sensitivity. While in sunlight, you have
disadvantage on attack rolls as well as on Wisdom
(Perception) checks that rely on sight.

Superior Darkvision. Accustomed to life in the
lightless depths, you have superior vision in dark and
dim conditions. You can see in dim light within 120 ft.
of you as if it were bright light, and in darkness as if
it were dim light. You can’t discern color in darkness,
only shades of gray.

Underworld Resistances. You are accustomed to
the harsh conditions of the underworld. You gain your
choice of either cold and thunder resistance.

Languages. You can speak read and write Infernal
and Common and generally can understand the basics
of Draconic. Ahoolings generally tend to converse in
hissing, visceral-sounding Infernal.

Subraces. Three subraces of ahooling are found in
Aventyr: aquatic fledgling, terrestrial fledgling and vampiric
fledgling ahoolings. Choose one of these subraces.




AQUATIC FLEDGLING

Ahooling that bear the heritage of ahool spawned from
the demons near aquatic realms develop differently
than their airborne counterparts; they do not receive
wings, but are well-suited to water.

Born Swimmer. You have proficiency in the Athletics
skill and gain advantage on all Strength (Athletics)
checks made to swim. Once you gain 5th level, you
gain a swim speed equal to your base speed.

Change Shape. At 3rd level, you can use polymorph,
except you can only target yourself and you can only
assume the form of a swarm of insects (crabs in the
case of most aquatic fledglings) for 1 hour. You must
take a long rest to use this ability again.

Gills. Aquatic Fledglings are at no risk of suffocation
from being underwater, but can survive out of water
only for 24 hours before they start to drown: You are
immediately subject to the suffocation rules after this
period. You require enough water to fully immerse
yourself in it and spend at least 10 minutes inside the
water to reset this timer.

TERRESTRIAL FLEDGLING

Not every ahooling evolves to take to the air or the
water; some scamper along the walls and squeeze into
the minute cracks of the endless caves, living as rat
kings of the Underworld.

Born Climber. You have proficiency in the Athletics
skill and gain advantage on all Strength (Athletics)
checks made to climb. Once you gain 3rd level, you
gain a climb speed equal to your base speed.

Change Shape. At 3rd level, you can use polymorph,
except you can only target yourself and you can only
assume the form of a swarm of rats for 1 hour. You
must take a long rest to use this ability again.

Ground Control (Recharge 5-6). At 5th level, you can
use your action to touch the floor of any subterranean
cave, unworked stone or rock to make it ripple at your
command. The terrain in a 5 by 30 ft. -line originating
from you becomes difficult terrain. When you use
ground control, all creatures in the area must succeed
a Dexterity saving throw or fall prone. The DC for this
saving throw is equal to 8 + your proficiency bonus +
your Constitution modifier.

VAMPIRIC FLEDGLING
The most feared (and common) type of ahooling is the
vampiric fledgling; feared for their powerful predatory

instincts and their propensity for blood.
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Blood Thirst. Vampiric fledgling must drink the
blood of others to fuel their metabolism—more so than
other ahoolings. Once per long rest, you must consume
one gallon of blood per Hit Die or suffer from level 1
exhaustion. For every additional day without meeting
the requirement, you increase the exhaustion level
by a further +1. If an ahooling manages to drink one
gallon of blood, they reduce their exhaustion level by
1. This exhaustion cannot be alleviated by any means
apart from consuming blood equal to one gallon per
exhaustion level incurred.

Change Shape. At 3rd level, you can use polymorph,
except you can only target yourself and you can only
assume the form of a swarm of bats for 1 hour. You
must take a long rest to use this ability again.

Flight of the Vampire. At 5th level, your wings
develop further. You have a flying speed of 35 feet.

Vampiric Bite. As a reaction to hitting a living (non-
construct, non-undead) creature with a bite attack,
you may heal 1d8 + your Constitution modifier hit
points. This ability recharges on a short or long rest.

AHOOLING
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AHOOL KEENER

(CLERIC DOMAIN)

YOU HEAR THAT CREEPY CATERWAULING? SOUNDS LIKE
kkeening, right? Don't be fooled—they malke these noises as
they vanquish their foes, so move—they’re coming closer!

There is fascination in blood and those that consume
it—from decadent nobles to savage cultures, there
seems to be a primeval fascination associated with the
drinkers of blood. It should come as no surprise, then,
that the ahoolings not only have their own clergy with
their hunting laments, but that some non-ahoolings
follow this path as well.

AHooL KEeNER DOMAIN SPELLS
Cleric Level Spells

1st disguise self, wine to blood*

3rd haunting glide*, ahool frenzy*

5th nondetection, blight

7th dimension door, freedom of movement
9th dominate person, modify memory

STEALTH OF THE PREDATOR

Starting when you take this domain at 1st level,
you can use your action to grant yourself advantage
on Dexterity (Stealth) checks. However, while thus
affected, you suffer from disadvantage on Charisma
(Persuasion) checks as you take on predatory features.
This blessing lasts for 1 hour or until you use this
feature again.

SANGUINE SUPPLICANT

Also at 1st level, you have shown your devotion to the
ahool and similar drinkers of blood. You have advantage
on Charisma checks against ahool, ahoolings, bats,
vampires and similar creatures associated with bats
and drinkers of blood. Additionally, such creatures
tend to look favorable on your fawning and thus attack
you last or not at all... or at least hear you out before
trying to drain you of your blood. Finally, you are
treated as an ahooling for the purpose of prerequisites.

CHANNEL DIVINITY: KEENING

Starting at 2nd level, you can use Channel Divinity
to emit a haunting keening at a target within 120 feet
that tears foes asunder. Make a ranged spell attack for
the keening. If you hit, the target creature takes 2d6

AHOOLING

thunder damage, 3d6 at 6th level, 4d6 at 11th level,
5d6 at 16th level. You can use this ability up to your
Constitution modifier times. It recharges upon taking
a long rest. If you also have the Ironsinger feat, you can
use your bonus action to emit the feat’s destructive
vibration as though it originated from a target hit by
your keening, using the creature as the point of origin.

SMASHING KEENING
At 6th level, when you deal thunder damage to a Large
or smaller creature, you can choose to also push it up
to 10 feet away from you.

POTENT SONICS

Starting at 8th level, your affinity with the blood
drinking ahool and their ilk allow you to add extra
power to your sonic attacks. You may add your Wisdom
modifier to the thunder damage you deal with your
keening and ironsinging.

LORD OF CAVERNS

Beginning at 17th level, you have a flying speed equal
to your current walking speed whenever you are
underground or indoors.

AHOOLING FEATS

AHOOL SENSES

Prerequisites: Ahooling, Ironsinger

You have started to develop a preternatural sense

based on echolocation. You gain the following benefits:

« You gain blindsight 60 ft. You cannot use blindsight
when deafened. (Note: If you're using the Vestraadi’s
sonar-rules, you may gain access to the sonar,
subject to your GM’s approval. )

o If you have vampiric bite, you may use it one
additional time before requiring a short or long rest
to recharge.

AHOOLING FLIGHT

Prerequisites: Ahooling Wings, 8th level

You have trained hard and may now take flight with

your vestigial wings, just like your vampiric brethren.

You gain the following benefits:

« You gain flying speed equal to your base speed.

« Ifyou already have a flying speed from the flight of the
vampire ability, your flying speed increases to 60 ft.




IRONSINGER

Prerequisite: Ahooling

You have learned lethal harmonics that can tear foes

apart, called Ironsinging for the smell of iron that

accompanies the blood spilled.

« As an action, you emit a ray of destructive vibrations
at a target within 120 feet. Make a ranged attack.
If you hit, the target creature takes 2d6 thunder
damage, 3d6 at 6th level, 4d6 at 11th level, 5d6 at
16th level. You can use this ability up to Constitution
modifier times. It recharges upon taking a long rest.

+ At 8th level, you gain resistance to thunder damage.
If you already have resistance to thunder damage,
you instead gain immunity to thunder damage.

« As a bonus action taken upon attacking an object
or structure with a damage threshold, you may emit
destructive resonances to decrease the object or
structure’s damage threshold for the attack by 5.

PRIMAL SPEAKER

Prerequiisites: Ahooling

You are in touch with creatures associated with your kind.
« You gain the ability to comprehend and verbally
The
knowledge and awareness of many beasts is limited by

communicate with bats, insects, and rats.
their intelligence; at a minimum the creatures can give
you information about nearby locations and monsters,
including whatever they have perceived within the past
day. You might be able to persuade a beast to perform a
small favor for you, at the GM’s discretion.

« If you have vampiric bite, you may use it one additional

time before requiring a short or long rest to recharge.

TERRIFYING REVELATION

Prerequisites: Ahooling, flying speed

You know how to use your reputation to strike terror

into the hearts of your foes.

» You gain advantage on attacks against creatures you
have surprised.

« Ifyou surprise a creature and hit it with a bite during
the first round of combat, the target and all creatures
hostile to you within a 30-feet radius of the target
must succeed a Wisdom saving throw against DC 8 +
your proficiency bonus + your Strength or Charisma
modifier (your choice). On a failed save, the creatures
are frightened for 1 round per point of your Strength
or Charisma modifier (your choice).

« Ifyou have vampiric bite, you may use it one additional
time before requiring a short or long rest to recharge.

VAMPIRIC CHARGE

Prerequisites: Ahooling, flying speed

Driven by bloodlust, you can charge into the fray with

devastating effect.

« If you move at least 10 feet in a straight line towards
an enemy immediately before taking this bonus
action, you either gain a +2d6 bonus to damage dice
with your bite (if you choose to make a melee attack
and hit) or knock the target down if it fails a Strength
saving throw with a DC = 8 + your proficiency bonus
+ your Strength or Dexterity modifier (your choice).

« Ifyou have vampiric bite, you may use it one additional
time before requiring a short or long rest to recharge.

« If you use vampiric bite as a reaction to an attack
wherein you hit with a vampiric charge, increase the
hit points you heal by +2d8.




AHOOLING EQUIPMENT

Ahooling have access to the following equipment.

AHOOLING MACUAHUITL
Price: 5 gp; Weight: 81bs.; Damage: 1d8slashing;
Properties: Heavy, Versatile (1d10)
This vicious and savage weapon { P
crafted by the ahooling is also se 7T
known as “thirsting stick” in Y
their guttural tongue. The
weapon is a sword-like paddle

P

=4/
crafted from bones or fungi, -
with grooves along the cutting
edges, These are filled with chips
or obsidian, sharpened bone or
crystals, usually held in place with
a mossy, fungus-based adhesive. The
jagged edges of these chips have a nasty
tendency to splinter off in the wounds of foes.
The ahooling macuahuitl is a martial weapon,
but ahoolings treat it as a simple weapon.

Moss NET
Price 30 gp; Weight 3 lbs.
These tiny items seem to be little more than
a compressed ball of green mass. _
Made from highly compacted
moss and treated with mysterious : _.
substances known only to the —
ahooling (and ahool), when thrown against an
object a moss net instantly expands to completely cover a
5 ft square or any Medium or smaller target occupying it.
A moss net operates exactly as a net does normally with
a few key differences. A creature struck by a moss net also
suffers from all the penalties a prone creature does, with
the singular exception that once they are free of the moss
net, no action is required to stand. A creature can use its
action to make a DC 15 Strength check to free itself or
another creature within its reach on a success. The net
has AC 20, 20 hit points and a damage threshold of 5.
Dealing 5 points of slashing damage to the net destroys
a 5-foot-square section of it, freeing any creature trapped
in that section. Additionally, a moss net is extremely
susceptible to flame—even a single point of fire damage
exceeding the damage threshold completely destroys it.
A moss net that hits an area covers it entirely in
vegetation, making it into difficult terrain until it is
cleared or burned away.
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Moss ROPE
Price 30 gp; Weight 8 lbs.
This rope normally has 6 hit points and can
be torn with a DC 25 Strength check.
Unlike standard ropes, however, a
moss rope is capable of stretching
breaking.
<l Most moss ropes are designed for
4 ahooling, and thus support up to
350 pounds of weight at a length
of 50 feet. For every additional 50

pounds of weight the moss rope

considerably  before

bears, it extends by 10 feet, up

to a maximum length of 100 feet.

For every 20 feet the moss rope

stretches, its effective hit points

reduce by 1 (to a minimum of 1) and

should it bear more than 500 pounds,

it immediately snaps. Any exposure to fire

(1 point of fire damage) entirely destroys a moss
rope as it goes immediately up in flames.

STAUNCHING Moss

Price 50 gp; Weight —
Like the moss net, this item appears to be a tiny
@ ball of compressed vegetable matter—unwary
explorers have met untimely ends because they
= did not differentiate the two. A staunching moss
also expands when used, but its area of effect is
quite limited, covering a limb or patch of flesh without
encumbering its user. When used in conjunction with
Wisdom (Medicine) checks, staunching moss grants

advantage to the check to treat an injury.

AHOOLING MAGIC ITEMS

BLOOD DARTS

Weapon (dart), uncommon

These obscenely dangerous slivers of obsidian are
hazardous to handle for non-ahoolings (they take 1
point of slashing damage for each round it is held) but
far more deadly to targets struck by them. You gain a
+1 bonus to attack and damage rolls made with these
darts. Additionally, when you strike an opponent with
these darts, he has to make a Constitution saving
throw (DC 8 + your proficiency bonus + your Strength




modifier). If the subject fails its save, the dart extracts

knowledge from their blood. An ahooling can lick the

blood from the dart and reliably answer 1d4 of the
following questions:

+ Who are you? (The name by which the creature is
most commonly known. )

« What are you? (Gender, race, profession/role. )

« How was your blood last shed before being hit by the
blood dart? (Brief outline of the events that caused
its wound, to the best of the victim’s knowledge. )

« When was your blood last shed before being hit by
the blood dart?

Blood darts usually come in sets of 10. They can be
reused.

DeMoNIc TooTH

Wondrous item, rare (requires attunement)

To use this noxious, rotten and pitted tooth, you have
to ritualistically insert it into your mouth. After doing
so, you suffer disadvantage to all Charisma-based skill
checks while it is your mouth. You change the damage
inflicted by your bite attacks to necrotic damage and
increase the damage caused by your bite by +1d6.

TRUE AHOOL CROWN

Wondrous item, legendary (requires attunement)

This grisly crown is made from unnaturally smooth
obsidian inlaid with gemstones of varying colors and
complexity, but entirely covered in gore that reappears
as soon as it is wiped away.

The wearer of a true ahool crown gains the ability
to mentally command swarms of creatures. As an
action, you can target a number of swarms with a
collective number of Hit Dice no greater than your
own and subject them to a Wisdom saving throw with
a DC of 8 + your proficiency bonus + your Charisma
and Constitution modifiers. On a failed save, each of
the individual creatures of the swarm are subject to
your total and absolute, permanent mental control.
Ahoolings controlled while in their swarm form and
similar creatures that can assume swarm forms
remain under your control upon reverting to their
original forms.

While you're wearing the true ahool crown, you may
control multiple swarms, but their total Hit Die may
never exceed your own.

AHOOLING SPELLS

The following spells are available to ahooling

spellcasters at the discretion of GMs.

AHOOL FRENZY

3rd-level enchantment

Casting Time: 1 action

Range: 30 feet

Components: V, S, M (1 ounce of blood)

Duration: Concentration, up to 1 minute. (See text. )
You make one willing ahooling or ahool within range
become incensed with a bestial bloodlust that drives
their movements in combat to greater heights of
savagery, mimicking a barbarian’s rage.

Any attacks against or attacks from targets that have
been bitten by the enchanted ahool or ahooling gain the
rage damage bonus as though the attacker had barbarian
levels equal to their Hit Dice. The target of the spell also
chooses resistance to bludgeoning, piercing or slashing
damage—the target gains resistance to the damage type
chosen for the duration of this spell. If you cast this spell
on yourself, you can still concentrate on this spell, even
though you're treated as though in a rage. The target of
this spell can end it as a bonus action.

HAUNTING GLIDE

3rd-level illusion

Casting Time: 1 action

Range: 60 feet

Components: V, S, M (piece of an Underworld
creature’s wing)

Duration: Concentration, up to 10 minutes.

After you cast this spell, as soon as any target in the area
leaves the ground, the magic activates, turning them
both silent and invisible but only while they remain aloft.
Both effects deactivate as soon as a target touches the
ground (not the ceilings or walls, but the ground or floor).

WINE TO BLOOD

1st-level transmutation

Casting Time: 1 action

Range: 30 feet

Components: V, S, M (bottle of wine)

Duration instantaneous

This spell takes any non-magical inert liquid and
changes it into blood. It doesn’t taste very good, but
provides the nutrients necessary for an ahooling or
ahool to survive.

AHOOLING
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COLLIATUR

WE ARE THE RADIANT, WE ARE THE ETERNAL. WE ARE THE
scourge of the undead, the salvation of the meek and
downtrodden. By our light you shall know us. By our
gleaming skin, our radiant stride. We bring deliverance
and an end to the unloving threat that plagues yourlands.
Some call us the Shining Ones, others the Luminaires or
Luxites, and still more name us Krystallerne, Edalsteinn
or Gimsteinnmenn—uwe prefer Colliatur. Choose freely
Jfor we judge you not, for we are your salvation.

COLLIATUR
L

CRYSTAL SCOURGE OR SALVATION?

Colliatur are Aventyrians that drank from waters
carrying a pathogen designed by one of the world’s
first masters of magic, Udgdelig, released through
Underworld streams and to the surface above. These
microorganisms cannot completely stop the advance of
the alien biology’s invasion of a host body, but they do
prevent them from becoming completely sublimated to
the otherworldly entity’s will. The limited time available
to the undead wizard prevented wide dispersal of
the anti-colloid virus, leaving the extraterrestrial
sentience puzzled by how any creature could resist
its psyche (there is a 1% chance that a PC has been
exposed to this otherwise benign virus and is immune
to the detrimental effects of the colloid). Colliatur are
often found leading the subjects of the colloid—their
independence proving to be an attracting force to the
alien’s thralls—and may be encountered anywhere in
the Underworld or Upperworld.

HISTORY

The colliatur are a new race to the world of Aventyr,
created by the mad designs of Udgdelig after The
Confluence. Their “parent”, the colloid, is a creature
from the far flung stars of the cosmos and unlike any
other on Aventyr (even the hoyrall, though they share
some eerily similar traits). A collective intelligence that
rivals deities in its mental powers, it sensed the mass
transposition of life forms across the galaxy during
the Great Schism. For centuries it studied the conduit
maintained by the alien half-god Exis, engineering a
means to take that power for its own.

Eventually the colloid’s chance came; through
incalculable machinations for nearly any other entity,
the colloid seized the half-god Exis’ divine connection
to the hoyrall, subverting it to catch upon an asteroid
headed for Aventyr. The hive-mind of the alien insects
in both Underworld and Upperworld was destroyed
instantly, and as the bizarre entity hurtled across the
galaxy, their societies fell in upon themselves.




When the colloid and the meteor it used to traverse

the cosmos landed in the First Hive, the overload of
stimulation in its reentry to the atmosphere left the
alien entity confused and distraught. In the onslaught
that ensued, thousands of hoyrall died as the colloid
rampaged away to solitude far below in the Underworld,
where it could regain its senses of purpose and
understand all that had occurred since it's relatively
quiet journey across the stars.

As it re-assembled itself and re-encountered sentient
life, the colloid began to understand more of what had
occurred and recognized the great threat represented
by the necromancy of the first lich, Udgdelig. Centuries
before he had fled below the surface of Aventyr, taking
refuge in an undertower near the First Hive. When the
colloid landed in the Underworld, his shambling minions
were the first formidable force the alien encountered
and the hatred it feels for all undead knows no bounds.

Before the colloid could reach and consume the
obsessed lich, the undead wizard managed to enact
one of his countless ploys to undermine the alien
entity. Though the ancient mage’s mastery of biology
was largely useless to the creation of an entire race of
undead, he was well-suited to craft an organism which
could aid the living against the otherworldly entity.

After fleeing from the colloid’s arrival in the First Hive,
Udgdelig crafted a grand undertower that stretched far
into the bedrock of Aventyr, a place where he thought
only his kind could survive. For decades he employed
advanced arcane techniques and powerful spells
to hone his craft and eventually, using the bacteria
and countless other creatures invisible to the naked
eye, Udgdelig created a microorganism tailored to
modify living tissue to resist the colloid. Immediately,
the undead mage set off to disperse his fabrication
across Aventyr, releasing batches of the creatures into
the many waters of the Underworld. While he was
away, the colloid discovered the location of Udgdelig’s
undertower. The colloid lay in wait, and on the mage’s
return struck a fatal blow. Udgdelig did not survive to
create more of the virus, but enough propagates that
the colliatur have begun to appear all across Aventyr.

