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INTRODUCTION

An adventurer screams as she’s covered in oil pouring from holes in the ceiling, hoping her torch doesn’t set it alight.
In a dark corner of a cavern lair, a creature unknown to Faertin’s sages slobbers over the thigh-bone of a haughty paladin.
Torchlight glitters on a pile of gold coins surmounted by an ornately-carved treasure chest, the lid of which is invitingly
ajar.

Welcome to Halaster’s Hoard! This compilation of treasures, guardians, and traps is brought to you by a group of the
Dungeon Masters Guild’s best and most creative authors. We intend it to be a collection of things you can put anywhere in

Undermountain, for use with Waterdeep: Dungeon of the Mad Mage, but you can easily use them in any setting. We're

confident they’ll enhance your game.

Substance and Style. When you first read through this book, you'll notice there is variation in presentation from author
to author. This is not a mistake. This is an effort to ensure that the authors remain true to their unique style in their
contributions. The result is a work that truly reflects the contributors.

Make it Your Own. Remember, you don’t have to use anything in this book as written! You can change, modify, and
enhance whatever you choose to best suit play at your table. That said, every contribution in this book, to the best of our
knowledge, has never before been seen in a 5th Edition supplement, so your players will be pleasantly surprised.

Balance is Everything. Every effort has been taken to ensure the entries in this book are playable and enjoyable with no
further adjustment on your part.

We hope you enjoy what you’ll find herein, whether you use it in Undermountain or your own milieu.
R P Davis




This book is dedicated to the memory of Stan Lee, who taught us all how to be heroes as well as create them.

Excelsior!
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MAGIC ITEMS

AN ARCHMAGE AS POWERFUL, LONG-LIVED, AND FAR-
TRAVELED AS IHALASTER BLACKCLOAK HAS AMASSED A
COLLECTION OF MAGIC ITEMS TO RIVAL THOSE OF ANY
WIZARD IN THE MULTIVERSE. SOME ARE TRIVIAL, ALMOST
MUNDANE. OTHERS ARE POWERFUL ENOUGH TO SHAKE
THE FOUNDATIONS OF THE WORLD.

FEEL FREE TO PEPPER THESE ITEMS IN AND AROUND
UNDERMOUNTAIN, BUT USE CAUTION, FOR SOME OF THEM
ARE VERY POWERFUL INDEED, AND MAY UNBALANCE YOUR
TABLE'S FORAY INTO THE MAD MAGE'S DOMAIN.

GREEDY ADVENTURERS SHOULD BE FOREWARNED --
[HALASTER, LIKE A DRAGON, KNOWS TO THE LAST SPELL
SCROLL AND POTION HOW MANY MAGIC ITEMS HE HAS,
WHERE HE'S HIDING THEM, AND HOW MANY CHARGES
THEY'VE GOT.

MISCELLANEOUS

AMuLET oF MicHTY Fists

Wondrous itemx, uncommon, rare, or very rare (requires at-
tunement by a monk)

AN AMULET OF
MIGHTY FISTS

IS A SMOOTH,
BEAUTIFUL RIVER
ROCK MADE INTO
A SIMPLE AMULET
WITH A LEATHER
STRAP AND SIMPLE
JEWELER'S TOOLS.
It coNTAINS THE
FOCUSED ESSENCE
OF A MONK'S
TRAINING, CREATED
THROUGH
FOCUSED
CONCENTRATION
AND MEDITATION
AS A TOOL TO
IMPROVE MARTIAL
AND MYSTIC
ABILITIES.

When attuned to an amulet of might fists, you have a
bonus to attack and damage rolls with unarmed attacks. In
addition, you gain an bonus to your Ki pool. The bonus to
attack and damage rolls and the bonus Ki is dependent on
the rarity of the amulet, up to +3 to attack and damage and
Hotk,
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BaDGE oF THE BERSERKER

Wondrous item, rare (requires attunement)

THESE FEARSOME BADGES, FAVORED BY RAGING
BARBARIANS, HAVE THEIR ORIGINS IN THE FAR NORTH.
EACH BADGE IS A TANGLED KNOT OF TEETH, BONE, AND
LEATHERY SKIN WHICH FORMS THE FACE OF A SCREAMING
SAVAGE, TWISTED IN WRATH. WHEN PINNED TO CLOTHING
OR ARMOR, THE SPIRIT WITHIN THE BADGE TRANSFERS TO
THE WEARER. SAGES THEORIZE THAT, AMONG PRIMITIVE
TRIBES IN THE FAR NORTH, SHAMANS FASHIONED THESE
BADGES TO PROTECT FAVORED CHAMPIONS, BINDING THE
SPIRITS OF FALLEN WARRIORS INTO THE FETISHES TO
LEND THEIR STRENGTH AND BATTLE FURY. IT HAS BEEN
HUNDREDS OF YEARS SINCE [HALASTER WALKED AMONG
THE SAVAGES OF THE NORTH, AND NONE NOW KNOW HOW
HE CAME BY THESE BADGES.

While wearing this badge, when you Rage and use
your Reckless Attack, attack rolls against you do not have
advantage.

BLackrLock RoBE

Wondrous item, rare (requires attunement)

THE WITCHES OF RASHEMEN ARE FAMOUS FOR THEIR
ABILITY TO TURN THEMSELVES AND OTHER PEOPLE INTO
ANIMALS. THESE CLOAKS
ARE SOMETIMES WORN
BY POWERFUL WITCHES
AS DEFENSES. WHEN
STRUCK, WHETHER BY
WEAPON OR SPELL, THEY
BURST INTO A FLOCK

OF CROWS AND FLY TO
SAFETY.

While wearing this
tattered black cloth, when
you are hit by an attack,
you can use your reaction
to transform into a flock
of black birds and fly 40
feet to an unoccupied
space you can see. Once
you use this ability, you
can’t use it again until you
finish a long or short rest.

CeLesTIAL FIRe OrB

Wonderous item, very rare (requires attunement)

CHOSEN WEAPON OF THE SPELL-CASTING ARCHONS WHO
GUARDED THE GODDESS oF MaGic, MYSTRA. ARCHONS ARE
CELESTIAL BEINGS IN THE UPPER PLANES AND CAN VARY
SIGNIFICANTLY IN APPEARANCE. ARCHONS GLOW WITH A



DIVINE LIGHT AND WHEN THEY FEEL A STRONG EMOTION,

IT CAN BE FELT BY ALL IN THEIR PRESENCE. THEY ARE
DEEPLY PROTECTIVE OF ALL THAT IS GOOD AND WILL STRIKE
DOWN ANY EVIL THAT INVADES THEIR DOMAIN. THIS ORB
GLOWS BRIGHTLY WITH SWIRLING PEARL WHITE ENERGY
FROM THE HEAVENS. THIS ORB IS SURROUNDED BY A
MAGICAL FIERY AURA AND SMALL EMBERS THAT EVOLVE
AROUND THE ORB-LIKE LITTLE STARS. WHEN HOLDING

THIS ORB, THE CLOUDS ABOVE PART TO ALLOW A SHAFT OF
SUNLIGHT OR MOONLIGHT TO SHINE DOWN.

As a bonus action, this orb can be summoned by
speaking a command word. Upon summoning the orb, it
can be hurled at a designated target. Once thrown, the orb
magically seeks its quarry. Select a creature you can see
within 200 feet; that creature must make a DC 18 Dexterity
saving throw or take 18 (4d8) radiant damage and 7 (2d6)
fire damage, half as much if the saving throw is successful.
Additionally, if the saving throw fails by 5 or more, the
target is blinded until the end of its next turn. Once the
attack is resolved or the target moves beyond the orbs
maximum range, the orb sublimates into the aether.

This item functions up to 5 times per day, regaining all
spent uses each day a dawn.