PuysicAL DESCRIPTION

Colliatur appear much like the base creature does,
save for a few subtle changes. Their hair has several
strands that are crystalline, their pupils appear to be
distorted into the shape of many pointed stars, and
their fingertips become reflective and metallic. Perhaps
most disturbing of all, the teeth of all colliatur are a
perpetually clean, stark white.

SOCIETY

These children of the colloid are inclusive, kind and
friendly to all races. When left entirely to their own
devices, colliatur are disturbingly quiet and seemingly
lethargic, though they’re more likely to be in deep
contemplation. There is little celebration for the arts
or purportedly impressive deeds, but the few stories
told of settlements of their kind speak of architecture
that defies understanding and resonances that shake
men to their cores.

RELATIONS

Most upperworlders and underworlders greet the
colliatur with open arms, accepting their warm embrace
with either a hidden dagger or hand out for mercy. Their
tendency to deeply value life make them fast allies in
both cases, but their hatred of undead make them
mortal enemies of the dgdelig. Hoyrall that recognize
them for what they are will attack them instinctively
(which anyone who knows their true purposes is wont
to do). Despite all of that, aside from the dweorg, they
are the most celebrated and desirable race from the
Underworld as far as most of Aventyr is concerned.

ALIGNMENT AND RELIGION

Colliatur typically gravitate towards the Neutral
alignment over time, but may be of any alignment they
please. They rarely worship any of the gods, instead
gaining quasi-mythic abilities from the colloid. Those
few that turn their backs on the alien entity find solace
in He who Renews, Eureum.
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ADVENTURERS

Exploring is a natural impulse for the colliatur, and
spreading the message of the alien overmind is their
first priority. Spellcasters are common among them,
but warriors of particular prowess are frequent as well.

NAMES

Colliatur tend to keep the names they had before their
transformation.

EMISSARIES ACROSS AVENTYR

Some colliatur take refuge with the colloid, but not
all; the otherworldly entity is pleased when creatures
immune to its call ally with it regardless, but it does
so with a cold, calculating plan to segregate these
unique beings from the areas of itself most likely to
be tread across. Other colliatur create their own
settlements, hybridizations of the culture they once
knew and the otherworldly forces at play within
themselves. Duplicating architecture from Upperworld
and Underworld, their buildings have an architecture
that seems to twist when looked upon, their structural
points truly bizarre and difficult to comprehend.

Whether on the surface or below it, the vast majority
of these wondrous towns and villages are said to be
extremely amicable to passersby, providing them with
free lodging and foodstuffs. Explorers, however, should
be reticent when entering a colliatur settlement; some
of their race have become militant to the dangers
presented by the colloid, and travelers that take of
their kindness are soon to find themselves conscripted
into service against the alien entity. An Intelligence
(History) check (DC 20) gives warning enough that
a colliatur settlement has taken on this aggressive
stance before it’s too late.

COLLIATUR TRAITS

Your colliatur character counts as both the parent
race and as a colliatur for purposes of race.

Ability Score Increases. Your Charisma score
increases by 2 and two of your other ability scores of
your choice increase by 1.

Age. Colliatur mature at the same rate as their
parent race.

COLLIATUR.

Alignment. Colliatur tend to gravitate towards true
neutrality, though the high value they ascribe to life also
means that quite a few of them are perceived as good.

Size. Colliatur come in different shapes and sizes
due to the diverse parent races. Your size is your choice
of either Small, Medium or Large.

Speed. Your base walking speed is 30 feet if you are
Medium, 25 feet if you are Small or Large.

Acid Conversion (Recharges after a Long Rest).
Your organic parts may be hurt by acid, but your
crystalline parts are capable of converting it into life.
As areaction to taking acid damage, you may regain 10
hit points on your next turn. Acid damage can never
kill you, only knock you out.

Condition Immunity. If you are of Small size, your
body inadvertently has a higher crystal/colloid-density
than your larger brethren. You gain immunity to the
charmed condition.

Conductivity. While your crystalline structure
provides a lot of benefits, it also conducts lightning
much better than flesh and bone. If you take lightning
damage, you suffer from disadvantage on Dexterity
saving throws for a number of rounds equal to your
Hit Dice.

Crystal Refraction (Recharges after a Long Rest).
Your crystalline structure can absorb certain types
of magic, but only under the right circumstances.
Whenever you are targeted by a ranged spell attack
or a spell that specifies that it works via a “ray” (like
disintegrate, prismatic spray or ray of enfeeblement),
youmay, as areaction to being hit by the ray, harmlessly
absorb it. If you do, you immediately end the spell’'s
effects. Consuming the magical energy nourishes you
as if you have eaten a full meal, but also is strenuous:
You immediately increase your exhaustion level by +1
upon using this ability.

Energy Immunity. As a resplendent being of crystal
and flesh, you are immune to radiant damage.

Energy Resistance. You are anathema to the
undead and the tainted energies of unlife. You gain
resistance to necrotic damage.

Parent Race. You choose the parent race for your
colliatur character. You qualify as both your parent race
and as a colliatur for purposes of racial prerequisites,
item-use restrictions, etc. You do not receive any of the
racial features of your parent race, though.

Sacred Life. You value life, any life, more highly
than just about all other races as a consequence of




your entwinement with the colloid. Ending a life is
an emotionally and physically draining procedure
for you. If you choose to kill a living creature upon
reducing it to O hit points instead of knocking it out,
you immediately increase your exhaustion level by +1,
up to a maximum of 5. Constructs, elementals and
undead are exempt from this—you can destroy these
creatures without ramifications.

Superior Darkvision. Seeing the world through
star-shaped, resplendent pupils has its benefits. You
can see in dim light within 120 ft. of you as if it were
bright light, and in darkness as if it were dim light. You
can’t discern color in darkness, only shades of gray.

Thunder Vulnerability. Due to the crystalline
structures suffusing your body, you suffer from
vulnerability to thunder damage.

Languages. You can speak Common and the
languages of your parent race.

COLLIATUR REAVER

(MONK VARIANT)

RUN, YOU PUNY UNDEAD MONSTROSITY—YOU SHALL NOT
escape the radiant wrath of the chosen agents of the
colloid!

The colliatur reaver is a lethal adversary unlike any
other—with crystal-suffused skeletons, these master
of their own, strange fighting style can exert superb
control over their crystalline components, shaping
them into truly deadly claws. More importantly, they
can generate crystalline, razor-sharp filaments they
can emit and wield with a precision unknown in the
realms above, cutting undead and the foes of the reaver
into deadly ribbons.

CREATING A COLLIATUR REAVER

When you make your colliatur reaver, think about your
awakening as a colliatur. Do you remember your life
before the transformation? Perhaps you once were a
true blackguard, a dastardly foe, now mellowed out by
the influence of the colloid. Or you once were a divine
champion of good, now struggling to adapt to a new
world-view. Your ability to control your crystalline
parts is impressive and beyond what other colliatur can
accomplish—so how were you chosen? Do you simply
have a talent for the art? Or were you groomed in a
strange process within the colloid’s crystalline depths

to be its executioner? Perhaps you have deliberately
sought the art and transformation to execute your own
revenge against the forces of darkness? The existence
as a colliatur reaver may be a journey to self-awareness
via combat, an enlightenment arising from conflict or
it may be a revenge-driven quest to annihilate undead.
Work with your GM to make the unique concept of your
character shine as brightly as the crystalline filaments
you'll use to wreck your foes.

Quick BuiLD

You can make a colliatur reaver quickly by following
these suggestions. First, make Dexterity your highest
ability score, followed by Constitution. Second, choose
the hermit or urchin background.

CLASS FEATURES

As a colliatur reaver, you gain the following class
features.

HiT POINTS

Hit Dice: 1d8 per colliatur reaver level

Hit Points at 1st Level: 8 + your Constitution modifier

Hit Points at Higher Levels: 1d8 (or 5) + your
Constitution modifier per colliatur reaver level after 1st

PROFICIENCIES

Armor: None

Weapons: Simple weapons, shortswords

Tools: Choose one type of artisan’s tools or thieves’ tools

Saving Throws: Dexterity, Constitution

Skills: Choose two from Acrobatics, Athletics, Insight,
Perception, Persuasion, Sleight of Hand and Stealth

EQUIPMENT

You start with the following equipment, in addition to
the equipment granted by your background:

+ (a) shortsword or (b) any simple weapon

« 10 darts

« (a) dungeoneer’s pack or (b) an explorer’s pack

UNARMORED DEFENSE

Beginning at 1st level, while you are wearing no armor
and not wielding a shield, your AC equal 10 + your
Dexterity modifier + your Charisma modifier.

'COLLIATUR




COLLIATUR REAVER

Unarmored Defense, Martial Arts, Claws of Crystal

Crystal Powers, Jack-in-the-Limb

Ability Score Improvement

Extra Attack, Pacifying Strike

Colloid’s Blessing, Reaving Tradition feature
Evasion, Stillness of the Colloid

Ability Score Improvement

Reaving Tradition feature

Ability Score Improvement

Ability Score Improvement

Reaving Tradition feature

Ability Score Improvement

shown in the Martial Arts column of the Colliatur

Level Proficiency Martial Crystal Features
Bonus Arts Points

1st +2 1d4 —

2nd +2 1d4 2

3rd +2 1d4 3 Reaving Tradition
4th +2 1d4 4

5th +3 1d6 5

6th +3 1d6 6

7th +3 1d6 7

8th +3 1d6 8

9th +4 1d6 9 Thunder Adaption
10th +4 1d6 10 Pure as Crystal
11th +4 1d8 11
12th +4 1d8 12
13th +5 1d8 13 Tongue of the Mortals
14th +5 1d8 14 Diamond Soul
15th +5 1d8 15 Live by Light
16th +5 1d8 16
17th +6 1d10 17
18th +6 1d10 18 Colloid’s Body
19th +6 1d10 19
20th +6 1d10 20 Avatar

MARTIAL ARTS

At 1st level, your skills with deadly, crystalline martial
arts grant you mastery of combat styles that emphasize
crystalline claws and monk weapons, which are
shortswords and any simple melee weapons that don’t
have the two-handed or heavy property. You gain the
following benefits while you are unarmed or wielding
only monk weapons and you aren’t wearing armor or
wielding a shield:

« You can use Dexterity instead of Strength for the
attack and damage rolls of your unarmed attacks
and monk weapons.

« You can roll a d4 in place of the normal damage
of your unarmed strikes or monk weapon. This
die changes as you gain Colliatur Reaver levels, as

COLLIATUR

Reaver table.

« When you use the Attack action with an unarmed
strike or monk weapon on your turn, you can make
one unarmed strike as a bonus action. For example,
if you take the attack action and attack with a
quarterstaff, you can also make an unarmed strike
as a bonus action, assuming you haven't already
taken a bonus action this turn.

Colliatur Reavers tend to train with monk weapons
thatemphasize piercing and slashing damage, featuring
strange and often alien weaponry. These weapons have
a lot of variations in name and specific design, but
utilize the game statistics provided for simple weapons
found on page 65 of the System Reference Document 5.
1, only changing the damage type as appropriate.




CLAWS OF CRYSTAL

Also at 1st level, you learn to exert a level of control over
your crystalline claws. You may cause the crystals of your
body to cover your hands in razor-sharp claws. You can
change the damage type inflicted with your claws as a
bonus action. Your claws can inflict either bludgeoning,
piercing or slashing damage and you are proficient with
them. Crystalline Claws are treated as unarmed attacks
for the purposes of the Martial Arts class feature.

CRYSTAL POWERS

Starting at 2nd level,
underlying your physiology enhance your potency

the structures of crystal

in combat, granting you wondrous powers. These
powers are represented by a number of crystal points.
Your Colliatur Reaver level determines the number of
crystal points you have, as shown in the crystal points
column of the colliatur reaver table. You can spend
these points to fuel various crystal powers. You start
knowing three such features: Flurry of Blows, Patient
Defense and Crystal Refraction. You gain more crystal
powers as you gain levels in this class. When you spend
a crystal point, it is unavailable until you finish a short
or long rest, at the end of which your body regenerates
its potent powers. You must spend at least 30 minutes
of the rest and eat and drink, since your metabolism
fuels your powers. Some of your features require your
target to make a saving throw to resist the feature’s
effect. The saving throw DC is calculated as follows:

Crystal Powers save DC = 8 + your proficiency
bonus + your Constitution modifier

CRYSTAL REFRACTION

You may expend a crystal point as a bonus action on
your turn to recharge your Crystal Refraction racial
feature and use it an additional time before requiring a
long rest. When you do, you also negate the exhaustion
level increase incurred by using your Crystal Refraction
racial feature.

FLURRY OF BLOWS

Immediately after you take the Attack action on your
turn, you can spend 1 crystal point to make two
unarmed strikes as a bonus action.

PATIENT DEFENSE

You can spend 1 crystal point to take the Dodge action
as a bonus action on your turn.

JACK-IN-THE-LIMB
Also at 2nd level, you gain the Jack-in-the-Limb feat.

REAVING TRADITION

When you reach 3rd level, you commit yourself to a
reaving tradition: The Crystalline Cannonade or the
Reaving Vortex, all detailed at the end of this class
description. Your tradition grants you features at 3rd
level and again at 6th, 11th and 17th level.

ABILITY SCORE IMPROVEMENT

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.

COLLIATUR
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EXTRA ATTACK

Beginning at 5th level, you can attack twice, instead of
once, whenever you take the Attack action on your turn.

PACIFYING STRIKE

Starting at 5th level, you can interfere with an
opponent’s body and mind, instilling a sense of the
profound quietude and calmness of the colloid inside
them. When you hit another creature with a weapon
granted or modified by the class features of the colliatur
reaver, you may spend 1 crystal point to attempt to
calm the creature. The target must succeed on a
Constitution or Wisdom saving throw (target’'s choice)
or become charmed until the end of your next turn. If
the creature is subject to a spell or effect that instills
murderous rages, subject to the confused condition or
similar effects that are based on an emotional response,
the target receives another save against these effects.
Additionally, barbarian rages and similar features are
suppressed for as long as the target is charmed.

CoLLOID’S BLESSING

At 6th level, all your attacks with weapons modified
or granted by this class are treated as magical for
the purpose of overcoming resistance and immunity
to nonmagical attacks and damage. Additionally, any
attacks made with the Claws of Crystal class feature
receive +1 to attack and damage rolls. This bonus
increases to +2 at 10" level and +3 at 15" level.

EVASION

Beginning at 7th level, you can nimbly dodge out of
the way of certain area effects, such as a red dragon’s
fiery breath or devastating spells due to your enhanced
reflexes. When you are subjected to an effect that allows
you to make a Dexterity 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.

STILLNESS OF THE COLLOID

Also at 7th level, you can use your action to end one
effect on yourself that is causing you to be frightened.
Additionally, you may spend 1 crystal point as part
of using this feature to immediately end one type of
ongoing damage you suffer from, as your crystalline
physiology supports your mortal parts.

CoLLATuR

THUNDER ADAPTATION

Starting at 9th level, you lose your racial vulnerability
to thunder damage.

PURE AS CRYSTAL

At 10th level, you can touch upon the pristine beauty
refracted through your crystal components to destroy
your foes. Your may now also choose to deal radiant
damage with your Claws of Crystal class feature.

TONGUE OF THE MORTALS

Starting at 13th level, you learn to touch the primal
longing and sense of aesthetics in other minds, so
that you can understand all spoken languages of
mortal creatures. Any creature that can understand a
language can understand what you're saying. However,
immortal creatures with no natural maximum life
span seem to be curiously exempt from this: You can’t
communicate with such beings in this way. You may
spend 1 crystal point as part of uttering any statement
to render your speech completely intelligible gibberish
to immortal creatures.

DiAMOND SouL

Beginning at 14th level, your strange physiology grants
you proficiency in all saving throws. Additionally, whenever
you make a saving throw and fail, you can spend 1 crystal
point to reroll it and take the second result.

LIVE BY LIGHT

At 15th level, your crystalline components support
your whole physiology, drawing sustenance from
exposure to bright lights like those emitted by the
colloid’s crystals. If you spend at least 1 hour during
a long rest soaking in light from a very bright source,
you do not need to eat, drink or sleep for 24 hours.

CoL1LoID’s Boby

Beginning at 18th level, you can use your action to
spend 4 crystal points to generate a crystalline sheathe
of exoskeleton-like armor that lasts for one minute.
While this armor is active, you have resistance to all
damage types except thunder and you are immune
against the frightened and charmed conditions.




AVATAR

Beginning at 20th level, you become one of the avatars
of the colloid. Whenever you roll for initiative and
have no crystal points remaining, you regain 2 crystal
points. Additionally, when using your Colloid’s Body
class feature, you may expend an additional 2 crystal
points (for a total of 6) to become immune against
all damage types except thunder for the duration.

However, if you do, you incur one level of exhaustion g

once the duration of Colloid’s Body elapses.

REAVING TRADITIONS ,

There are two commonly known types of mutations

and paths taken by colloid reavers, known as reaving
traditions. There may well be more out there and all
three require the unique physiology that blends living
crystal with hot-blooded flesh and thus can only be
practiced by the colliatur most adept at manipulating
their own body, the truth of the information resonating
forth from the colloid and changing the bodily
structure of the colliatur reaver to accomplish feats
otherwise deemed impossible. Some colliatur reavers
must make a pilgrimage to a node of colloid containing
the respective information, while others already have
the required impulses dormant within their very
bodies. These modifications generally require a certain
aptitude and thus, a colliatur reaver need choose a
tradition only upon reaching 3rd level.

CRYSTAL CANNONADE

The offspring of the colloid quickly learned to adapt to
the terrestrial Aventyrian weapons, and the crossbow
was the first the alien collective was to fully embrace.
These inexplicable warriors turn the weapons into
otherworldly devices that fire slivers of crystal that slam
into objects, but strangely melt into living creatures.

BONUS PROFICIENCIES
At 3rd level, you gain proficiency with light, hand and
heavy crossbows.

CRYSTALLINE CROSSBOWS

Also at 3rd level, you learn to have your crystalline
structures grow over a crossbow you wield as a bonus
action, fusing it to your hand. While fused to your hand,

you can’'t hold objects or manipulate objects with the
hand that is fused with your crossbow. It is possible
to fuse one crossbow to each of your hands, but when
you do, you obviously can’t use your hands. You may
use your bonus action on your turn to separate one of
your hands from one crossbow fused to you.

When thus fused to your body, crossbows lose the
two-handed property and expend no ammunition,
as your body has a small reservoir of crystalline
bolts and reloads the crossbow with crystalline bolts
specifically generated for the respective weapon.
Your crystalline crossbows have a Capacity of 2 (see
crystalline crossbow rules below) while fused to your
hands. These crystalline bolts change the damage type
inflicted by the crossbow to the type you inflict with
your Crystalline Claws class feature. You can generate
an infinite amount of these crystalline bolts, but they
melt away to a sludge after 1 minute, so they can
neither be sold, nor scavenged from the battlefield.

Starting at 5th level, your crystalline ammunition
receives +1 to attack and damage rolls and is treated
as ammunition+1 for all intents and purposes. This
bonus increases to +2 at 10" level and +3 at 15" level.
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After completing a long rest, you may spend 5
minutes in meditation to modify one of your hand’s
capacity to hold bolts for your crystalline crossbows.
Whenever you do, you may expend a number of crystal
points of up to your Constitution modifier. For each
crystal point spent, you increase the Capacity of one of
your crystal crossbows by 1 until you next complete a
long rest. (So if you want to enhance the capacity of 2
crystal crossbows, you have to pay the costs separately.
) This way of spending crystal points reduces your
maximum of crystal points by the amount of crystal
points spent until you complete a long rest.

CRYSTALLINE SHRAPNEL

At 6th level, you may add the Spread Rate of Fire to a
crystalline crossbow when customizing it after a long
rest. Adding Spread to a crystalline crossbow reduces
your crystal points maximum by 2 per hand modified.

LETHAL CRYSTAL BURSTS

Beginning at 11th level, you can add the Burst Rate
of Fire to a crystalline crossbow with a Capacity of 3
or higher when customizing it after a long rest. Adding
Burst to a crystalline crossbow reduces your crystal
points maximum by 3 per hand modified. Additionally,
you increase the base Capacity of your crystalline
crossbows to 3.

CRYSTALLINE BARRAGE

At 17th level, you can add the Automatic Fire Rate of
Fire to a crystalline crossbow with a Capacity of 10.
Adding Automatic Fire to a crystalline crossbow reduces
your crystal points maximum by 4 per hand modified.

CRYSTALLINE CROSSBOW RULES

Capacity. Each crystalline crossbow has a Capacity
to hold a number of bolts before requiring a reload.
This is denoted by the firearm’s Capacity rating.

Reload. Each crystalline crossbow holds a different
amount of ammunition, as denoted by the Capacity
value of the crossbow. Reloading a crystalline
crossbow once its Capacity is emptied requires focused
concentration and takes an action during combat.

RATES OF FIRE

Burst. The crystalline crossbow can fire short bursts,
improving its damage. A burst consumes at least 3
bolts, but allows you to increase the damage inflicted
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on a successful attack by an additional damage die. A
hand crossbow would deal +1d6 damage, for example,
while a light crossbow would deal + 1d8 damage.

Spread. Crystalline crossbows with the spread
property allow the wielder to affect more than one
creature or object per shot, but only at normal range.
When firing the crossbow, any creatures adjacent to
the target must make a Dexterity saving throw (DC =
8 + wielder’s proficiency bonus + wielder’s choice of
either Intelligence or Dexterity modifier) or take damage
equal to one die step lower than the base damage die
of the firearm used. A crossbow with a base damage
of 1d6 would for example deal 1d4 piercing damage to
targets affected by such shrapnel, while a crossbow
with a base damage of 1d10 would deal 1d8 piercing
damage from spread fire.

Automatic Fire. Instead of shooting at a single
target, crossbows with this rate of fire property can
target a 10-foot cubical area within long range with
bullets. Every creature in that area must succeed a
Dexterity saving throw (DC = 8 + wielder’s proficiency
bonus + wielder’s choice of either Intelligence or
Dexterity modifier) or suffer the damage of the attack.
Creatures take no damage on a successful save. Targets
have advantage on their saving throw if the distance is
equal to or greater than the weapon’s normal range.
An attack with an automatic fire crystalline crossbow
consumes at least 10 bolts.

Designer’s note

The crystalline cannonade’s system is
intentionally designed so it works with the firearm
rules introduced in this book. GMs who do not
want black powder firearms in their campaign still

can easily use the crystalline cannonade.

REAVING VORTEX

Some colliatur reavers learn to grow razor-sharp
filament wires from their bodies, whipping them
around with a flick of the wrist, standing immovable in
a vortex of destruction as the filament-wires cut apart
any opposition.




REAVER'S FILAMENTS

Starting at 3rd level, you can generate deadly reaver’s
filaments—crystalline, fragile and dazzling, the reaver
filaments deal the same damage and damage type as
the one chosen for the Claws of Crystal class feature.
Reaver filaments are treated as monk weapons. Reaver’s
filaments are ranged and melee weapons at the same
time and may be used to attack adjacent foes without
suffering from disadvantage. When used as melee
weapons, reaver’s filaments have the reach property.
When you use them as ranged weapons, they are subject
to cover and all usual modifications for ranged attacks
and have a range of (20/40). You can wield one reaver
filament per hand. The usual rules for two-weapon
fighting apply when using two filaments. A filament
requires gestures to execute attacks, thus you needs to
have nothing but the filament in your hands to direct
the attacks. Reaver’s filaments are not precise enough to
open doors, pick locks or perform similar actions.

Reaver’s filaments have hit points equal to your
Wisdom score, a damage threshold of O and, if
destroyed, can be reformed as an action that provokes
opportunity attacks.

FILAMENT SUPERIORITY

Beginning at 6th level, you may perform devastating
tricks with your razor-sharp filament wires.

Maneuvers. You learn two maneuvers of your
choice, which are detailed under “Maneuvers” below.
Maneuvers enhance your attack or defense in some
way. You can use only one maneuver per attack with a
filament and may only use them when attacking with
a filament. You learn one additional maneuvers at
11th and 17th. Each time you learn new maneuvers,
you can also replace one maneuver you know with a
different one.

Filament Dice. You have four filament dice, which
are d6s. A filament die is expended when you use it.
You regain all of your expended filament dice when
you finish a long or short rest. You gain an additional
filament die at 11th and 17th level.

Saving Throws. Some of your maneuvers require
your target to make a saving throw to resist the
maneuver's effects. The saving throw DC is calculated
as follows:

8 + your proficiency bonus + your Dexterity or
Constitution modifier (your choice)

MANEUVERS

Extending Filaments. You can expend a filament
die when making a ranged attack with a reaver’s
filament to increase its range. Roll the filament die
and then expend a number of crystal points up to or
less than 1/2 the number rolled, minimum 1. For each
crystal point expended, you increase the range of your
reaver’s filaments by +(10/20) for a number of rounds
equal to the result of your filament die or until you
complete a short or long rest, whereupon the range
resets to normal.

Filament Exchange. You may, as an action, roll one of
your filament dice. You gain a temporary number of crystal
points equal to the number you rolled. These temporary
crystal points last for a number of minutes equal to your
proficiency bonus plus your Constitution modifier.

Filament Pacification. You may, as a bonus action,
expend one of your filament dice to add Pacifying
Strike’s effects to all attacks you execute with your
reaver’s filaments for a number of rounds equal to the
number rolled on your filament die.

Filament Parry. When another creature damages
you with a melee attack, you can use your reaction and
expend one filament die to reduce the damage by the
number you roll on your filament die + your Dexterity
modifier. If you expend 2 crystal points, you may also
use this ability to reduce the damage you incur from
ranged attacks.

Filament Push. When you hit a creature with a filament
attack, you can expend one filament die to attempt to drive
the target back. You add the filament die to the attack’s
damage roll, and if the target is Large or smaller, it must
make a Strength saving throw. On a failed save, you push
the target up to 15 feet away from you.

Filament Reposition. When you hit a creature
with a filament attack, you can expend one filament
die to maneuver one of your comrades into a more
advantageous position. You add the filament die to
the attack’s damage roll, and you choose a friendly
creature who can see or hear you, That creature can
use its reaction to move up to half its speed without
provoking opportunity attacks from the target of your
attack. Since you lift your ally through the air with
your filament, the movement may ignore terrain that
costs additional movement and you may lift your ally
with your filament over obstacles, provided you could
lift the ally in question.
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Filament Web. You can expend filament dice
whenever a creature within 5 feet of you hits you
with a melee attack. One of the razor-sharp filaments
cuts into the attacker, who takes damage equal to the
filament dice you expend plus your proficiency bonus.

Whirling Trip Attack. When you hit a creature with
a filament attack, you can expend one filament die to
attempt to knock the target down. If the target is Large or
smaller, it must make a Strength saving throw. On a failed
save, you knock the target prone and it can be moved
around by your filament for 5 feet times the result of your
filament die. You may expend an additional filament dice
to increase the damage at 11th level and 17th level.

COLLIATUR FEATS

AMATEUR CRYSTALLINE CANNONADE

Prerequisite: Colliatur, Dexterity 10 or higher

You have learned to grow a powerful crystalline

crossbow from the protrusions of your body. You gain

the following benefits:

« You may grow your choice of either a light crossbow,
hand crossbow or heavy crossbow from your crystal-
sheathed arm as part of making a ranged attack.
This crossbow is loaded and fires shards of your
own, rapidly regenerating body as ammunition. The
crystalline ammunition is in all regards identical
to regular ammunition for the respective crossbow.
Only your crossbow can fire your ammunition. You
can will your crossbow back into your body as an
action that provokes opportunity attacks.

o Starting at 6th level, your crystalline ammunition
receives +1 to attack and damage rolls and is treated
as ammunition+1 for all intents and purposes. This
bonus increases to +2 at 12" level and +3 at 18™
level. Crystalline ammunition becomes brittle and
loses all potency when taken from your body and
thus can never be sold.

CRYSTALLINE DIPLOMAT

Prerequisite: Colliatur, Charisma 10 or higher

You are an emissary of the colliatur, trained to be

sent forth to spread the world of peace and eternal life

within the colloid. You gain the following benefits:

« Increase your Charisma score by +1 up to a maximum
of 20.
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« You gain proficiency in two skills of your choice.
« You may use Crystalline Refraction an additional
time before requiring a rest to recharge it.

EVOLVED CRYSTAL CONDUCTIVITY

Prerequisite: Colliatur, 8" level

Your crystalline structures have evolved: You are no

longer overloaded by lightning and instead convert

it into lightning fast bursts of speed. You gain the

following benefits:

» You lose the conductivity racial trait.

« As a reaction to taking lightning damage, you may
move up to your speed.

« You may use the Acid Conversion ability an additional
3 times before requiring a rest to recharge.

JACK-IN-THE-LIMB

Prerequisite: Colliatur

You have learned to fashion tools and even weapons

from your body by controlled extraction of crystalline

parts. You gain the following benefits:

« You can duplicate any tool worth 30 gp or less
by breaking off crystalline sections of your body.
Breaking off a tool from your body is an action. You
can’t break off specific items (like a key to a certain
lock), but could break off a substitute for a lockpick,
for example. You are always considered proficient in
these makeshift tools, but due to their improvised
nature, checks made using them are made at
disadvantage. You may duplicate up to 20 gp worth of
tools per day without repercussions. Any more than
that and you increase your exhaustion level by +1.
If your size is Small, you instead only can generate
10 gp worth of tools before risking exhaustion and
the maximum value you can duplicate is only 15 gp.
Tools created from your body quickly decay after 1
day per Hit Die you have and thus cannot be sold
unless you succeed a Charisma (Deception) check
against an unwitting target.

« You may also break off a more significant section
of your body to duplicate a simple or martial melee
weapon of your choice. Breaking off a single weapon
from your body is an action. You are always proficient
with a weapon taken from your own body, but you
may not duplicate weapons that have a lot of moving
parts like a flail. Weapons made from a colliatur’s
body emit light like a sputtering torch and, if the
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wielder is a colliatur, he may will them to deal
radiant damage instead of their usual damage type.
You may create two simple weapons with the light or
finesse property or one regular simple weapon sans
repercussions. Creating a martial weapon takes a
heavier toll and increases your exhaustion level by
1. If you create a martial weapon with the heavy or
two-handed property from your body, you instead
increase your exhaustion level by 2. Small colliatur
have crystalline structures that are too dense to
break off martial weapons. Large colliatur seem to
be able to create more devastating weaponry: Large
colliatur can create up to 4 simple weapons with
the light or finesse properties or 2 simple weapons
without any repercussions. You can also create
one martial weapon without suffering any negative
repercussions, even one with either the two-handed
or heavy property. If you create two martial weapons
or one with the heavy and two-handed property, you
increase your exhaustion level by 1. Weapons draw
from the body of Large colliatur also have an intrinsic
power—colliatur add +1 to all attack and damage
rolls made with them. Weapons created from your
body quickly decay after 1 day per Hit Die you have and
thus cannot be sold unless you succeed a Charisma
(Deception) check against an unwitting target.

« You can reabsorb weapons and tools broken off from your
body by finishing a long rest with the respective item.
You reabsorb the item or items, immediately negating all
exhaustion levels incurred by breaking them off.

» You may use the Acid Conversion ability an additional
time before requiring a rest to recharge.

LIGHT-BRINGER

Prerequisite: Colliatur, 8" level

You have honed your ability to control the crystalline

structures suffusing your body, allowing you to emit

light and intensify it. You gain the following benefits:

» You may emit light as a hooded or bull’s eye lantern
for up to 6 hours before requiring a short rest to
recharge. You may suppress or ignite this light at will.

« Ifyour last long rest was in the sunlight, the light you
emitis treated as sunlight for the purposes of Sunlight
(Hyper-)Sensitivity and similar vulnerabilities.

« You gain advantage to attack rolls against any enemy
that is sensitive to light, blinded by it, or otherwise
hampered by exposure to light while emitting your light.

COLLIATUR EQUIPMENT

COLLIATUR POWDER

Price: 100 gp per spell level. Weight: —

The pulverized remains of a colliatur’s brain make
for powerful material components when used in
conjunction with spells of the divination school.
Applying 100 gp worth of it per spell level of the base
spell lets the caster cast it as though they prepared it in
a spell slot of one level higher or, if your target creature
or object is shielded from divination via nondetection
or similar means, you may make a Charisma saving
throw to penetrate this defense.

CoLLOID PLATING

Price: 200 gp per plate; Weight: 2 1bs. per plate

The colliatur have learned to specially treat certain
components of colloid-absorbed material to generate
reflective plates that can be applied to any shield or
armor. A colliatur can attune the inherent harmonics
of his crystalline proportions to resonate with one
item that has colloid plating by wearing an item for
24 hours. A colliatur can only be attuned to colloid
plating on one item at a given time and this does not
count as being attuned to a magical armor. A light
armor can hold one colloid plate. A medium armor
can hold two colloid plates. A heavy armor can hold
up to three colloid plates. For each such plate added
and attuned, the plating allows a colliatur to use the




crystal refraction racial feature an additional time per
day. The added weight of these plates, however, does
impose disadvantage on Stealth. Additionally, a wearer
of a colloid plated armor needs to have a minimum
Strength score of 11 to wear an armor with one colloid
plating, a minimum of Strength 13 to wear an armor
with two colloid plates and a minimum Strength of 16
to wear an armor with three colloid plates attached.
Shields can hold up to 2 colloid plates and require
a minimum Strength of 11 to wield with one plating
attached, 13 to wield one with two plates attached.

COLLIATUR MAGIC ITEMS

CRYSTALLINE IMPLANT

Wondrous Item, very rare (requires attunement)

This slim, crystalline object is extremely small, perhaps
the size and shape of a fingernail. When implanted
in the body of a creature, requiring a DC 20 Wisdom
(Medicine) check, they are able to communicate with
anyone bearing a crystalline implant keyed to the same
frequency. This effect functions exactly like telepathic
bond, save that it is permanent and operates inside of
an antimagic field (although under these conditions,
its range is reduced to 30 feet).

Furthermore, creatures may cast cure spells and
spells from the divination school with a range of touch
through the telepathic bond generated by crystalline
implants.

Keying a crystalline implant to a frequency requires
attunement and an Intelligence (Arcana) check against
DC 15.

GREATER CRYSTALLINE IMPLANT

Wondrous item, legendary (requires attunement)

This curious item looks much like a regular crystalline
implant, except that it is jet black. A greater crystalline
implant is utilized in much the same way as its regular
counterpart, but grants no telepathic bond or special
consideration for cure and divination spells. The bearer
of a greater crystalline implant is granted immunity
to indirect effects of the colloid; it never counts as
difficult terrain for the wearer, and there are no
drawbacks or ill effects from using any items derived
from the colloid.

COLLIATUR.
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MERCIFUL SHARD

Wondrous item, cormmon

This colliatur shard radiates visibly with magic,
vibrating with a pleasant sensation when touched.
Colliatur implant these shards into creatures not fully
trusted, but deemed either important or potentially
useful, in order to teach them the sanctity of life.
Implanting a merciful shard requires the creature to
either be willing, helpless, restrained, unconscious,
paralyzed, stunned or otherwise incapacitated and
requires a Wisdom (Medicine) check. (DC 10). On a
success, the shard painfully merges with the creature,
which from now on has the Sacred Life racial trait.
Removing a merciful shard is much more difficult
and requires a Wisdom (Medicine) check against DC
30. Additionally, removing such a shard results in it
splintering, which sends forth a subsonic pulse clearly
audible to all colliatur within 5 miles, which usually
means that colliatur soon will arrive to investigate
what has happened.

COLLIATUR SPELLS

The following spells are available to colliatur spellcasters
at the GM’s discretion.

ALIEN SURGE

3-level transmutation

Casting Time: 1 action

Range: Touch

Components: V, S, M (gem fragments)

Duration: 1 hour

You touch the target and it temporarily is attuned to
your alien mindset, gaining the Sacred Life trait, but
also immunity to the charmed condition. Additionally,
the target is treated as a colliatur for the duration of
the spell, including control over weapons torn from a
colliatur’s body. Unwilling targets receive a Wisdom
saving throw, which is made at advantage if you and
your allies are currently fighting the creature.




GREATER ALIEN SURGE

6"-level transmutation

Casting Time: 1 action or 1 reaction, taken after
breaking off a weapon from your body with the Jack-
in-the-Limbs-feat

Range: Touch

Components: V, S, M (gem fragments, caster must use
the Jack-in-the-Limbs feat to break off 1 gp of crystal
from his body)

Duration: 1 hour

You can touch the creature to temporarily make it
look almost like a colliatur, conferring the benefits of
alien surge, but also that of your Jack-in-the-Limbs
feat to the creature touched. Tools or weapons created
by the creature touched vanish upon the spell ending,
though the exhaustion incurred by the target creature
remains.

LIGHT OF KNOWLEDGE

6th-level divination (ritual)

Casting Time: 1 minute

Range: 60 feet

Components: V, S, M (gem valued at 40 gp or more)
Duration: Instantaneous

You and all other subjects gather together in a circle
and meld minds, pooling your collective memories in
a matrix of light that exchanges information at the
speed of light. You may make a number of Intelligence,
Wisdom or Charisma-checks equal to the total number
of subjects (minimum 2). You automatically benefit
from the help action on these checks and are proficient
in any skills a participant is proficient in. You also
use the highest Intelligence, Wisdom and Charisma
modifier of the participants for these checks. There lies
danger in this melding of minds — for each check you
fail, you take 4d6 psychic damage, as your mind has
trouble reconciling the massive influx of information
and redistributing it among the participants. Colliatur
are uniquely suited for this type of information
sharing—for each colliatur participating in this ritual
beyond the first, reduce the psychic damage incurred
on a failure by 1d6.

The following spells are recommended for sorcerers,
warlocks and wizards only.

CRYSTAL EXPULSION

2nd-level evocation

Casting Time: 1 action

Range: Self (30-foot cone)

Components: V, S, M (glass shards)

Duration: Instantaneous

You open your palms and from them a spray of
dazzling, iridescent crystals spring forth. All creatures
in range must make a Dexterity saving throw. On a
failure, the crystals meld through the targets, dealing
6d4 psychic damage, or half as much on a successful
save. Creatures are never Kkilled by this spell, only
knocked unconscious.

CRYSTAL NOvA

3m-level evocation

Casting Time: 1 action or one reaction, taken in
response to being damage by a creature within 60 feet
that you can see

Range: Self (20-foot radius sphere around you)
Components: V, S, M (glass shards)

Duration: Instantaneous

You curl up or shudder for a second, before bursting
forth a dazzling explosion of scintillating light and
crystalline shards around you. All creatures within
a 20-foot-radius around you must make a Dexterity
saving throw. On a failure, the blasts of light and
crystal shards inflict 3d6 psychic and 3d6 radiant
damage, half as much on a successful save. You are
not affected by this spell. Creatures are never Killed by
this spell, only knocked unconscious.

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. You may freely
choose whether the increased damage is psychic or
radiant damage and freely distribute the d6s granted
by higher spell slots among the two damage types.

COLLIATUR
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D@DELIG

These about the
Underworld, living immortal lives of abandon and

small stone skeletons caper
casual investigation wherever they go. The only known
locale that dgdelig are sure to be found is the corpse
of the Dracoprime—a mountainous subterranean
expanse made from the draconic idol's dead body,
buried far below the surface of Aventyr. The only things
they take seriously are the uncovering of more of their
kin and avoiding the colloid, an alien entity intent on
the destruction of all undead.

HISTORY

Dgdelig are a race that were never intended by the gods
of Aventyr—their creator was the lich Udgdelig, a mad
wizard intent on preserving the legacy of undeath.
Their existence is still something of an anomaly to
the Underworld; the truth is that their entire species’
animation owes as much to the Great Schism as it does
The Confluence. When the body of the Dracoprime
fell upon the islands of the halflings during the Great
Schism, countless small folk were instantly crushed to
death under its mountainous corpse. The very marrow
of their bones was forced into the stones under the
draconic idol, simultaneously immersed in the potent
and arcane energies of its passing.

For centuries afterward their lifeless, crushed bodies
remained, mystically ingrained within the very rock.
Udgdelig was once a simple man, but came tobe one of the
first to successfully master the workings of magic before
his mortal coil ran short. His distinction as the first lich
of Aventyr did not at all go unnoticed by upperworlders
and in his haste, he fled to the Underworld sometime
after the Great Schism. For several decades he enjoyed
exploring the subterranean seas, jungles and emerging
realms, eventually settling not far from the First Hive

. Doptic

of the hoyrall, keen to see how their obvious plans for
martial domination would play out.

The Confluence changed his demeanor considerably
as the colloid arrived and threw the insectoids into
disarray. It didn't take long for Udgdelig to realize the
alien entity’s intent to destroy all undead it encountered
and he fled to the far reaches of the Underworld to
plot, scheme and develop a means to combat the
otherworldly threat or preserve his legacy. While he
managed to enact one scheme that still puzzles the
colloid to this day, the lich would never know the
success or failure of his most vital contribution to the
Underworld. Unfortunately the colloid is as persistent
as it is pernicious and the lich was ill-prepared for the
alien’s attack, left encased entirely within its form and
fighting a losing battle against its endless minions.