CLoak oF Free MeN

Wondrous item, rare (requires attunement)

THE EMPIRE OF SHADE, WHICH RULED OVER THE GREAT
ANAUROCH DESERT, GREATLY ABUSED THE NOMADIC
BEDINE TRIBES THAT TRAVELED ITS DUNES. OUT OF THIS
ABUSE WAS BORN THE GREAT HERO, REYYANA, WHO

ROSE FROM POVERTY TO BECOME THE MOST DESIRABLE
COURTESAN IN THE EMPIRE. FROM THIS EXALTED POSITION,
SHE HATCHED A PLOT TO BRING DOWN THE EMPIRE AND
AVENGE THE ABUSES SUFFERED BY HER PEOPLE.

WHEN ALL THE IMPERIAL MAGES WERE GATHERED,
REYYANA STRUCK WITH A SECRET WEAPON MADE FOR
HER BY THE WITCHES OF HER DESERT TRIBE. [1ER CLOAK
TRANSFORMED HER INTO A SWIRLING SANDSTORM THAT
FLAYED THE FLESH FROM THOSE AROUND HER. ALAS, THE
MAGES MAGIC PROTECTED THEM, BUT THEIR SERVANTS
WERE NOT SO LUCKY. THOUGH REYYANA WAS HERSELF
SLAIN, SHE SLEW DO1ENS OF SHADE's COURTIERS, WHICH
PLUNGED THE EMPIRE INTO TURMOIL FOR YEARS, GIVING
HER PEOPLE RESPITE.

A BEDINE ADVENTURER WHO DARED UNDERMOUNTAIN AND
DID NOT RETURN ADDED HER CLOAK TO [HALASTER'S HOARD.

While wearing this cloak, you have advantage on saving
throws to avoid levels of exhaustion from traveling in a
desert environment.

In addition, as a bonus action, you can activate the cloak
to gain concealment as swirling sand and dust surround
you. This effect remains for 1 minute or until you dismiss

it. While the effect is active, as an action, you can unleash
the sand as an attack. Each creature in a 15-foot cube
originating from you must make a DC 16 Constitution
saving throw; failure results in a creature taking 2d8
slashing damage and is blinded. On a successful saving
throw, the creature takes half as much damage and isn’t
blinded. Once you use this ability, you can’t use it again
until the next dawn.

THE CowsELL oF MonsTRoUS ALLURE

Wondrous item, rare

THIS STRANGE BELL WAS STOLEN FROM A DEMON CAVE
DEEP WITHIN THE NINE HELLS. THIS CAVE BELONGS TO A
STRANGE DEVIL THAT HOARDS PECULIAR ENCHANTED ITEMS
HE FINDS OR STEALS DURING HIS TRAVELS IN THE LOWER
PLANES. ANY TIME THE BELL'S HIDEOUS RING ECHOS
WITHIN FAERUN OR ON OTHER PLANES OF EXISTENCE,
SOMETHING RANDOM WILL APPEAR. DEVILS USED THIS ITEM
AS A DISTRACTION TOOL TO GET THEMSELVES OUT OF TIGHT
SITUATIONS, TO PLAY TRICKS ON DEMONS, AND WHATEVER
OTHER LAWFUL MISCHIEFS THEY WERE UP TO. THE BELL
DOES HAVE DEFECTS AND DOES NOT ALWAYS WORK AS
EXPECTED.

After ringing the cowbell, one of the following random
encounters appear. Roll on The Cow Bell of Monstrous
Allure Table. After the bell is rung seven times, it vanishes
and returns back to the devil cave it was discovered in.

THE Cow BELL OF MONSTROUS ALLURE TABLE

1d12 Encounter

1 1 Werebear

2 1d6 steam mephits

3 1 Trinket

4 1d8 Rust Monsters

5 1d12 skeletons

6 1 young goblin sitting on a log crying
7 1 Falling Net Trap.