In the farthest reaches of the mad wizard’s
undertower, Udgdelig’'s skeletal familiar made a
surprising discovery: the skeletons of halflings were
magically fossilized within the very bedrock. Without




recourse, the lich played at a gambit that ultimately
cost him his very existence, but forever changed
subterranean Aventyr. Expending his own being
in an arcane ritual of a potency unseen since the
Progenitors, Udgdelig spread his spark of undeath to
each and every one of the halfling skeletons fossilized
by the Great Schism, binding it to the very magics that
infuse their calcified bodies. The colloid was largely
confused by this final tactic employed by Udgdelig, but
as the most powerful undead foe the alien had ever
seen, the unusual strategy did not seem so impossible.
Besides, it instantly found hundreds of undead
souls to destroy, created as a byproduct of the lich’s
desperate attempt to escape. The otherworldly creature
continues on through the Underworld, undaunted by
the few dedelig it encounters (if it notices them at all;
the clever skeletons are able to fool it briefly, often just
long enough to hide and escape).

While dgdelig only very rarely remember any part
of their life before transforming into undead, they
are much like the mortal halflings they once were.
Jovial, adventurous and well-suited for traveling the
Underworld, these small, intelligent skeletons have
become increasingly common across subterranean
Aventyr not too long after The Confluence. They are
reckless, fearless, and durable despite their size, but
penultimately concerned with entertaining themselves.

Their settlements are likely to sprout anywhere—
literally; it is said that the Dracoprime’s fall and the
energies dispersed by its destruction flung debris
(and settlements) all across Aventyr, each imbedded
deep within the earth by the gargantuan inertia that
carried them through the sky. The chief concern of the
dgdelig is the preservation of their kind, leaving them
to be surprisingly martial when there is a demand for
it and encouraging them to search for their kin with
regularity as they wander the Underworld.

PuysicAL DESCRIPTION

Dgdelig are identical to halfling skeletons, save that they
are not made of bone. Their bodies are composed of
variously colored stone writhing with a dark blue hue of
the magical energies that sustain them. A dgdelig’'s body
is made of whatever stone its skeleton was once encased
within, a byproduct of the marrow they once had centuries
before and the mystical powers enacted upon it.

SOCIETY

Loyal to one another without exception, dgdelig value the
life of each and every member of their race as if it were
their own. The devotion dgdelig show to one another
creates tightly-knit social groups that ensure the safety
of their settlements. Despite their light-hearted natures,
they are instinctively aware of the massive danger the
colloid poses to them all and are woe to ever drop their
guard lest it destroy them and their kin.

Once halflings, their love of surprise, pranks, and
merriment surprises none, but upperworlders often find
them off-putting. Nonetheless, musicians and artists
from both Upper- and Underworld show particular
reverence for their much sought after talents.

RELATIONS

Initially it is hard for members of any race to befriend the
dgdelig—save the enlightened and the necromancers, most
of the peoples in Aventyr react poorly to undead, intelligent
or not, but the dgdelig themselves are often quite amicable,
even if their appearance does engender fear.

ALIGNMENT AND RELIGION

Dgdelig take after the essence of the soul that granted
them a second chance at existence and are Chaotic
in the main. The dgdelig are not sure how they came
to be or what they ought to worship, and pay tributes
to deities determined by whim more than anything
else. Still, some find a kinship in the Dark Governess,
Nearru, becoming clerics or warlocks in her name.
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ADVENTURERS

Becoming an explorer is a required obligation placed
upon every degdelig as soon as they are freed from
entombment. The remains of the traveler’s blood still
haunts their stone bones, but more importantly, all
dedelig are charged with uncovering more of their kin
in the Underworld. Once one is found, more are certain
to be nearby and every undead settlement carries the
name of its founder and savior in respect. While they
might not excel as warriors or barbarians, dgdelig are
suited for any spellcasting class and are exceptional
rogues or—very rarely—monks.

NAMES

Dgdelig don’t really identify very strongly with gender,
and both “sexes” use the same names; Cain, Dack,
Gazz, Herbet, Irk, Jurgen, Kynt, Lim, Xot, Ziz.

AGE

Dgdelig are undead and effectively immortal; they do
not accrue age bonuses or penalties.

DoDELIG COMMUNES

The free spirited, boisterous nature the dgdelig once
knew as living beings persists with them still. While
it might be an initially disturbing experience, once an
upperworlder has spent a little time around dedelig,
their frightening undead appearance becomes less
noticeable. What their settlements do and how they
run, however, often leave travelers mystified for quite
some time after their departure. All dgdelig societies
have a militaristic bent and artistic drive to entertain;
sometimes these two qualities are in balance, but
often times one overtakes the other. Some dgdelig
communes are rampant parties that last all day,
night, week and month (if they ever stop at all) while
others are like massive thespian colleges, far unlike
their highly codified, strictly artistically segregated
counterparts. These latter settlements have become
obsessed with uncovering the complete origins of their
race and seeing the dgdelig propagate across Aventyr,
sometimes at the cost of their living kin. Halflings and
gnomes must remain wary of some dgdelig communes;
a successful Intelligence (Religion) check (DC 20) is
enough for them to realize whether or not they too
might soon lose their lively qualities.

D@DELIG

D@DELIG RACIAL TRAITS

Your dgdelig character counts as a halfling for
purposes of race, with the obvious difference of also
being undead.

Ability Score Increases. Your Charisma and
Wisdom scores increase by 1 and your Dexterity score
increases by 2.

Age. Dgdelig do not really age, due to their undead
nature. The product of powerful magics, they are
effectively immortal and do not age or die due to
natural causes.

Alignment. Much like their living kin, dedelig are
cheerful and generally kind. Dgdelig gravitate towards
the chaotic alignment and, surprisingly for undead,
most tend to be either neutral or good.

Size. Dgdelig stand between 2 feet, 7 inches and 3
feet, 8 inches. They weigh about 16 — 20 pounds on
average. Your size is Small.

Speed. Your base walking speed is 30 feet — dgdelig
are surprisingly agile for their size.

Condition Immunity. As an undead skeleton,
you are immune to the poisoned and exhausted
conditions.

Harmed by Running Fresh Water. Fresh water
dissolves some essential salt involved in keeping your
body together. You take 20 acid damage if you end
your turn in running fresh water. Exposure to rain
or similar weather usually does not have this effect,
unless it’s really pouring, and neither are you harmed
by submersion in an ocean or salt water. (Subject to
GM’s discretion. )

Light Blindness. Abrupt exposure to bright light
blinds you for 1 round.

Radiance Vulnerability. Due to your undead
nature, you suffer from vulnerability to radiance
damage.

Skeletal Resistance. You are an ossified halfling
skeleton. You gain resistance to necrotic, piercing and
slashing damage.

Skeletal Vulnerability. Due to your skeletal body
and the lack of cushioning flesh, you are vulnerable
to impacts. You suffer vulnerability to bludgeoning
damage.

Stone Body. Unlike other skeletons, dgdelig consist
of ossified bone — whenever you are subject to a
spell or effect that affects stone, it compromises the




magics that keep you alive. Whenever you are subject
to such a spell, you take force damage equal to the
spell’s level or HD of the creature generating the
effect times d6.

Sunlight Hypersensitivity. A dgdelig takes 20
radiant damage when it starts its turn in sunlight.
Your radiance vulnerability does not apply to
this damage, though. While in sunlight, you have
disadvantage on attack rolls and ability checks.

Superior Darkvision. Seeing the world through
ossified eye-sockets, you have superior vision in
dark and dim conditions. You can see in dim light
within 120 ft. of you as if it were bright light, and
in darkness as if it were dim light. You can’t discern
color in darkness, only shades of grey.

Undead Immunity. As an undead halfling, you
lack the physiology to be affected by poison. You
are immune to poison damage and the poisoned
condition, unless the poisons or effects explicitly
state that they affect undead as well. Additionally,
you have resistance to necrotic damage.

Undead Nature. As a skeleton, a dgdelig doesn’t
require air, food, drink, or sleep.

Languages. You can speak, write and read
Common, Halfling and Undercommon.

THE MIRTHFUL
MARIACHI

(BARD COLLEGE)

Bards of the mirthful mariachi “college” (the art is
almost never actually taught and comes naturally
to most practitioners) feel the droning and vibrating
rhythm of the underworld in the strings of their
guitars. In love with both their ranged expertise,
scouting and the melodies they use to bring the tunes
of their strange home to life, these bards are tinkerers
and vagabonds, blending their expertise with ranged
weapons with a keen ear and a wide smile.

BONUS PROFICIENCIES

When you join the mirthful mariachis at 3rd level, you
gain proficiency with 1 skill of your choice as well as
ranged, simple, and martial weapons.

CROSSOVER OF DESTRUCTION

Also at 3rd level, you learn to tinker with ranged
weapons. You may, with a day’s work, combine an
instrument you are proficient with and a ranged
weapon you are proficient with. You can make horn-
bows, violin-slings, guitar-crossbows or any other
combination you can think of. The combination retains
the properties of the ranged weapon and is known as
a crossover weapon. You are automatically proficient
with the resulting crossover weapon, though all other
creatures suffer disadvantage when trying to use your
modified instrument. Additionally, when firing this
weapon, you do not gain disadvantage for firing at long
range and gain your Charisma modifier as a bonus to
the attack roll to hit your targets.




CROSSOVER CRAFTING

The mirthful mariachi at 3rd level learns all the
necessary tricks to craft, maintain and sometimes
repair his crossover weapons. Crafting requires
material costs, skill proficiency with the item in
question, a crafting place, and time. Depending on the
environment you are in, certain modifications may not

be possible.

SUBTERRANEAN SONG

Starting at 6th level, you become so attuned to the
melodies of the wind surging through the caverns, the
dripping of water and the rumble of the earth that
you become practically impossible to take by surprise,
as you can unconsciously read even the minutest
modifications of the melody you perceive. While in
the underworld, you gain advantage on your first
attack in every combat and you cannot be surprised.
Additionally, you do not suffer from disadvantage when
attacking with your combined music instrument/
ranged weapon when only 5 feet from an enemy.
Finally, you can expend a bardic inspiration die to
completely silence a ranged attack you execute with

your CroSsover weaporm.

IMPROVED CROSSOVER CRAFTING

Also at 6th level, you have learned to craft quicker and
more efficiently. You craft or repair twice as much

as usual per workday of downtime. Additionally, you
may spend time during a long rest to craft 2 x your
Charisma modifier pieces of ammunition for your

Crossover weapormn.

HAIL OF MISSILES

Starting at 11th level, you may use your crossover
weapon to blast a hail of missiles at enemies. You
may either make an Attack action twice, instead of
once, when attacking with your crossover weapon.
Alternatively, you may fire up to your Charisma
modifier projectiles at foes within range, but you suffer
from disadvantage on all attack rolls when you do and
are stunned in the round following this use of the Hail
of Missiles feature.
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Can | have that with firearms, please? 1

It should be pretty evident that the mirthful
mariachi was intended as a tribute to the trope
of the Wild West mariachi with gun/instrument
hybrids. Not all GMs enjoy firearms in their
game, though, and the SRD does not feature
firearms as something existing by default. For
your convenience, here are tried and tested
firearm rules for use with the mirthful mariachi!

GENERAL FIREARM
RULES

Ammunition. The ammunition of a firearm is

b

destroyed upon use, cannot be salvaged and has the
specified range of the respective weapon.

Broken. When a critical miss is made with a firearm,
there is a chance of jamming and mechanical failure.
Upon rolling a critical miss, the wielder must succeed
a DC 10 Intelligence saving throw to try to fix the
problem quickly. On a failed save, the firearm gains
the Broken condition until repaired. When a firearm
has the Broken condition, all attacks made with it
suffer from disadvantage on attack rolls until time is
spent repairing the firearm.

Capacity. Each firearm has a Capacity to hold a
number of bullets before requiring a reload. This is
denoted by the firearm’s Capacity rating.

Maintenance. Each day, during a long rest, the
character must spend a minimum of 1 hour cleaning
and maintaining the firearms carried. Failure to do
so means that the firearm automatically receives the
Broken condition on a natural roll of 1 or 2 when the
firearm is used. A character can maintain a maximum
number of firearms this way equal to his Intelligence
modifier, minimum 1.

Loud. All firearms generate a thundering blast that can
be heard up to 300 yards away. Creatures that are only
100 yards away can pinpoint the direction of the gunfire.

Proficiency. Unless otherwise noted, proper use
of these firearms is more complex than the ones we
are used to. Hence, they are classified as one- or two-
handed martial ranged weapons, respectively.

Rate of Fire. Most firearms that can be encountered
in the quasi-Early Modern Period can only fire one or
two bullets before requiring a reload. However, in a




FIREARMS AND ASSOCIATED EQUIPMENT

Name Cost Damage Weight Properties Capacity
Pistol 75 gp 1d6 piercing 2 1bs. Ammunition (range 45/135), Reload 1
Arquebus 120 2d6 piercing 7 1bs. Ammunition (90/300), Reload, Two-handed 1
gp
Musket 200 2d10 piercing 8 lbs. Ammunition (90/600), Reload, Targeting, 1
gp two-handed
Single Action 550 2d6 Piercing 3 1bs. Ammunition (45/135), Reload, Fire Rate 6
Revolver gp (Burst)
Shotgun 300 2d8 piercing 7 1bs. Ammunition (30/90), Reload, Fire Rate 1
gp (Spread), Two-handed
Ammunition 10 gp — — Box with a quantity of 100 bullets and —
requiring materials to fire them
Ammunition 15 gp — — Box with a quantity of 50 shotgun shells —

and associated materials to fire them

fantasy environment, there is no reason why firearms
with a larger rate of fire than single shots shouldn’t
exist. We have thus included rules for other rates of
fire in the variant rules below.

Reload. Each firearm holds a different amount
of ammunition, as denoted by the Capacity value of
the firearm. Reloading a firearm once its Capacity is
emptied takes an action during combat.

Targeting. When firing a weapon that requires
targeting, an action is required to be spent aiming, and
reloading the weapon. This sets movement to O ft. The
weapon can thereafter be fired on the next turn and
after that, the wielder may move normally once again.

RATES OF FIRE

Single Shot.
ammunition per round. This is the assumed default

The weapon fires one piece of

and unless otherwise noted, all weapons are assumed
to be capable of delivering single shots.

Burst. The weapon can fire short bursts, improving
its damage. A burst consumes at least 3 shots of
ammunition, but allows you to increase the damage
inflicted on a successful attack by an additional
damage die. A revolver would deal +1d6 damage, for
example, while a repeating shotgun would theoretically
deal + 1d8 damage.

Spread. Weapons with the spread property allow
the wielder to affect more than one creature or object
per shot, but only at normal range. When firing this
firearm, any creatures adjacent to the target must make

a Dexterity saving throw (DC = 8 + wielder’s proficiency
bonus + wielder’s choice of either Intelligence or
Dexterity modifier) or take damage equal to one die
step lower than the base damage die of the firearm
used. A firearm with a base damage of 2d6 would for
example deal 1d4 piercing damage from the shrapnel,
while a firearm with a base damage of 2d8 would deal
1d6 piercing damage due to shrapnel.

Automatic Fire. Instead of shooting at a single target,
weapons with this rate of fire property can target a 10-
foot cubic area within long range with bullets. Every
creature in that area must succeed a Dexterity saving
throw (DC = 8 + wielder’s proficiency bonus + wielder’s
choice of either Intelligence or Dexterity modifier) or
suffer the damage of the attack. Creatures take no
damage on a successful save. Targets have advantage
on their saving throw if the distance is equal to or
greater than the weapon's normal range. An attack
with an automatic fire weapon consumes at least 10
shots worth of ammunition.

VARIANT RULES

Particularly if you wish to emphasize the increased
potency, but also risk, involved with firearms, here are
some additional rules:

Unstable. The wielder of this firearm, suffers a
catastrophic mishap on a natural 1 (or 2, for more
experimental firearms). Treat the wielder as though he
had just been shot, as the firearm explodes and gains
the Broken condition.

D@DELIG
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Lethal (Exploding Dice). Reroll any maximum
number rolled on a given firearm’s damage die and
add it to the total tally. This can result in ridiculous
damage and truly cheer-worthy moments, but it also
renders the game more volatile. It is recommended
to offset Lethal (Exploding Dice) with Unstable to
maintain the risk/reward ratio.

D@DELIG FEATS

DRY RAMBLER

Prerequisite: Dadelig

You are one of the dgdelig reaching for the sky—literally.

As such, you have developed some resistance to sunlight

and running water. You gain the following benefits:

+ You may spend up to an hour per day in direct
sunlight without suffering the effects of your Sunlight

Hypersensitivity. You may spend an additional hour in
sunlight without repercussion per two hit dice you have.
» You lose Light Blindness.
« You only take 10 acid damage from fresh water.

FORGIVING CHEEKBONES

Prerequisite: Dadelig

Your ossified form is slightly less skeletal than your

fellow dgdelig. You gain the following benefits:

+ You have advantage on skill checks made to convince
others that you are in fact a living halfling, child or gnome.

« You gain tool proficiency with disguise kits. If you
already have tool proficiency with disguise kits, you
instead add twice your proficiency bonus to ability
checks made to create disguises.

FREEZE

Prerequisite: Dadelig

Lacking the requirement to move, eat or breathe, you

can freeze in place, blending in almost perfectly. You

gain the following benefits:

+ Whileyouremainmotionless, youareindistinguishable
from a statue. Even close examination does not give
you away, though attacking you obviously causes pain
and may cause you to give your true nature away.

« You gain proficiency in Dexterity (Stealth) checks.
When you try to hide in a subterranean environment
or against a backdrop of unworked rock, your ossified
bones blend right in, granting you advantage on
Dexterity (Stealth) checks.

LASTING VANITY

Prerequisite: Dgdelig, Forgiving Cheekbones

Your insistence on holding on to life and its virtues pay

off. You gain the following benefit:

« Halfling Form. You may assume the appearance
of a single halfling. You decide what you look like,

weight,

sound of your voice, hair length, coloration, and

including your height, facial features,
distinguishing characteristics, if any. You can use
your action to switch between your halfling form and
your true form.

« While in halfling form, you do not suffer from
Sunlight Hypersensitivity.




D@DELIG EQUIPMENT

Dgdelig have access to the following equipment.

D@DELIG INSTRUMENT BANDOLIER

Price: 50 gp, Weight: 2 Ibs.

Cheerful and full of mirth, the dgdelig enjoy bringing
some music to their fights. Unfortunately, not everyone
seems to agree and thus, this invention was born. The
bandolier features a selection of semi- elastic straps that
are tautly attached to an instrument as well as to up to
two light melee weapons. The dgdelig make perfect use
of their skeletal nature and wire these straps through
their ribcages to properly set them up—only dgdelig
can use a dgdelig instrument bandolier. As a reaction
to an enemy moving or attacking, a dgdelig wearing
these straps can let go of her instrument, making it
flip to her bandolier, sheathing it, as well as drawing
up to two weapons. Similarly, a dedelig may let go of
the weapons and thus draw her instrument. Pulling
the straps of the harness properly taut requires 1
minute of uninterrupted preparation. A bandolier can
be used 10 times before its straps need to be drawn
taut again. Using a bandolier to draw or sheathe
weapons or instruments does not provoke opportunity
attacks. The straps have a damage threshold of 2, 10
hit points each, and a bandolier that loses one strap
is considered to be broken. A bandolier that loses two

straps is destroyed.

BONE XYLOPHONE

Price: 600 gp, Weight: 6 1bs.

This instrument has two metal stands that fold out
and two leather straps to wear around the shoulders.
A descending series of bones lay parallel to one
another, each emitting a different, eerie sound when
struck. Bone xylophones are made from the bones of
destroyed dedelig, and every musical note from one of
these unique musical instruments resonates with the
primal magic of their race. A dgdelig proficient with
using these xylophones adds +2 to his proficiency
bonus to make ability checks with this instrument.

OBSIDIAN BULLETS

Price: 10 sp, Weight: —

These stones are little more than ideally sized obsidian
shards. Throwing or loading a weapon with an obsidian
bullet deals 1 point of slashing damage if the wielder
is not wearing a gauntlet or happens to have no skin
to cut, like a skeleton or dgdelig. An attack with an
obsidian bullet deals slashing damage on a successful
hit and adds +1 to the damage roll.

D@DELIG MAGIC ITEMS

CHARM OF VITAL INFERENCE

Wondrous item, uncommon (requires attunement)

This grisly collection of mummified fingers is always
hidden from sight by its users. The preserved digits
are from five different humanoids, all of varying races
and ages, and each fingernail seems to contain within
an endless abyss. Any creature wearing a charm of
vital inference has their aura suppressed, making
them immune to the detect good and evil spell.

D@DELIG BONE CHIME

Wondrous item, very rare (requires attunement)
This collection of bones seems to hang from its handle
on invisible strings.

When played by a character proficient with a musical
instrument (an action each turn), all creatures within 30
feet of the wielder must make a DC 15 Wisdom saving
throw or be compelled to do nothing but dance for 1 round.
Melee attacks against dancing creatures gain advantage
and dancing creatures do not gain the benefits of shields
and suffer disadvantage to Dexterity saving throws.
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D@DELIG BONE TOKEN

Wondrous item, uncommon (requires attunement)

This diminutive bone digit hangs from a simple black
leather cord. On the tiny token is an extremely minute,
detailed scrimshaw of a mage raising numerous
skeletons. The owner of a dedelig bone token may cast
detect dgdelig 3 times per day.

GROUND D@DELIG REMAINS

Wondrous item, common

In the unfortunate (and not uncommon) occurrence
that a dgdelig is crushed to the point of destruction,
their remains are of great value to their brethren. When
dispersed across an object or creature of Medium size (1
Ib. worth), ground dgdelig remains completely suppress
any magical auras present on them without inhibiting
the magics themselves. This effect lasts for a number of
days equal to half the dead dedelig’s hit dice.

D@DELIG SPELLS

The following spells are available to dgdelig spellcasters
at the discretion of the GM.

DETECT D@DELIG

1st-level divination (ritual)

Casting Time: 1 action

Range: Self

Components: V, S, M (gem valued 50 gp or more)
Duration: Concentration, up to 10 minutes

You cast the one spell developed by the dgdelig as a pure
necessity and survival requirement for their race as a
whole. Your eyes begin to glow and your sight extends,
looking for your trapped brethren. For the duration of
this spell, you know if there is a dgdelig within a 120-
ft cone emanating from your eyes, seeing a faint aura
around any visible creature that is a dedelig. Unlike
similar magic, the spell can penetrate most barriers,
but 1 foot of stone, 1 inch of common metal, or 3 feet
of wood or dirt only impedes it. For every foot of stone,
inch of metal, or 3 feet of wood blocking a detect dadelig
spell, reduce its range by 5 feet.

HISTORIC RESEMBLANCE

2d-level abjuration

Casting Time: 1 action

Range: Self

Components: V, S, M (piece of skin tissue)
Duration: Concentration, up to 1 hour.

For the duration of this spell, treat your type as though
you were a normal halfling for the purposes of spells
and magical effects like detect undead, being capable
of using specific magic items, etc. When the duration
of this spell ends, any halfling type dependent spells or
effects that are active on you immediately end.

The following spells are recommended for clerics,
druids, wizards, and sorcerers only.

D@DELIGATION
3rd-level transmutation
Casting Time: 1 action
Range: Touch
Components: V, S, M (boots sized for a Medium creature)
Duration: 1 hour or until dispelled
As part of the casting of this spell, you join the bodies
of yourself and two other undead creatures (either
dgdelig, Small skeletons or Medium skeletons). Your
size increases to Large, granting you advantage on
Strength checks and Strength saving throws, 3d10
temporary hit points, and your melee attacks deal
an extra 1d8 damage of the type your attack usually
inflicts. The other two creatures formed into your body
have heads that poke out on either side from you and
if capable of speech, may speak freely, but can take
no other actions. If you are dropped to O hit points
or less, the spell immediately ends and the two other
creatures appear beside you, completely unharmed.
At higher levels. When you cast this spell using a
spell slot of 7th level or higher, you may join with six
other creatures to increase your size to Huge. You gain
advantage on Strength checks and Strength saving
throws, 6d10 temporary hit points, and your melee
attacks have 10-foot reach and deal an extra 2d8 damage.

D@DELIGIZATION

7"-level transmutation

Casting Time: 1 action

Range: Touch

Components: V, S, M (a diamond worth 3,000 gp)
Duration: Permanent

This extremely potent spell is known to only a very few
dgdelig, and for good reason; with one casting, you
can permanently transform a normal, living, breathing
halfling into a dgdelig. The affected halfling loses all
halfling traits, gaining instead dgdelig traits. This
transformation is permanent. You need to make a melee
spell attack to hit unwilling targets and unwilling subjects
may resist this spell with a Wisdom saving throw.

DgpELIG
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DRAAKI

The draaki were once a proud race of enchanted beings
that ruled over the Underworld without peer, taming
even the great dragons. Their entire species, however,
came to a calamitous end and were transformed in a
disastrous series of events that took them from the
heights of power to the depths of negligence, their
civilizations gone and their peoples reduced to a
nomadic existence in the endless caves of Aventyr.
The draaki’s strong resemblance to their former slaves

- grants them formidable abilities, but also marks them

to other underworlders as the failed race, considered

‘weak and ripe for abuse.

HiSTORY

Now long forgotten, the true originator race of the
Ruins of the Rift still trace their power and influence
throughout the Underworld. From the drow to the
dwarves, all of the subterranean civilizations were
affected by the Progenitors, for it was they who tamed
the many primal dragons that kept their lairs below
the surface. Using arcane magics long forgotten to
all of Aventyr, they subjugated the primal dragons
to their will, using them to carve out entire regions
for colonization, re-route the thousands of magma
flows throughout the stone and destroy thousands
of the untold prehistoric monsters that once roamed
the countless caverns miles under the surface. This,
the Grand Sculpting, made the Underworld into what
it is today. Their obsession with the primal dragons
eventually became the originators’ undoing.

In an intricate plan that crossed the span of
centuries before reaching fruition, the draconic slaves
enacted their revenge. Promising far greater powers
and abilities, one of each of the primal dragon types
offered up their soul to the Progenitors in a ritual that
would transform every member of their race. This
carefully planned and perfectly manipulated ruse
instead revoked the powers that once allowed them
to bind and control the primal dragons, transforming
each of their species into a strange amalgamation of
reptilians that only barely resembled their supposed
creators: draaki. Baffled, caught largely unaware
and temporarily sapped of strength and will by their
transformations, they proved to be no match for the
freed primal dragons, which quickly fled into the
Underworld to recoup their strength—or so it seemed.
Meanwhile, the terrifying true threat hatched by the
primal dragons began to stir and the Dracoprime
gathered strength.

Hours after the disastrous calamity, the draaki were
thrown into total disarray as the mountainous creature
began to rise from the depths, crafted over hundreds

of years by thousands of dragons, hidden from the

Progenitors by the gitwerc, it instantly destroyed most
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of their civilization-as it rose from the Underworld.
With little recourse the high mages of the draaki that
remained enacted a ritual that called out a plea which
shook the Planes, killing each instantly as a buzzing,

resonating voice answered their desperate cry for help.

The Dracoprime’s skull instantly erupted with
thousands of small insectile humanoids— the hoyrall—
and the immediate threat to the forever cursed draaki
came to a quick end.

The primal dragons, however, were not even close
to sating their thirst for vengeance (and in truth,
they never will be) and they did not rest long after the
destruction of their idol. The subterranean civilizations
of the draaki quickly fell to the claws of their former
slaves and eventually the reptilians retreated into
The Rifts, their scant sorcerers and high enchanters
enacting one final ritual to grant their people solace
against the draconic menace.

In the hollowed out magma tunnels below the Fungi
Forest, the Draaki Caverns, they have lived peacefully
for centuries and only the bravest and most inquisitive
of the primitive tribes sets out into the Underworld
(and their return is a rare and celebrated event. ) The
draaki have five distinctive subtypes, each emblematic
of one or another trait belonging to underworld
dragons. Traditionally they have gotten along, but the
numbers of the draaki are swelling and tensions rise
as game grows scarce and the need to expand into
the Underworld grows. They once had the ability to
assume the shape of any humanoid (as a dragon does)
but became so complacent with impersonating the
nearby drow of the emerging Holoth that now they can
only assume the form of a dark elf.

PHysicAL DESCRIPTION

: ~ These reptilian humanoids stand a head higher than
‘a man but are truly much taller from toes to snout,
- craning their thick necks forward in a constant stoop.

Their bodies are exceptionally powerful and graceful,

- and they have a surprising magnificence granted by a

potent echo of their former grand presence.

SOCIETY

The draaki each have different cultural traditions
reminiscent of the practices of tribute they were once
made to pay to their former draconic slaves as tensions
between each dispersed. Reaching adulthood is an
event celebrated by the entire settlement, as the many
dangers of the Underworld still prey on the draaki
for their ancestral doings, even if their former slaves
have abated. Survival and martial disciplines thrive,
and they greatly value any member with the magical
talents they all once possessed.

RELATIONS

First and foremost, the draaki are paranoid—many
underworlders still bear them ill will and their suffering
never seems to end. This overriding instinct to remain
paranoid serves them well, however, and they continue
to survive despite their tribal practices and lack of
proper civilization. Using their ability to blend as
drow, they move about the society of the Underworld
and trade the valuable ores they find emerging in the
decaying bedrock for weapons, tools and goods they
cannot produce on their own. The draaki’s natural
presence gives them an advantage in this charade
and they are raised to be deceitful about their true
identities. When found out they become skittish and
fearful, but when their trust is fully gained they prove
to be capable allies well-versed in the dangers of the
Underworld.

ALIGNMENT AND RELIGION

While they aren’t all of Chaotic alignment, most draaki
tend to be. Whether they abandoned their gods or if
they themselves were abandoned, they don’t worship
any specific deity, though draaki particularly value
both community and nature.




ADVENTURERS

Draaki adventurers are more likely to be exploring
Aventyr by necessity rather than a desire to do so. Still,
once they've ignited their inner passion for dominating
the Underworld, it is difficult for them to stay in place

for too long. The draaki make phenomenal sorcerers or
warlocks and although extremely rare, paladin draaki
are legendary in their prowess.

NAMES

Male Names: Getzrai, Lyrvak, Kortehn, Retzgar,
Saygwyk, Verja

Female Names: Aslaug, Gro, Oydis, Pernille, Rygna,
Sunyyva

DRAAKI Axp THE UNDERWORLD

Draaki are universally disliked for the part they once
played in the unfolding of the Underworld and left
lacking in sense by the Progenitor’s dramatic call to the
reaches of the cosmos. They are a suspicious people,
equally feared and preyed upon by others, leaving
them to value strength above all else. Tribal leaders
are often the most physically powerful, though some
are usurped by potent spellcasters and particularly
clever, underhanded dissenters. Their cultures all still
practice rituals once meant to appease the dragons that
plagued them; sometimes these can be exceptionally
dangerous to the unwary, and travelers that succeed
on an Intelligence (Arcana) check (DC 20) recognize
the telltale signs of practices that spell trouble for
foreigners when they approach a draaki settlement.

DRAAKI TRAITS

Your draconic heritage manifests itself in a variety of traits
that you share with the dragonborn base race. However,
you have a different assortment of inborn abilities, gaining
draaki traits instead of dragonborn traits.

Ability Score Increase. Your Strength score
increases by 2 and your Charisma score increases by 1.

Age. Young draaki grow quickly. They walk hours
after hatching, attain the size and development of a
10-year-old human child by the age of 3 and reach
adulthood by the age of 15. Draaki can reach ages of
up to 104 years.

Alignment. Draaki tend towards extremes, often
making a conscious choice towards one side in the

DRraAkI

eternal cosmic battle. Draaki generally gravitate
towards chaotic alignments.

Size. Draaki are taller and heavier than humans,
standing well over 6 feet tall and averaging almost 250
pounds. Your size is Medium.

Speed. Your base walking speed is 30 feet.

Darkvision. Accustomed to the endless caves, 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 color in darkness, only shades of gray.

Drow Form. Each draaki can assume the appearance
of a single drow. You decide what you look like,
including your height, weight, facial features, sound of
your voice, hair length, coloration, and distinguishing
characteristics, if any. You can use your action to
switch between your drow form and your true form.

Sunlight Sensitivity. You have disadvantage on
attack rolls and on Wisdom (Perception) checks that
rely on sight when you, the target of your attack or
whatever you are trying to perceive is in direct sunlight.

Languages. You can speak, read and write Common
and Draconic. Draconic is thought to be one of the
oldest languages and is often used in the study of
magic. The language sounds harsh to most other
creatures and includes numerous hard consonants
and sibilants.

Draaki Heritage. You have a draaki ancestry
derived from the primal dragons your people once
subjugated. Choose one ethnicity of draaki from
the Draaki Heritage table. See below for a detailed
explanation of each heritage ability.

DRAAKI HERITAGE

Breath Weapon. You can use your action to exhale
a destructive line or cone of energy. When you use
your breath weapon, each creature in the area of
the exhalation must make a Dexterity saving throw.
The DC for this saving throw is equal to 8 + your
Constitution modifier + your proficiency bonus. A
creature takes 2d6 damage on a failed save, half as
much on a successful one. The damage increases to
3d6 at 6th level, 4d6 at 11th level, and 5d6 at 16th
level. After you use your breath weapon, you can’t use
it again until you complete a short or long rest.

Abbsins Tail. You can use your tail as a weapon to
attack foes. Melee Weapon Attack: 1d8 + your Strength




TABLE: DRAAKI HERITAGE

Subtypes Breath Weapon Breath Weapon Other Abilities Draaki
Damage Type Shape Resistance
Abbsins have dark scales and long, — — Abbsins Tail Necrotic

powerful tails reminiscent of their
umbral heritage.

Graldrin, the magma-dragonkind Fire 5 by 30 ft. line — Fire
related draaki, are tinged red or orange (Dex, save)
and breathe a potent line of fire.

Kastrik have blue and green scales Acid 15 ft. cone (Dex, — Acid
resembling brine dragons and are save)
capable of breathing cones of acid.

Prulan, the cloud dragonkind of Lightning 5 by 30 ft. line — Lightning
the draaki, are tinged with white or (Dex, save)

other light colors and breathe lines

of lightning.

Yuralith have scales that are highly — — Yuralith Wings Radiance

reflective and bear vestigial wings,
resembling their crystalline ancestors.

modifier, reach 10 ft., one target. You are proficient with BREATH OF THE DRAAKI

your tail. A creature hit must succeed on a Strength . quisites: Graldrin, Kastrik, Prulan

Eenxdterity saving throw {(DC='8 t your)Strength. of Your powerful lungs can create their devastating

Dexterity medifier + your proficiency bonus). On a breath more often. You gain the following benefits:

failcd save, it falls prone. « You increase the damage dice of one of your breath

Yuralith Wings. By flapping your wings, you can weapon by +1d6. If you have more than one draaki

slow your descent to 60 feet per round. You do not breath weapon, you may reassign to which this

take falling damage and land on your feet. If you are bonus applies after a short rest

incapacitated, paralyzed or petrified before reaching You may breathe all your breath weapons in either a

the ground, you begin falling normally. 15 ft. -cone or a 5 by 30 ft. -line

Damage Resistance. You have resistance to the | You may use your breath weapon up to your

i R ocla L edii ey e gk RHeH Tk Constitution modifier additional times before requiring
a short or long rest to recharge. If you also have the

D R A A I{I FE ATS Wyrmblooded Paragon feat, you may freely distribute

these additional uses among your breath weapons.
The following feats are available exclusively to draaki.

DRAAKISTORIAN
You have studied extensively the tales told by the

ABBSINS PLIABLE TAIL

R iLies: Abbsins Tuil draaki shamans. You gain the following benefits:
You have learned to use your tail in combat. You gain
the following benefit:

« You can attack an additional time with your tail

« Increase your Intelligence score by 1, to a maximum of 20.
« You learn two languages of your choice.
+ You can spend 5 minutes telling anecdotal allegories

whenever you take the attack action on your turn. of draconic wisdom, shoring up the resolve of your

allies to fight. When you do so, choose up to 6 friendly
DRAAKI
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creatures capable of understanding you (this can
include yourself) within 30 feet of you. Each creature
may thereafter reroll their weapon’s damage dice
once within the next 5 minutes. A creature can only
benefit from this use of the feat once per day.

TRUE DRAAKI

Prerequisites: You must have taken the Wyrmblooded

Paragon feat 4 times, gaining all draalki subtypes.

You have unlocked the true potential of the draaki

race, exhibiting all traits of draaki-kind. You gain the

following benefits:

» You may, as a reaction to taking damage to which you
are resistant due to your draaki subtypes, tap into your
inner reservoirs of strength and expend a use of a breath
weapon whose energy damage corresponds to the
damage you've taken. If you do, you negate the damage
and become immune to the damage type for 1 minute.

« You increase the damage dice of all your draaki
breath weapons by +1d6.

WYRMBLOODED PARAGON

You have ingested strange concoctions and lived
among different types of draaki, regaining some of the
erstwhile splendor of your race. You gain the following
benefits:

« Choose one subtype of draaki to which you currently
do not belong from the Draaki Heritage table. You
gain the Breath Weapon or Other Abilities of the
draaki subtype as well as their Draaki Resistance.
You now are treated as belonging to both subtypes
of draaki.

+ You may use each of your breath weapons, if you
have one breath weapon or more, one additional
time before requiring a short or long rest to recharge.

« You may take this feat multiple times. Each time you
take it, you choose another draaki subtype, gaining
the benefits associated. The effects stack.

YURALITH FLIGHT
Prerequisites: Yuralith Wings, 8th level

You have trained hard and may now take flight with
your vestigial wings. You gain the following benefit:
» You gain flying speed equal to twice your base speed.

DRAAKI EQUIPMENT

Draaki have access to the following equipment.

DRAGONBONE

Price: +600 gp Weight: 20 lbs.

Venerated by the draaki tribes, items made from the
bones of the powerful beasts they once enslaved have
lasted the ages and are carried by their elders with
pride and distinction. Some are said to know of hidden
graveyards where ancient stores of the valuable material
were kept by the Progenitors, but the appearance
of a new dragonbone in a draaki settlement is a rare,
celebrated occurrence. By selecting only choice bones,
a weaponsmith can produce one simple or martial
weapon for a creature two sizes smaller than the dragon,
two simple or martial weapons for creatures three sizes




smaller than the dragon, or four simple or martial
weapons for creatures four sizes smaller than the
dragon. A weaponsmith may produce twice that
amount of weapons with the light property, half that
amount of weapons with the heavy property. In
each case, enough bone is available to produce 4
at least a single light or medium weapon per {""
difference in size category, provided that the v
dragon is Medium or larger.

Dragonbone weapons that deal slashing .
or piercing damage deal 1 additional point of
damage of their type on a successful hit
(this damage multiplies on a critical
hit). If the dragonbone comes from
a dragon that had immunity or
resistance to an energy type,
the wielder may spend 1 Hit
Die from his available Hit
Dice to regain hit points upon
resting to temporarily rekindle
the power of the dragonbone.
If he does,
weapon’s damage type changes

the dragonbone

to the energy associated with the dragon
from which it was carved. Because dragonbone

weapons aren’t made of metal, druids can use ‘!_Q‘: !

them without penalty.

Dragonbone weapons cost three times as
much as much as metal weapons of that type, plus
the cost above, but it takes no longer to make than
ordinary weapons of that type. Dragonbone has 10 hit
points per inch of thickness and a damage threshold
of 15. The bone of a dragon is typically between 1 inch
and 2 inches thick. Dragons usually do not take kindly
to their bones being made into weaponry.

DRAAKI TAIL SPURS

Price: 10 gp; Weight: 2 Ibs.; Damage: 1d6 slashing;
Properties: Light

Employed exclusively by the Abbsins draaki, the non-
initiated who do not know about the different draaki
subtypes have provided the more commonly known
moniker. Tail spurs are small, retractable blades built
into armored sections and this is an adaptation of the
more commonly known regular spurs employed by
martial artists of all races. The blades are released by
turning the tail in a specific, curling motion. A primary
use for these weapons is that they can be used while

O 2 _

grappled. Usually, an abbsins

tail is not flexible or
precise enough to
wield weapons,

but this one

is designed to

work for their tail
in grapples and may
thus be used while
restrained or
after being
swallowed

whole and
similar situations
where the properly
hand-wielded
weapons simply

do not work.

The draaki tail

spur is a light martial
weapon, but only draaki
with the abbsins tail racial
feature have proficiency
with it.

= \

DRAAKI SINEW BOWSTRING

Price: +500 gp Weight: 1/2 1b.

Not squeamish and fiercely nomadic, the draaki waste
very little of their dearly departed (though they do not
normally eat each other; their remaining flesh is ritually
sacrificed in lava), using the powerful remains of their
dead to craft all manner of devices. One draaki produces
enough sinew to create a bowstring for a single longbow or
heavy crossbow or two shortbows or light crossbows sized
for a Medium creature. Adding draaki sinew bowstrings to
a ranged weapon allows you to add your Strength modifier
to the damage roll with the ranged weapon instead of your
Dexterity modifier. You also increase the range of your
weapon by +10 feet and maximum range by +40 feet.

DRAAKI FANGS

Price: 15 gp per fang Weight: —

When used as a material component for casting a spell
(which requires a number of draaki fangs equal to the
spell’s level), you can roll and add a d4 to the saving
throw DC of your spell. A draaki typically has four

fangs suitable for use as a material component.
DRAAKI







DRAAKI MAGICITEMS

DRAGONBONE Focus

Wondrous item, rare (requires attunement)

This token is made from dragonbone, covered in
intricate scrimshaw that depicts fire breathing draaki
fighting off dragons in the caverns of the Underworld.
A draaki with a dragonbone focus increases the energy
damage inflicted by their breath weapon by +1d6, its
uses before requiring rest by one and the draaki may
use each of their breath weapon to either create a 5 by
30 ft. -line or a 15 ft. -cone (chosen each time they use
their breath weapon, see Draaki Heritage table).

PERIAPT OF THE DRAAKI SAVAGE

Wondrous item, rare (requires attunement)

While a draaki wears a periapt of the draaki savage,
he is considered to be constantly under the effects of a
draaki savage spell.

SCALES OF BOUNDING DESCENT

Wondrous item, uncommon (requires attunement)
These enchanted greaves are made from draaki scales
covered in a reflective lacquer that shines a dull orange
in torchlight. So long as the wearer has at least two
surfaces no farther than 15 feet apart (for a Medium
creature; 20 feet apart for a Large creature or 10 feet
apart for a Small creature) to bounce against, they can
ricochet their body from one to the next. Once on a
new wall, they can fall slowly for 20 feet and before
bounding across again, allowing them to fall any
distance indefinitely.

DRAAKI SPELLS

These spells are available exclusively to draaki
spellcasters at the GM’s discretion.

BREATH WEAPON CROSSFIRE

1st-level transmutation

Casting Time: 1 action (see text)

Range: 30 feet

Components: V, S, M (volcanic ash)

Duration: 1 round

When you cast this spell, you must use your draaki
breath weapon as part of the casting of this spell,
beginning to coordinate a relentless crossfire of draaki

breaths. Your draaki breath weapon follows all the usual
rules for draaki breath weapons.

Any creatures in squares targeted by your breath
weapon who are then subject to another draaki breath
weapon before the duration of the spell has elapsed, suffer
from disadvantage to the saves of any subsequent draaki
breath weapons for the duration of spell has elapsed.

DRAAKI BREATH

1st-level transmutation

Casting Time: 1 action or 1 reaction, which you take

in response to an ally within 30 feet casting Breath

Weapon Crossfire

Range: Touch

Components: S, M (talon from an Underworld creature)

Duration: 1 round

If you touch a creature that is not a draaki, they receive

one use of a draaki breath weapon as though they

were a draaki with hit dice equal to their own hit dice.
Ifyou touch a draaki, they receive another, temporary

use of their breath weapon. You may target yourself.

If the additional use is not used within one round of

casting the spell, it is lost.

DRAAKI SAVAGE

2nd-level transmutation

Casting Time: 1 action

Range: Self

Components: V, S, M (draaki tooth)

Duration: Concentration, up to 1 minute

Your teeth and jaw reform, granting you a savage bite
to use in conjunction with your other attacks. For the
duration of this spell, you gain the following ability:

Multiattack. You make two attacks, one with
your melee weapon and one with your bite. Your
bite attack deals 1d4 points of piercing damage,

has a reach of 5 ft. and targets one creature.
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DRrROW

The drow were once denizens of Upperworld, sharing the

realm with their elven brethren without consequence.
Thousands of years have passed since those mythical
times, and the drow have fallen far from their original
state. The drow live far beneath the surface of known
lands, deep in the Underworld, in large cities dedicated
to Naraneus, the Queen of Venom.

Drow societies are matriarchal, and females hold
almost every position of power within a city, their
priesthoods always led by women of potent ability
and foresight. Cold, cunning and manipulative, the
drow live to obtain power over those around them.

. Their entire race is inherently evil but there are rare

occasions—when the moon is full and Naraneus’
attentions are devoted elsewhere—that a good-aligned
‘dark elf is born. Children born during these periods

are generally sacrificed to Naranaeus without a second
thought, but mothers with a strong parenting instinct
who are unwilling to make the sacrifice give birth in
secret, sneaking away and passing the child to an
upperworlder or asking an underworlder of another
race to care for the newborn. They may follow their
offspring, secretly assisting from afar to see that their
child grows and adapts to life amongst the other races.

Unless otherwise permitted by the GM, any drow
character in Aventyr is of evil or at best neutral alignment.
Any drow of a good alignment will have been raised by
one of the good-aligned races of the Underworld, or—
rarely—by humanoids of Upperworld. Evil drow PCs hail
from the subterranean metropolises of the Underworld,
and a rare few are connected to Hivaka or Leahcim, the
lone good and neutral drow deities.

HisTORY

During the Forging of the Dvergr the immortals, both
light and dark, were left alone in the Underworld.
Unwelcome in the dwarven cities and smart enough to
avoid any involvement with the gitwerc (despite their
many innocuous offerings), they traveled throughout
the endless caverns as nomads. Their patron gods—
Naneth the Leaf Mother, Onael the Forest Lord, and
Naraneus, Queen of Venom —watched over them,
enforcing in each a sense of control, the nature of their
wild souls, and the skills they would need to survive
in the harsh world of Aventyr. Their exodus came to an

end with the founding of the Silent Forest, home of the

elves. With the need for fierce survival instincts at an

end, the darkest of the immortal's gods took up farless '
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of the elves’ attentions; whereas Onael was still needed

to tame their savage spirits (although as they became
more civilized, he too became abandoned) and Naneth
garnered greater devotion as the slender folk finally
found a true home and hearth, Naraneus, the Weaver
of Shadows, has forever been a dark god.

The Queen of Venom dwelt in the shadow cast by the
Prime Event’s brilliance, waiting like the creature of her
namesake. When the gods created the elves, she felt a
kinship with their eternal plight and joined the Forest
Lord and Leaf Mother in guiding the immortals to the
Silent Forest. Naraneus taught them the nature of true
deception and stealth, making them cunning warriors
and silent hunters, well-suited to survival in the
Underworld. After emerging upon the surface, however,
her worship faded as Naneth and her mothering ways
flourished. It was not long before Naraneus struck back
at her sister, inciting a feud between the darkness and
the light. After a time this came to consume both races,
embroiling the drow and the elves in bloody battles that
marked the Silent Forest with thousands of immortal
corpses in a war that lasted decades. Eventually, Naneth
and the elves proved victorious, banishing the Queen of
Venom and her followers back to the Underworld.

This suited the Weaver of Shadows and her devoted
peoples well; their natural stealth, cunning and ruthless

~ efficiency made them ideal denizens of the Underworld.
By the time of the Grand Sculpting, the drow had
- dispersed far from the Silent Forest and into the farthest

reaches beneath Aventyr, establishing small settlements

- generally removed from the cave networks left by the

grinie Event. Naraneus blessed her female children,

making the strongest among them into matron mothers,
whose iron rule sustained the fledgling noble houses of
the Silent Forest in inexorable marches to prominence.

By the time the Great Schism came, the diminutive
outposts had quickly grown into thriving villages
brimming with potential, but limited by the murderous,
self-inflicting instinct of its citizenry. The many fleeing
refugees of the Dracoprime’s calamitous fall sated the
self-destructive tendencies of these drow populations
however, and provided enslaved backs upon which to
build the first grand city of the dark elves—Holoth.

Finally seeing the value in the lesser, inferior races,
the children of Naraneus found their place in Aventyr.
The initial (and greatest) metropolis of the drow, Holoth
was ideally situated to collect the masses of displaced
underworlders and expanded quickly. Its earliest
years are rife with turmoil as warring noble houses
and subterranean terrors destroyed the settlement in
countless conflicts.

The drow are, however, nothing if not determined,
and the skeletal remains of the city’s many previous
incarnations sit below the current Holoth. Reeling from
the loss of the Vidrefacte and the Fall of House Gullion
(see Rise of the Drow), the first city of the dark elves is
still a powerhouse in the Underworld. Like the many
drow settlements that exist in the realm hidden behind
the cardinal metropolis (the drow locale closest to
Upperworld), it boasts arcane academies and temples

of the most dangerous and highest regard, warriors

of the greatest prowess and rulers with insight that
leaves their peers baffled and dismayed.




PHYSICAL DESCRIPTION

Drow are tall and slender like their elven counterparts,
with graceful and pleasant features that belie their evil
nature. Their hair color can range from brunette to
gray or white. They are quick in both body and mind,
their slightly enlarged and pointed ears keen to hear
the slightest scuffle in the Underworld.

SOCIETY

The drow are matriarchal and exist entirely to do the
whim of the Matron Mother of their home settlement.
Women are valued far more highly than men; most of
the latter are little better than smart dogs—fit to serve
as guards but easily worth a few gold pieces as a youth.
They are uniformly slavers, and even the lesser houses
of nobility can count dozens of indentured servants
to their estate. While they all answer to the Matron
Mother of the first house, all drow vie for power and
prestige; they will (and many times have) slaughter
their own parents without a second thought if it means
the acquisition of greater influence.

RELATIONS

Cunning to the last, dark elves are sly, subtle and
resourceful individuals. They rarely expose themselves
until they've assumed a considerable upper hand, and
by then, few who've survived what follows managed to
escape to tell of it. Ruthless, efficient and capable of
mindless savagery the drow are, at best, extremely
dangerous allies (to both those they profess to aid and
their perceived enemies).

ALIGNMENT AND RELIGION

Drow are of the Evil alignment, be they chaotic,
neutral or lawful. Most of the former are quickly
beaten into submitting to the latter or sacrificed to
appease Naraneus, who only truly blesses a few of her
female subjects and even fewer of her male devotees.
Naraneus is by and far the most revered of their gods,
but demigods of Shadow and Pain have begun to take
hold in a few drow cities without their orders falling to
blades in the night.

ADVENTURERS

Dark elven adventurers can be of many different
mindsets, but most are dissatisfied with drow life for
one reason or another. Women born into lower castes
seethe with jealousy for their high born peers, and males
from any house literally live at the whim of their female
counterparts, a dangerous proposition that they would be
keen to escape should the opportunity to safely do so arise.
Females may be of any role, although they specifically
seem to excel as clerics. Men are rarely clerics (and if so,
only have one or two levels of the class) and chiefly master
the art of mundane combat, with perhaps some dabbling
in the graceful arts of the rogue or, in the event they've a
talent for it, pursuing the arcane workings of the wizard.

NAMES

Male Names: Diun, Gal, Gylor, Ieot, Quanot, Slior
Female Names: Aranreae, Haermadia, Lilith,
Maethon, Maeronea, Slienaia

AGE

Some dark elves in Aventyr enjoy lifespans that far
surpass their peers. These wizened wizards, elder
priests, devious warlocks and treasured oracles see
their longevity extended by hundreds of years either by
their deity or through deftly sustained arcane magics

FEMALE DrROW

Raised to rule, dark elven women have deft tongues and
cunning wits but lack the grace and natural instincts
of their ancestral counterparts on the surface. Female
drow in Aventyr receive skill proficiency in their choice
of two of either Wisdom (Insight), Charisma (Deception),
Charisma (Intimidation) or Charisma (Persuasion).

MALE DrOW

Dark elven society subjugates males, reducing their
roles into defenders of their settlements and little
else. They are trained from birth to hone their keen
senses, agility and ability to remain unseen and
unheard, but their lack of social commitments leave
them less able to maneuver in conversation as their
female counterparts. Male drow in Aventyr receive skill
proficiency in their choice of two of either Strength
(Athletics), Dexterity (Acrobatics), Dexterity (Stealth),
or Charisma (Deception).




DROW ENCLAVES IN AVENTYR

The subterranean dark elves rule over a large region of the
Underworld protected from the rest of the endless caves by
the bastion metropolis of Holoth. All of their settlements
are built upon the backs of enslaved races, ruled over by
matriarchs that worship the Queen of Venom, Naraneus.
The infighting and intrigue that suffuses their cities
makes them a moderate threat to the whole of Aventyr,
but travelers should beware any chance encounter with
a drow settlement. An Intelligence (History) check (DC
20) reveals to an Underworld explorer how likely it is they
will be caught by dark elven magic when making their
way through a drow settlement (if it absolutely cannot
be avoided). The vast majority of incarcerated interlopers
are forced into slavery and in some cases, have their very
souls extinguished in mystical rituals.

DROW TRAITS

Drow in Aventyr use the standard race traits for drow.

NARANEUS DOMAIN

(NEw CLERIC DOMAIN)

The mistress of poison and arachnids that lords over the
feared drow of Aventyr’s underworld bestows special gifts
upon her servants, granting them the prowess in both
spell and deed to withstand the rigors of the treacherous
life in the cut-throat society of drow... and beyond.

NARANEUS DOMAIN SPELLS
Cleric Level Spells

1st disguise self, shadow mote

3rd see invisibility, shadow cast

5th loom large, dispel magic

7th dimension door, form of shadows
9th modify memory, umbral step

BLESSING OF POISON

Starting when you choose this domain at 1lst level,
you choose either Dexterity (Stealth) or Charisma
(Deception). Once made, this choice cannot be
reversed, unless you complete an appropriate quest.
(Subject to GM’s approval. ) You can grant yourself or
a creature you touch advantage on checks with the
chosen skill. This blessing lasts for 1 hour or until you
use this feature again. You also gain proficiency with

the poisoner’s kit.

CHANNEL DIVINITY: POISONOUS CUNNING
Starting at 2nd level, you can use your Channel
Divinity to invoke the divine favor of Naraneus upon
those wielding or subject to poison. As an action,
you call your deity’s name. Up to two allies, one of
which may be yourself, who are currently wielding
a poisonous weapon or who are suffering from the
poisoned condition, may spend their reactions to make
an attack with their weapons. If these attacks hit, they
add your Wisdom modifier to the damage dealt. At
11th level, allies (or yourself) who hit with this attack
deal an additional 1d8 poison damage on a hit. At 17th
level, allies (or yourself) who hit with this attack deal
an additional 2d8 poison damage.

PURE SPITE

Beginning at 6th level, whenever you are below half of
your maximum hit points and suffering from either
the grappled, poisoned or prone conditions due to the
actions of an enemy that has not yet been vanquished,
you may treat any result of 1 or 2 as a 3 on dice you roll
to determine damage or healing effects for attacks you
execute and spells you cast. This immediately ends if
the foe is brought to O HP or if the condition ends.

POISONOUS SHADOWS

Starting at 8th level, whenever you would lose your
shadow due to an effect, spell or similar circumstance,
you may use your reaction to regrow your shadow and
negate any and all negative effects associated with
having no shadow. Additionally, any beneficial spell or
ability that requires the use of your shadow that may
currently be in effect is not ended by this, allowing
you to potentially have more than one spell or ability
that uses your shadow in effect at any given time. You
can use this feature again after completing a short
rest. Furthermore, as a reaction to being poisoned or
to suffering poison damage, you can siphon poison
coursing through your veins into your shadow,
immediately ending any ongoing poison damage
and the poisoned condition. You are still treated as
poisoned for the purpose of this domain’s abilities
for as long as your shadow that absorbed the poison
persists. Abrupt exposure to total darkness or magical
light ends this boon. Your shadow may only hold one
poison at any given time. If your shadow holds a poison
and you complete a long rest, it is no longer considered
to be holding poison.
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MASTERS OF THE WEB

Living in the Underworld of Aventyr for any period of
time tends to alter one’s perspective. The lack of light
or changes in temperature that normally indicate
day and night are gone, as are the meaning of the
terms. The senses run amok as constant sounds flit
in and out of the limits of hearing, and the need to
be able to navigate in three dimensions as chimneys
and crevasses discombobulate any natural talent for
direction. Were that not enough, the creeping horrors
that developed below the picturesque surface of
Aventyr have a disturbing trait of “changing” people.
In the stygian depths, the claustrophobic tunnels,
endless caverns, and undiscovered realms beneath
Aventyr’s surface, the paths taken by humanoids of
the Upperworld warp considerably. Specialties suited
to the peculiar and particular environs abound.

Those that adapt to their surroundings live, while
those that only hold fast to the old ways fall prey to
menaces that lurk around every corner. The archetypes
and classes in Underworld Classes are most frequently
associated with dwarves and drow, but can be

adopted either by a race in an Underworld setting or =

by a character with an Underworld influence in their

history. If your campaign doesn't have a subterranean ¢
bent, each class has other means and motivations for ¢

characters to pursue them detailed in their class entry.

MASTERS OF DECEPTION

In the labyrinthine, nefarious politics of the underworld
and in the face of the uncounted ways one can fall
prey to deadly predators, few races have managed to
eke out a means of survival, much less established
a civilization that has reached a proper level of
sophistication. Those that manage this feat are among
the hardiest and most adaptable beings one can find.
It is testament to their wiles that the feared drow have
managed to create a truly impressive array of bustling
empires built on deceit, murder, treason, and poison.
Among the feared masters of the underworld, there
are certain drow who have developed unique means
of meeting the challenges of the underworld, known to
most other races as the masters of the web.

MISTRESS OF THE WEB

(VARIANT ROGUE)

The dark elves are a race of cunning, manipulative
creatures made all the more so by their ruthless
upbringing. Some drow rogues, however, are exceptionally
devious, honing their talent for scheming into a weapon of
incredible potency. Some are well known and others are
whispers only spoken of in the highest circles, but all are
masters of first-hand knowledge in the Underworld. These
clever drow run crime syndicates, hold courts of nobles
in their grasp, and are the masters of felonious goods
and services wherever they dwell. While these beings are
mostly known as Mistresses of the Web due to females
tending to have the dominant positions in drow society, it
is not wholly unknown for males to follow this profession.
In the tongue of the drow, people with this calling are also
known as drulaiak’thelewar—which roughly translates to
“mistress of honeyed words laced with poison. ”




MisTrRess oF THE WEB

Proficiency Deceptive

Master Deceiver, Expert Linguist
Cunning Action, detect thoughts
The Serpent's Tongue

Ability Score Improvement

The Tongue of the Multiverse
Deceptive Uncanny Dodge

Ability Score Improvement
The Tongue of the Multiverse
Ability Score Improvement
Reliable Deception

Ability Score Improvement
All of your Heart's Desires

The Tongue of the Multiverse
Slippery Mind, Ability Score Improvement

Deceiver's Gambit

Ability Score Improvement

Level Feature
Bonus Attack
1st +2 1d6
2nd +2 1d6
3rd +2 2d6
4th +2 2d6
5th +3 3d6
6th +3 3d6
7th +3 4d6 Evasion
8th +3 4d6
9th +4 5d6
10th +4 5d6
11th +4 6d6
12th +4 6d6
13th +5 7d6
14th +5 7d6 Blindsense
15th +5 8d6
16th +5 8d6
17th +6 9d6
18th +6 9d6 Elusive
19th +6 10d6
20th +6 10d6

CREATING A MISTRESS OF THE WEB

As you create your mistress of the web character, consider
the character’s relationship with the byzantine power-
structures and constantly changing “laws” of the chaotic
drow society. Did you have run-ins with the powers-
that-be? Did you own slaves? Why have you taken up
adventuring? Has your syndicate been squashed or did
you need to escape drow lands? What was the trigger
that made you abandon the cutthroat society? If you are
a drow, what's your social status before and after taking
up adventuring? If you are not a drow, how did you take
up this profession? Perhaps you were raised by drow or
never saw eye to eye with the ruling caste, the priests or
other powerful forces. How do you approach non-drow
and other races? Perhaps you are an elitist, manipulating
them without regret, or perhaps you wanted to use your
talents for means not afforded by drow society.

Quick BuiLD

You can make a mistress of the web quickly by following
these suggestions: First, Charisma should be your
highest ability score, followed by Dexterity if you plan
to emphasize stealth and infiltration, Intelligence if you
want to play a character more akin to an investigator.
Second, choose the charlatan background.

Your Heart and Soul, The Tongue of the Multiverse

CLASS FEATURES

As a mistress of the web, you have the following class features.

HiT POINTS

Hit Dice: 1d8 per mistress of the web level

Hit Points at 1st Level: 8 + your Constitution modifier

Hit Points at Higher Levels: 1d8 (or 5) + your Constitution
modifier per mistress of the web level after 1st

PROFICIENCIES

Armor: Light Armor

Weapons: Simple weapons, hand crossbows,
longswords, rapiers, shortswords

Tools: Thieves’ Tools

Saving Throws: Dexterity, Charisma

Skills: Choose four from Acrobatics, Athletics, Insight,
Intimidation, Investigation, Perception, Performance,
Sleight of Hand and Stealth

EQUIPMENT

You start with the following equipment, in addition to

the equipment granted by your background:

+ (@) a rapier or (b) a shortsword

« (@) a shortbow and quiver with 20 arrows or (b) a
shortsword




+ (a) a burglar’s pack, (b) a dungeoneer’s pack or (c) an
explorer’s pack
» Leather armor, two daggers, and thieves’ tools

MASTER DECEIVER

At 1st level, you gain skill proficiency in Deception and
Persuasion. Your proficiency bonus is doubled for any
ability checks you make that uses either of these two
proficiencies. At 6th level, you can choose two more
proficiencies (in skills or with tools) you have to also
get this benefit.

EXPERT LINGUIST

Also at 1st level, you have realized the importance of
language to get what you want. Your studies render
you a true polyglot. You gain an additional language of
your choice that you can speak, read and write. At 3rd,
5th, 7th, 9th, 11th, 13th, 15th, 17th and 19th level,
you learn an additional language. You need to have
had some sort of exposure to the language either via
writing, communication or similar means to be able
choose a language.

DECEPTIVE ATTACK

Beginning at 1st level, you have learned to sow doubt
in your foes. As either an action on your turn or as part
of using the Dodge or Disengage action, you can make
a Charisma (Deception) check against the attacker and
manipulate the target. The DC for this check is equal
to the target's AC or 8 + the target’s proficiency bonus +
the target's Wisdom modifier, whichever is higher. If you
succeed, you have sown enough doubt within the target to
make it susceptible to your deceptive attacks for a number
of turns equal to your Charisma modifier. Once per turn,
you can deal an extra 1d6 damage to a creature thus
affected that you hit with an attack. The attack must use
a finesse or ranged weapon. The amount of extra damage
increases as you gain levels in this class, as shown on the
Deceptive Attack column of the Mistress of the Web table.
You need to be able to speak with the target creature and
share a language with it to use this ability.

CUNNING ACTION

Starting at 2nd level, your quick thinking and agility
allow you to move and act quickly. You can take a bonus
action on each of your turns in combat. This action can
be used only to take the Dash, Disengage or Hide action.

Drow
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DETECT THOUGHTS

Also at 2nd level, you gain an almost supernatural
awareness of other creatures and their inner workings.
You learn the detect thoughts spell. You can use this
spell a number of times equal to your Charisma
modifier before requiring a long rest to recharge. You
do not need a material component for the spell. Your
spellcasting attribute is Charisma.

THE SERPENT'S TONGUE

At 3rd level, you learn to worm your way into the hearts
and minds of those foolish enough to allow you to speak
to them. A non-hostile creature listening to you for 1
minute or longer must make a Wisdom saving throw
against DC = 8 + twice your proficiency bonus + your
Charisma modifier. On a failure, the creature becomes
charmed by you until it has completed a long rest. Since
this effect is not magical, it cannot be countered or
dispelled, and it can only be thwarted by reasoning with
the target. Similarly, the target continues to consider
you a friendly acquaintance even after completing a
long rest and continues to do so until given sufficient
reason to doubt your intentions. Obviously self-
destructive requests made from charmed creaturesresult
in this effect immediately ending. Similarly, witnessing
you betray one charmed creature automatically ends
the charmed condition on all creatures you have
charmed with this ability that can witness the betrayal.
If you use deceptive attack to attack a creature you
have previously charmed with this ability, the stunning
realization of your betrayal lets you inflict deceptive
attack’s bonus damage against the target with all your
attacks for a number of turns equal to your proficiency
bonus plus your Charisma modifier.

ABILITY SCORE IMPROVEMENT

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.

THE TONGUE OF THE MULTIVERSE

At 5th level, you have learned that language is
not necessarily only conveyed through words,
but also gestures, facial expressions and the like.




With expert zeal, you have started applying the
deceptive craftsmanship of your trade to this form of
communication as well. Choose two monster type from
the following: Aberration, Beast, Celestial, Construct,
Dragon, Elemental, Fey, Fiend, Giant, Monstrosity,
Ooze, Plant, Undead. You can use your deceptive attack
class feature against creatures of this type without
sharing a language. At 10th, 15th and 20th level, you
can choose an extra monster type.

DECEPTIVE UNCANNY DODGE

Starting at 5th level, when an attacker that is an eligible
target for your deceptive attack hits you with an attack,
you can use your reaction to negate the attack’s damage.

EVASION

Beginning at 7th level, you can nimbly dodge out of the
way of certain area effects, such as a red dragon’s fiery
breath or devastating spells. When you are subjected
to an effect that allows you to make a Dexterity 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. If the effect is prompted by a
creature that is currently an eligible target for your
deceptive attack feature, you may substitute your
Charisma saving throw for your Dexterity saving throw
before rolling the saving throw. If you do, however, the
target ceases to be an eligible target for your deceptive
attack and has to be deceived again.

RELIABLE DECEPTION

By 11th level, you simply make no glaring mistakes
when manipulating people and are similarly hard
to manipulate or undermine. Whenever you make a
Charisma (Deception) or Charisma (Persuasion) check,
you can treat a d20 roll of 9 or lower as a 10. Additionally,
whenever you need to make a Charisma saving throw,
you can treat a d20 roll of 9 or lower as a 10.

ALL OF YOUR HEART’S DESIRES

At 13th level, you have learned to capitalize on the
discord and doubt you have sown and turn enemies into
allies. As an action, you can promise all of a creature’s
heart's desires to help you—whether you intend to
keep your promise or not determines whether you use
Deception or Persuasion when using this feature. The
DC for this check is equal to the target's AC or 8 + the

target’s proficiency bonus + the target's Wisdom modifier,
whichever is higher, and you may only target creatures
that are eligible targets for your deceptive attack or
currently charmed by you. Creatures thus affected
must make a Wisdom saving throw against DC = 8 +
twice your proficiency bonus + your Charisma modifier.
On a failure, they switch allegiances and fight for your
cause. This is a nonmagical effect and as such has no
duration, but having to go against one’s convictions,
attack erstwhile allies, etc. allow the creature to reroll the
saving throw. Similarly, heartfelt arguments roleplayed
by other characters may allow for a reroll, subject to the
GM’s discretion. If you fail to deliver on your promises,
the effect will end as well. A creature that successfully
saves against this ability cannot be affected again until
you have completed a long rest. Since these promises
usually entail morally questionable suggestions, it is
not uncommon for creatures that have resisted you to
become weary of you. If you use this ability on a charmed
creature and it successfully saves against it, the creature
is no longer is charmed and becomes immune to your
deceptive attack feature until you have completed a long
rest. Note that this ability also allows you to end charm
effects of other creatures; the victims may actually be
grateful to you.

BLINDSENSE

Starting at 14th level, if you are able to hear, you are
aware of the location of any hidden or invisible creature
within 10 feet of you.

SLIPPERY MIND

By 15th level, you have acquired greater mental strength.
You gain proficiency in Wisdom saving throws.

DECEIVER’'S GAMBIT

When you reach 17th level, you have become adept at
striking for maximum effect after deceiving creatures.
You can take two turns during the first round of any
combat that you initiate or that begins due to a creature
successfully saving against one of your class features.
You take your first turn at your normal initiative and
your second turn at your initiative minus 10. During this
round, all creatures are considered to be eligible targets
for your deceptive attacks and you gain advantage on
attack rolls made against such creatures. You can’t use

this feature when you are surprised.
Drow
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ELUSIVE

Beginning at 18th level, continuous escapes from those
you deceived bear fruit. No attack roll has advantage
against you unless you are incapacitated or restrained.

YOUR HEART AND SOUL

At 20th level, your dominion over those that listen
to your promises becomes absolute. Whenever you
manage to inflict the charmed condition on an
adversary or use your all your heart’s desires class
feature, you gain permanent and unswerving devotion
from the affected. No amount of reasoning can reverse
the process or grant additional saves. The affected
creature is willing to die and even condemn its soul
for you. Magic is powerless to break your hold over
a creature thus affected, with the exception of direct
divine intervention or the wish spell. Creatures saved
from your domination forevermore are immune against
being charmed by you.

MASTER OF THE WEB

(VARIANT MONK)

The master of the web is a monk unlike any other in
Aventyr or any other place in the planes. These beings
(mostly drow) gain the ability to shoot webs from
their hands and craft vehement taunts to draw their
opponents into the fatal latticework of their complex
martial arts style. Frenetic warriors, they traverse
the battlefield in flips, cartwheels, leaps and bounds,
carried along by their arachnid blessings with a grace
that defies convention. Due to the structure of drow
society, most of these beings are males, though female
practitioners of this path do exist. Non-drow have
coined the name for these beings, obviously—in the
language of drow, they are known as verackt’zholur—
which roughly translates to “arachnid executioners. ”

CREATING A MASTER OF THE WEB

As you make your master of the web character, think
about your connection to the dastardly orders that
teach this lethal fighting style: Were you raised by the
order? Sold to them? Did you join voluntarily or were
you sold to them as the price for their assistance in
assassinating a rival drow? If you are no drow, how

did you gain the honor of learning this fighting style?
Also, consider what made you leave, what made you
become an adventurer. Perhaps you are the last of
your order, the sole survivor of a feud between drow
houses. Perhaps you were scheduled to be sacrificed
upon the dark altars of the drow and refused this
honor. Maybe you just don’t have what it takes to be
a ruthless killer and thus ran from your home. The
structured, yet chaotic nature of the orders teaching
this type of martial arts also means that there is a
lot of internal politics fought with poison, cloak and
dagger going on—after adventuring for a while, you
may want to return and teach those that exiled you
or forced you to flee a lesson. Work with your GM to
ensure that the vision you have is accurate with his
conceptions of the class.




Quick BuiLD

You can make a master of the web quickly by following
these suggestions. First, make Dexterity your highest
ability score, followed by Charisma. Second, choose
the hermit or urchin background.

CLASS FEATURES

As a master of the web, you gain the following class
features.

HIT POINTS

Hit Dice: 1d8 per master of the web level

Hit Points at 1st Level: 8 + your Constitution modifier

Hit Points at Higher Levels: 1d8 (or 5) + your
Constitution modifier per master of the web level
after 1st

PROFICIENCIES

Armor: None

Weapons: Simple weapons, shortswords

Tools: Choose one type of artisan’s tools or thieves’
tools

Saving Throws: Dexterity, Charisma

Skills: Choose two from Acrobatics, Athletics, Insight,
Intimidation, Perception, Sleight of Hand and Stealth

EQUIPMENT

You start with the following equipment, in addition to
the equipment granted by your background:

 (a) a shortsword or (b) any simple weapon

o 10 darts

« (a) a dungeoneer’s pack or (b) an explorer’s pack

UNARMORED DEFENSE

Beginning at 1st level, while you are wearing no armor
and not wielding a shield, your AC equal 10 + your
Dexterity modifier + your Charisma modifier.

MARTIAL ARTS

At 1st level, your practice of arachnid-inspired martial
arts gives you mastery of combat styles that emphasize
unarmed strikes and monk weapons, which are
shortswords and any simple melee weapons that don’t
have the two-handed or heavy property. You gain the
following benefits while you are unarmed or wielding
only monk weapons and you aren’'t wearing armor or
wielding a shield:

« You can use Dexterity instead of Strength for the
attack and damage rolls of your unarmed attacks
and monk weapons.

« You can roll a d4 in place of the normal damage of
your unarmed strikes or monk weapon. This die
changes as you gain master of the web levels, as
shown in the Martial Arts column of the Master of
the Web table.

+ When you use the Attack action with an unarmored
strike or monk weapon on your turn, you can make
one unarmed strike as a bonus action. For example,
if you take the attack action and attack with a
quarterstaff, you can also make an unarmed strike
as a bonus action, assuming you haven't already
taken a bonus action this turn.

Masters of the web tend to train with monk weapons
that emphasize piercing and slashing damage,
featuring a look reminiscent of spiders and similar
arachnids. These weapons have a lot of variations
in name and specific design, but utilize the game
statistics provided for simple weapons on page 65 of
the System Reference Document 5. 1, only changing the
damage type as appropriate.

VITRIOLIC TONGUE

As an action on your turn, you can make a Charisma
(Intimidation) check against a creature you can see
that can hear you. Deaf creatures are immune. The
pure spite in your words transcends language barriers
and forces the target to make a Wisdom saving throw
against DC =8 + your proficiency bonus + your Charisma
modifier. On a failure, the target is so incensed by your
spite, it has a hard time focusing on attacks on other
creatures. The target suffers from disadvantage to
attack rolls against all creatures other than you for a
number of rounds equal to your Charisma modifier.
If a creature successfully saves against this feature,
it cannot be affected by it again until you complete a
short rest and think about new ways to insult it.

ARACHNID POWERS

Starting at 2nd level, all the concoctions of

hallucinogens, poisons and spiders, the exposure
to the underworld’s weird radiation and your own
adrenalin levels react and begin to change your
physiology, allowing you to gain the effects of strange
powers. These powers are represented by a number of
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MASTER oF THE WEB

Level Proficiency Martial Spider Maximum Web Uses Features
Bonus Arts Points per Turn/Maximum
Web Length
1st +2 1d4 — — Unarmored Defense, Martial Arts,
Vitriolic Tongue

2nd +2 1d4 2 4/ 80 ft. Arachnid Powers

3rd +2 1d4 3 4/ 80 ft. Spider Sense

4th +2 1d4 4 4/ 80 ft. Ability Score Improvement

5th +3 1d6 5 6/ 120 ft. Extra Attack

6th +3 1d6 6 6/ 120 ft. Burst of Speed

7th +3 1d6 7 6/ 120 ft. Evasion

8th +3 1d6 8 6/ 120 ft. Ability Score Improvement

9th +4 1d6 9 8/160 ft. Arachnid Appendages I
10th +4 1d6 10 8/160 ft. Poison Glands
11th +4 1d8 11 8/160 ft. Mutated Immune System
12th +4 1d8 12 8/160 ft. Ability Score Improvement
13th +5 1d8 13 10/200 ft. Dance of the Many-Legged Fiend
14th +5 1d8 14 10/200 ft. Weaponized Webbing
15th +5 1d8 15 10/200 ft. Eternal Hunter
16th +5 1d8 16 10/200 ft. Ability Score Improvement
17th +6 1d10 17 12/240 ft. Web's Defense

18th +6 1d10 18 12/240 ft. Master of Arachnids
19th +6 1d10 19 12/240 ft. Ability Score Improvement
20th +6 1d10 20 12/240 ft. Arachnid Appendages II, Perfect

spider points. Your master of the web level determines
the number of Spider points you have, as shown in
the Spider points column of the master of web table.
You can spend these points to fuel various arachnid
features. You start knowing three such features:
Flurry of Blows, Web and Spider Climb. You gain more
arachnid powers as you gain levels in this class. When
you spend a spider point, it is unavailable until you
finish a short or long rest, at the end of which your
body regenerates its potent powers. You must spend at
least 30 minutes of the rest and eat and drink, since
your metabolism fuels your powers. Some of your
arachnid features require your target to make a saving
throw to resist the feature’s effect. The saving throw
DC is calculated as follows:
Arachnid Powers save DC = 8 + your proficiency
bonus + your Charisma modifier

Hybrid

FLURRY OF BLOWS

Immediately after you take the Attack action on your
turn, you can spend 1 spider point to make two
unarmed strikes as a bonus action.

SPIDER CLIMB

For as long as you have at least one spider point
remaining, you are under the constant effects of spider
climb, as your hands and feet feature miniscule, sticky
hairs that allow you to move up, down, and across
vertical surfaces and upside down along -ceilings,
while leaving your hands (or feet!) free. You also gain
a climbing speed equal to your walking speed while
you have at least 1 spider point. Unlike the spell, this
feature is based on your physiological changes and
thus cannot be dispelled.




WEB

You have developed subtle spinnerets on your hands
(or another part of your body of your choosing) that
can produce a strong, resilient web-rope you can
use for a variety of options. You get a free number of
uses of web equal to your proficiency bonus + your
Charisma modifier. This total is renewed after a long
rest. Alternatively, you may reset this number by
expending a spider point as a bonus action. Each use
of web produces a line of up to 20 feet. To get a web
of 60 feet length, you'd need to expend 3 uses of web,
for example. You can spend a maximum of twice your
proficiency bonus uses of web per turn (See Maximum
Web Uses per Turn/Maximum Web Length column
in the Master of the Web table). Webs you generate
are only sticky in places you want them to be sticky—
this is determined upon using the feature and cannot
retroactively be determined. You could, for example,
not suddenly declare that a non-sticky section of an
already deployed web becomes sticky. Webs cannot
stick to surfaces that cause any form of damage, nor
can they stick to particularly wet, oily or exceedingly
hot surfaces.

You can also use your web to try to restrain enemies.
You are considered to be proficient with your webs
and you treat your webs as monk weapons for the
purposes of proficiencies and ability interaction. You
can take an Attack action and expend a use of web
to try to restrain a single Medium creature. You may
try to restrain creatures as a ranged attack as well,
but you expend additional uses of web—a creature 30
feet away would, for example, require 3 uses of web (1
base + 2 for range). Creatures with larger sizes can be
restrained as well, but you require more web. To try to
restrain a Large creature, you need to expend 2 uses
of web. You cannot try to restrain creatures that are
larger than Large, but you can try to restrain up to two
adjacent Small creatures with one use of web or up to
4 Tiny creatures. A target hit must make a Strength
saving throw. On a failed save, the target is restrained
by your web until either it or another creature tears
it free. A restrained creature may attempt another
Strength saving throw on each of its subsequent turns.

Alternatively, you can target a specific body part
or piece of equipment with your web attack roll. You
have disadvantage on the Attack action you make, but
if you hit, you may attempt to trip, hamper or blind

your opponent. If you attempt to trip your opponent,
he must make a Strength or Dexterity saving throw
(your choice) or fall prone. If you attempt to blind your
opponent, he must make a Dexterity or Constitution
saving throw or be blinded. If you attempt to hamper
the enemy by targeting a limb, shield or weapon, the
enemy must succeed a Strength or Dexterity saving
throw or suffer disadvantage when attacking with the
webbed limb or weapon. In the case of shields, the
creature loses the AC bonus the shield conveys for as
long as it is webbed. As above, you can use this feature
as a ranged attack, but consume more uses of web
when you do so.

Your webs are vulnerable to slashing and fire damage
and attacks made with weapons and effects that deal
either have advantage against your webs. Your web’s
break DC and AC is equal to 10 + your proficiency
bonus + your Charisma modifier. Your webs are
considered to have 2 HP per inch of thickness.

BURST OF SPEED

Beginning at 6th level, you may spend 2 spider points
to double your movement speed until the end of your
next turn. Additionally, you gain +2 to AC and gain an
additional action that you can use for an Attack, Dash,
Disengage or Hide action.

ARACHNID APPENDAGES I

At 9th level, all the poison and chemicals you have been
subjected allow you to create a frighteningly grotesque
display of power. As an action, you may concentrate
and expend 2 spider points. If you do, you feel a tingling
and suddenly grow a pair of fully functional additional
arms on your next turn. This allows you to hold up
to two additional objects and you gain an additional
extra attack when using the Attack action, but this
extra attack is made at disadvantage. For as long as
your additional arms persist, you gain advantage on
all grapple checks made against creatures of your size
or smaller. Alternatively, you may grapple up to two
creatures that are smaller than you at once without
incurring any penalty. Your arms persist indefinitely
or until you take a short or long rest, at which point
they grow back into your body, but while they exist,
you suffer disadvantage on all Charisma-based
checks against just about all creatures from non-
drow cultures. Subject to the GM’s discretion, most

intelligent humanoids will attack you on sight as
Drow
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they consider you an abomination. You may, at any
time, meditate for 5 minutes to have your arachnid
appendages retreat into your body. Alternatively, you
may spend 2 spider points to instantaneously have
them disappear within you.

PoisoN

At 10th level, you develop poison glands. When you
successfully hit another creature with an unarmed
attack, you may spend 3 spider points to inject
your poison into that creature in addition to the
normal effects of your attack. The target must make
a Constitution saving throw or take 3d6+10 poison
damage. On a successful save, the target only takes
half damage. You may increase the potency of your
poison by expending additional spider points, with a
maximum equal to your proficiency bonus. For each
additional point expended, your poison deals an
additional 1d6+5 damage. You are immune against
your own poison.

DANCE OF THE MANY-LEGGED FIEND

At 13th level, you finally learn the legendary martial
art that made the master of web feared throughout
the known underworld of Aventyr. You can take your
action to make a melee attack against any number of
creatures within 5 feet of you, with a separate attack
roll for each creature. Alternatively, you may expend
3 spider points to move up to your base speed and
perform a melee attack against any number of creatures
that are within 5 feet of you during any part of the
Move, with a separate attack roll for each creature.
Your movement potentially incurs opportunity attacks
and you may attack a given creature only once during
your move. Finally, you may expend 4 spider points
as well as up to twice your regular maximum of
simultaneous web uses per turn, to perform a number
of web attacks against creatures within the maximum
range of your web, provided you have enough uses of
web to affect the targets. If you use either of the spider
point powered uses of this feature, you incur one level
of exhaustion at the end of your turn.

WEAPONIZED WEBBING

At 14th level, you have learned to harden your webs
to clumps, razor-sharp edges or points. When you use
the Attack action to attack with your web, you may
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choose bludgeoning, slashing or piercing damage and
expend additional web uses up to your maximum of
web-uses per activation. If you hit the target, it takes
1d4 damage of the chosen damage type per additional
web use you expended. This damage is in addition to
the usual effects of your web.

WEB’Ss DEFENSE

At 17th level, your mastery of your webs allows you
to survive what would kill most mortals. Whenever
you make a Strength, Dexterity or Constitution saving
throw and would fail, you can spend one use of web,
up to your maximum of web uses per turn, to reroll the
saving throw. Additionally, as a reaction to a spell or
effect that requires you to make a Strength, Dexterity
or Constitution saving throw, you may expend a use
of web, up to your maximum of web uses per turn, to
gain advantage on the saving throw. You must choose
to do so before rolling the saving throw, though. If you
use this feature while it’s not your turn, the consumed
web uses are deducted from your maximum number of
web uses per turn on your next turn.

ARACHNID APPENDAGES II

At 20th level, all the poison and chemicals you
have been subjected, reach the culmination of their
mutating capabilities. When activating your arachnid
appendages feature, you can expend an additional
2 spider points (for a total of 4) to grow a third set
of arms. If you do, you feel a tingling and suddenly
grow two pairs of fully functional additional arms on
your next turn. This allows you to hold up to four
additional objects and you gain two additional extra
attacks when using the Attack action, but these extra
attacks are made at disadvantage. For as long as your
additional arms persist, you gain advantage on all
grapple checks made against creatures of your size or
smaller and such creatures suffer from disadvantage
on grapple checks made against you. Alternatively,
you may grapple up to four creatures that are smaller
than you at once without incurring any penalty or one
creature at advantage and 2 without penalty. Your
arms persist indefinitely or until you take a short or
long rest, at which point they grow back into your
body, but while they exist, you suffer disadvantage
on all Charisma-based checks against just about all
creatures from non-drow cultures. Subject to the GM’s




discretion, most intelligent humanoids will attack you
on sight, considering you a horrid abomination. You
no longer need to meditate to retract your additional
arms into your body and can do so as a bonus action
that requires no expenditure of spider points.

SPIDER SENSE

At 3rd level, the physiological changed within you
give you almost preternatural awareness of incoming
dangers. When prompted to make a Dexterity saving
throw by an effect that you can potentially see
incoming (you don’t have to look straight at the effect),
you can expend one spider point to gain advantage
on the saving throw. You must choose to do so before
rolling your saving throw and you may not be blinded,
deafened,
unconscious when using this feature.

incapacitated, petrified, restrained or

ABILITY SCORE IMPROVEMENT

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.

EXTRA ATTACK

Beginning at 5th level, you can attack twice, instead
of once, whenever you take the Attack action on your
turn.

EvASION

Beginning at 7th level, you can nimbly dodge out of the
way of certain area effects, such as a red dragon’s fiery
breath or devastating spells due to your mutation-
enhanced reflexes. When you are subjected to an effect
that allows you to make a Dexterity 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.

MUTATED IMMUNE SYSTEM

Starting at 11th level, your own poison gland and
other bodily changes render you immune to poisons.
Additionally, you have advantage on saving throws to
resist the effects of diseases.

ETERNAL HUNTER

At 15th level, your body no longer works as that of
most mortals. You do not suffer (or stop suffering) the
frailties of old age, and you can’'t be aged magically.
You do not die of old age and no longer require air,
food or water. You can hold your breath indefinitely
without suffocating. However, you also no longer are
wholly a humanoid. All effects that would only affect
aberrations or that affect aberrations to a greater
degree now treat you as an aberration.

MASTER OF ARACHNIDS

Beginning at 18th level, your impressive might makes
lesser creatures scuttle and bow to your whim. Arachnid
creatures will never attack you or your allies out of their
own volition, unless you attack them first. This extends
to demons, aberrations and similar creatures. You have
advantage on all social interactions with such creatures
and can understand them, even without sharing a
language. You are treated as though you are under the
constant effect of speak with animals, but can only
communicate with any type of arachnid this way.

PERFECT HYBRID

At 20th level, when you roll initiative and have no
spider points remaining, you automatically regain 4
spider points. When you roll initiative and have no
web uses remaining, you regain twice your proficiency
bonus web uses. You are no longer fatigued by using
your dance of the many-legged fiend arachnid power.

DROW FEATS

The following feats are exclusively available to drow in Aventyr.
ARACHNID ATHLETICS

Prerequisite: Strength 13 or higher

You have learned to emulate the skittering movement

of the arachnids so precious to your kin.

« You gain advantage on Strength (Athletics) checks
made to climb surfaces.

» Climbing doesn’t halve your speed.

« You may attempt a Strength (Athletics) check against
DC 20 to gain climb speed equal to your base speed
until the end of your round. This movement does not
cost extra movement.
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DRoOwW BLADE MASTER

You have mastered the intricacies of the subtle

curves and dull reflections of drow blades, allowing

you to gracefully dismember your foes with the most

cumbersome of blades.

» Increase your Strength or Dexterity score by 1, to a
maximum of 20.

» You treat any drow-created blade with which you are
proficient as though it was a finesse weapon.

SPIDER SPEAKER

You have an intrinsic connection to arachnids that

allows you to communicate with them.

o You gain the ability to comprehend and verbally
communicate with spiders and other arachnids. The
knowledge of the creatures is limited by Intelligence, but
at a minimum, the arachnids can give you information
about nearby locations and monsters, including
whatever they can perceive or have perceived within the
past days. You may be able to persuade an arachnid to
perform a small favor for you, at the GM’s discretion.

» You gain advantage on Wisdom (Animal Handling)
checks pertaining arachnids.

SURVIVAL INSTINCT

Prerequisite: Wisdom 13 or higher

You have mastered the art of survival in the underworld.

You gain proficiency in Wisdom (Survival).

+ You have advantage on Wisdom (Animal Handling)
checks when trying to handle beasts from the
underworld.

+ You have advantage on Wisdom (Medicine) checks
when diagnosing and treating poisons and diseases
from the underworld.

+ You have advantage on Wisdom (Survival) checks
when navigating the underworld and avoiding
creatures in the lightless depths.

VINDICTIVE HATRED

Others may hold grudges—that does not even begin to
describe the level of hatred you are capable of feeling
towards a specific target that has slighted you.

« You choose an enemy you have encountered before.
This creature becomes your chosen foe. The chosen
foe provokes an opportunity attack from you if he
enters your reach.

« You have (Stealth),

Intelligence (Investigation), and Wisdom (insight)

advantage on Dexterity
checks pertaining the chosen foe.

« Upon slaying a chosen foe, you may choose a new foe
after a short or long rest.

DROW EQUIPMENT

Drow have access to the following equipment.
Drow QUILL

Price: 10 gp, Weight: —

This drow writing instrument is made from the fang of
a monstrous spider. A specially made writing tip and
cap are fitted to the ends of the fang and the inside is
coated with an alchemical substance to keep the ink
from sticking. The quill holds enough ink to write 25
pages before needing to be refilled.

WEAPON WEBBING

Price: 360 gp Weight: 1/2 Ib.

This 10-foot-long, thin thong of spider’s silk rope
attaches your weapon to your wrist. You treat a
weapon with attached weapon webbing as though it
had the reach property. If you drop your weapon or are
disarmed, you can recover it as a bonus action with a
successful Dexterity check (DC 12).

While wearing weapon webbing, attacks made with
weapons other than the one tied to weapon webbing
receive a —2 penalty.

Alternatively, you may throw a weapon tied with
weapon webbing as though it had the thrown (10/20)
property. You use your Strength for this attack, unless
you are using a weapon with the finesse property, in
which case you can use either your choice of Strength
or Dexterity. You may recover the thrown weapon as
a bonus action with a successful Dexterity check (DC
12) that provokes an opportunity attack.

WEB SHACKLES

Price: 70 gp Weight: 4 lbs.

This specially crafted ceramic bottle contains liquid
webs that harden within one round of exposure to
air. As an action, they may be carefully applied to a
creature’s limbs to bind them or, otherwise, as a type
of adhesive. A creature restrained must succeed on
a Strength saving throw (DC 25) to free itself. Web
shackles may be thrown as an improvised weapon up
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to 20 feet. With a successful ranged attack, the bottle
explodes, dealing 2 points of bludgeoning damage and
restraining any hit targets that fail a DC 20 Dexterity
saving throw (the DCs to burst out of the entanglement
are the same as above). Web shackles are dissolved by
universal solvent.

DrRow MAGIC ITEMS

DrROwW CONDEMNATION SHEET

Wondrous item, common

Price: None or 5 gp times challenge rating of the target,
Weight: —

A drow with the serpent’s tongue feature may write
down tailor-made insults towards a specific individual
with a drow quill on kllellek paper in a process that
requires 1 minute of uninterrupted work and that the
drow speaks the language of the target of the sheet.
This creates a sheet that condemns the target for real
or imagined atrocities concocted by the vicious mind of
the drow. The paper can be added to either a weapon
or an armor the drow uses as an action that provokes
opportunity attacks. Only one sheet may be attached
to a given item and an enemy may only be subject to
one such item at any given time. Once attached, the
insults, provided the target creature can understand
and read them, irritate the target. The creature suffers
from disadvantage to attack rolls for 1 round after
clearly seeing the sheet. Most intelligent creatures
are also wont to attack a drow sporting such a paper
before other targets (subject to GM’s approval). The
cost of such a sheet is equal to that of the kllellek
paper, though drow usually charge up to 5 gp times the
challenge rating of a target to provide a condemnation
sheet to interested parties.

Drow GLOVES OF GAMESMANSHIP

Wondrous item, uncommon (requires attunement)
These ornate, supple black gloves are expressly banned
in drow settlements, where their owners are liable to
find their hand cut off for wearing one. When wearing
drow gloves of gamesmanship, the gloves allow you
to cast the mage hand spell at will and make ranged
Dexterity (Sleight of Hand) checks with the mage hand
at a -5 penalty.

Drow INK

Wondrous item, common

This special ink is the only substance that will adhere
to kllellek paper but it can be used on almost any
surface. The ink is made from a combination of Vvor
blood and the liquid from a giant spider’s silk sack.
Drow magic is used to combine the two substances to
create four ounces of a viscous dark gray liquid that
can mark almost any surface permanently.

KLLELLEK PAPER

Wondrous item, cormmon

Kllellek paper is a drow invention made from an
alchemical mixture of giant slug and neothelid skins.
These are drenched in acid and then pressed together
and bonded with a thin outer layer of rendered dwarven
fat to hold the entire mixture together, creating four
sheets of paper that measure 9”x12”. These components
give the paper invulnerability to physical harm (such as
tearing, cutting, or burning by natural fire). Spells that
deal damage (like burning hands or fireball damage
kllellek paper normally, but the layer of dwarven fat
gives the paper advantage to saving throws against
these spells. Kllellekk paper can be personalized by
a drow if they add 4 drops of their own blood to the
mixture (allowing them to use it as identification). This

doesn’t ever seem to work for any other race.
:




DRrOW SOLDIER TIN

Wondrous item, uncommon

This small, silver tin is a thin metal case that never
appears to have anything inside. Once per day, it can
be used to create a single one pound bar of semi-solid
food that is odorless, tasteless, colorless and entirely
invisible. While not nutritious, it's enough for one
medium sized creature to subsist on daily for a few
weeks before malnutrition sets in. This bar of food never
goes bad. The “food” from drow soldier tins can also be
used as an improvised ranged weapon that duplicates
the effects of a grease spell to the area targeted.

UNDERWATER

Wondrous item, common

This murky, dark water smells faintly of almonds.
When a creature is doused in a gallon of underwater,
shadows wrap around their body, granting a +5 bonus
to Dexterity (Stealth) checks. So long as a doused
character is in complete darkness or within 10 feet
of an area of dim light, they may make a Dexterity
(Stealth) check even while being observed. Underwater
dries quickly, lasting only 1d6+5 rounds when used
while exerting oneself (running at full speed, taking
an action to move in a round of combat or attacking
in combat). It does not function underwater and is
destroyed one round after being diluted.

DROW SPELLS

The following spells are available exclusively to drow
spellcasters devoted to Naraneus.

DANCING SHADE

6th-level abjuration

Casting Time: 1 action

Range: Self

Components: V, S, M (a piece of gold string)
Duration: Concentration, up to 10 minutes

As you cast this spell, you animate your shadow, which
shields you from harm. This shadowy shield can absorb
up to your current hit points before disappearing.
This protection extends to physical attacks as well
as spells and effects that deal radiant and lightning
damage. Since this is a shield in front of you and not
temporary hit points, attacks absorbed thus do not
prompt concentration-checks from you. If the spell is
dismissed before its maximum number of hit points is
expended, you suffer from no ill effects. However, if the
shadow absorbs the maximum amount of hit points
possible, it dissipates, leaving you without a shadow
for a number of days equal to your level. You can only
cast this spell if you have a shadow.

FORM OF SHADOW
4th-level transmutation
Casting Time: 1 action
Range: Self
Components: V, S, M (piece of obsidian)
Duration: Concentration, up to 10 minutes

You suffuse yourself with shadow-essence, which
bestows upon you the amorphous trait: You can
move through a space as narrow as 1 inch without
squeezing. Additionally, while under the effects of this
spell and in dim light of darkness, you can take the
Hide action as a bonus action.




LooM LARGE

3rd-level illusion

Casting Time: 1 action

Range: Self

Components: V, S, M (piece of glass)

Duration: Concentration, up to 10 minutes

You absorb your own shadow into your body, causing
you to be suffused by the intangible bulk of darkness.
Your shadow-enhanced size doubles in all dimensions
and increases your size by one category—from Medium
to Large, for example. If there isn't enough room for you
to double your size, you instead attain the maximum
possible size in the space available. Your dimensions
continue to adjust to your surroundings. Note that, since
the size increase is based on your shadow suffusing you,
it does not actually increase your size and hence, does
not hinder your progress through tight spaces. Until
the spell ends, you have advantage on Strength checks
and Strength saving throws. Your weapons also grow to
match their seemingly new size. While thus enlarged,
your attacks with them deal an extra 1d4 cold damage.
You can only cast this spell if you have a shadow.

NARANEUS’S FANGS

9th-level illusion

Casting Time: 1 action

Range: 1 mile

Components: V, S, M (a tooth from an intelligent
humanoid, dipped in venom)

Duration: Instantaneous

Your magics tear apart the tooth, wrapping ribbons
of dark, web-like and poisonous energy and sending
them to 4 points you designate within range to detonate
there. You do not have to be able to see the areas at

the moment of the spell’'s completion, but you must
have seen them within the last hour, either personally
or via scrying or similar means. Each creature in a
40-foot radius sphere centered on each point you
choose must make a Constitution saving throw. The
exploding ribbons extend around corners. A creature
takes 10d6 poison damage and 20d6 necrotic damage
on a failed save, or half as much on a successful one.
A creature failing to save against this spell continues
to take poison damage on subsequent rounds until the
creature makes its save. A creature in the area of more
than one such burst is affected only once. The spell
does not damage objects or constructs.

SHADOW MOTE

1st-level illusion

Casting Time: 1 action

Range: 60 feet

Components: V, S, M (ash)

Duration: Concentration, up to 1 minute

You create a small sphere of shadow-essence that you can
hurl as a ranged spell attack at one target. The sphere
causes the creature hit to see distracting movement
out of the corner of their eye. On a hit, the first attack
against the target gains advantage. At the end of each of
the target’s turns, it can make a Wisdom saving throw
against the spell. On a success, the spell ends.




SHADOW CAST

2nd-level illusion

Casting Time: 1 action

Range: 120 feet

Components: V, S, M (scrap of black cloth)

Duration: Concentration, up to 10 minutes

You call forth an amorphous, 20-ft. -radius blob of black
matter from the Plane of Shadows that you can direct
toward any light source within range. You can cause
this blob to change shape, creating moving shadows on
nearby surfaces. These shadows can cause distraction
and confusion, causing all viewers within the spell’s
radius to suffer disadvantage on all Wisdom (Perception)
checks relying on sight. At the end of each of the rounds
of an affected creature, it can make a Wisdom saving
throw against the spell. On a success, the spell’s effects
end for the creature, as it sees through the illusion.

SHADOW RAISING

8th-level necromancy

Casting Time: 1 action

Range: 30 feet

Components: V, S, M (the finger of an intelligent humanoid)
Duration: Concentration, up to 20 minutes

You rip your shadow from your body and cast it into
the body of a deceased creature in range that has not
been dead for more than 5 minutes. The creature is
animated by your shadow as a macabre puppet with the
deceased being’s full set of actions, abilities, feats and
spells remaining when the creature died. The animated
creature has half your hit points upon casting this spell,
which also are the puppet’s maximum hit points and it
takes its turn directly after your turn. Unfortunately,
the control isn’t perfect: The animated shadow puppet
cannot use reactions. Since the animated puppet is
powered in equal parts by fading life energy as well
as your shadow, shadow raising only works for brief
periods of time: After a total of 20 minutes, the corpse
collapses and your shadow reassembles and returns
to you. This reassembly takes 5 rounds, during which
you have no functional shadow. If the spell is dismissed
before the shadow puppet is destroyed, you suffer from
no ill effects apart from this visible reassembly of your
shadow. However, if the shadow puppet is destroyed, it
dissipates alongside your shadow, leaving you without
a shadow for a number of days equal to your level. You
can only cast this spell if you have a shadow. Casting
this spell is always an evil act.

SHADOW SHACKLES

7th-level conjuration

Casting Time: 1 action

Range: 120 feet

Components: V, S, M (a chunk of tungsten)
Duration: Concentration, up to 10 minutes

You cast the target of this spell into a set of shadow
shackles, as you command your magic-infused
shadow to confine the target, molding it into one
shackle per arm and leg. The creature affected must
make a Dexterity saving throw. On a failed save, your
shadow anchors the target to the spot, preventing any
movement—the target has effectively a Speed of O ft.,
but is not restrained. On a successful save, the spell
ends. Additionally, for as long as even a single one of
the shadowy chains remains, the target must make
a Constitution saving throw each round. On a failed
save, the target receives 3d6 cold damage. Shadow
shackles have an AC of 18, a damage threshold of 10
and 20 hit points. The spell remains in effect until you
cease to concentrate or until the shadow shackles are
destroyed, whereupon your shadow crawls back to
you to reassemble. This reassembly takes 5 rounds,
during which you have no functional shadow. You can
only cast this spell if you have a shadow.

UMBRAL STEP
5th-level conjuration
Casting Time: 1 reaction, which you take when you or
an adjacent ally is disengaging from a hostile creature
Range: 500 feet
Components: V, S, M (atrophied plant)
Duration: Concentration, up to 10 minutes

You or a creature touched by you gains the ability
to pass through a shadow (including your own) and
appear from another shadow within range of the spell.
Stepping into a shadow is treated as disengaging and
thus does not provoke an opportunity attack, though
emerging from a shadow can provoke an opportunity
attack. You can only cast this spell if you have a shadow.




DVERGR

Dvergr are subterranean dwarves that spend most
of their time building massive cities and sealing off
passages to the surface. They are isolationists that
seek little or no contact with peoples outside of the
Underworld; preserving a rich cultural heritage
unspoiled by upperworlders is a dvergr’'s way of life.

HiSTORY

After the Forging of the Dvergr, each of the different
races of dwarves lived in tenuous peace deep below
the surface of Aventyr. War would surely have erupted
between the three great clans (dweorg, dvergr and zwerc)
were it not for the arrival of the Great Sculpting. Before
their very eyes, the cities of each fell to draconic claws
and magics as quickly as the forces they could muster
to their defense. Unwilling to forge an alliance, each
struck their own path through the Underworld, leaving
their shattered homes behind them. While their kindest
kin struck toward the surface, the sullen dvergr made
for the farthest reaches of the Underworld to build new
cities of their own, forever swearing off the other races.

. Filled with spite for the wholeness denied them by the

gods, eventually each of the clans separated, seeking
sites to build upon as far away from their fellow dwarves

- as possible. Their journeys lasted for generations,

seeing successions of leaders rise and fall until only
the strongest willed dvergr led these seemingly endless
expeditions to the untamed caves beneath Aventyr.
The dynasties of those first dwarves continue to
this day; once a dvergr clan has made up its mind,
only the most dire of circumstances can change it.
The leaders that saw to their survival took them to
far-flung chambers and uninhabited expanses never
before seen by mortal eyes. In these great caverns
the genuine dwarves set about rebuilding the great
cities they once engineered with their unwanted kin.
Their staunch belief in tradition is greater even than
their cousin the dweorgs’. The great clans all convene
under an armistice every 500 years (if that—records
of the event are fastidiously kept, but they expressly
forbid any but their grand historians from accessing
documents so old) known as the Grand Convene. It is
at these rare meetings that the dvergr determine what
it is they are collectively to do in order to strike the
pride of their true names into the annals of history
in Aventyr; they have taken it upon themselves, as a

g

species, to expand their isolationism to prohibit all of 3@

the Underworld from the surface above.

At the Grand Convene, each greater clan submits
what their city has learned about the Underworld—its
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best)—are not treated kindly, either being ignored or

even jeered at for their intrusion to the sacred grounds
dimensions, what lives within, and the most exposed of the dvergr. Between themselves the sullen dwarves

exits to the surface (always with convenient ideas for aren’t much kinder—their societies leave little patience

B e I e ts to close therm o). for one another