8 1d6 Giant Centipedes
9 2 Barbed Devils

10 1 Erinyes

1] 1d4 Specters

12 1d4 Will-O-Wisps
DECK oF SPELLS

Wondrous item, very rare (requires attunement by a spell-
caster)

ALTHOUGH WIZARDS HAVE A REPUTATION FOR BEING
PONDEROUS AND ANALYTICAL, NOT ALL OF THEM ARE
SENSIBLE OR INDEED SANE. [JALASTER CAN BE MOST
KINDLY DESCRIBED AS ECCENTRIC, FOR EXAMPLE, AND HIS
INVENTIONS ARE A TESTAMENT TO THE TWISTED WAY HIS
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MIND WORKS. IT IS SAID HE CREATED DECKS OF SPELLS AS
GIFTS FOR HIS APPRENTICES, THOUGH SAGES DISAGREE ON
WHETHER OR NOT IT WAS A GIFT OR A BANE.

A deck of spells can bestow great power on a wielder, but
it can’t be controlled. Some sages say that Halaster meant to
create a spellbook that let its user cast spells more often and
that randomness was a side effect, while others claim the
item was the only possible result of such a deranged mind.

You can use this item as a spellbook. As part of attuning
to the deck, your spells magically transfer themselves
from your usual spellbook to the cards, and the
illustrations thereon change to depict you casting the spell
corresponding to the spell written on it. Your old spellbook
becomes blank.

When you prepare spells during a long rest, you must
choose one at random and prepare it before any others. In
addition, as an action, you can choose a card at random
from the deck and cast it without spending a spell slot.

If the spell requires you to make an attack or check, you
have advantage on that roll. If it requires a target to make
a saving throw, the target makes its roll with disadvantage.
Once you use this power, you can't use it again until you
finish a long rest.

THe Devour HEart oF Mystra

Wondrous item, very rare (requires attunement)

A swirling dark pink tourmaline pendant with the
symbol of Mystra. This stone is fitted into silver fitting
that has been worked into roses by the steady hands of a
Master Silversmith. The pendant hangs from a fine silver
chain. Mystra is the Goddess of Magic and is considered
the Goddess of Cosmic Balance. It is fabled that the tears
of Mystra formed this heart-shaped pendant when Helm
struck her down from the heavens for taking a stand against
AO. This pendant imbues the wearer with the arcane power
and secret knowledge of Mystra and protects them from
spell damage.

The wearer gains a +2 to Intelligence and spell resistance.

DiviNe SoLAR Ors

Wonderous item, rare (requires attunement)

CHOSEN WEAPON OF THE ARCANE SOLARS, PROTECTORS
OF CELESTIA AND THE OTHER UPPER PLANES, THESE
SOLARS ARE THE MOST POWERFUL OF THE CELESTIAL
ANGELS. SOLARS ARE SO STRONG, USUALLY ONLY ONE

IS SENT OUT TO REVERSE ANY GREAT IMBALANCE IN THE
COSMOS. ANYTIME A SOLAR STRIKES, GREAT EARTHQUAKES
AND COSMIC ENERGY RIPPLES AROUND THEM AS THEY
HIT THEIR ENEMY WITH THE THUNDEROUS MIGHT OF THE
GODS. THESE GLEAMING ORBS EMIT A BRIGHT RADIANT
GOLDEN LIGHT AND A GLITTERING GOLD MIST OF LIGHT
AROUND THEIR SPHERES.

HALASTER’S HOARD

These orbs can be summoned by using a bonus action
to speak the command word. Once summoned, the orb
sheds bright light in a 20-foot radius and dim light for an
additional 10 feet. This orb can be hurled at a designated
target. Once thrown, the orb magically seeks its quarry.
Select a creature you can see within 200 feet; that creature
must make a DC 15 Dexterity saving throw or take 6 (2d10)
radiant damage and 3 (1d6) force damage on a failed save,
half as much on a success. If the saving throw is failed by
5 or more, the target takes an additional 7 (2d6) psychic
damage and has disadvantage on attack rolls and ability
checks until the end of its next turn. Once the attack is
resolved or the target moves beyond the orbs maximum
range, the orb sublimates into the aether, returning back to
its owner’s hand.

This item functions up to 5 times per day, regaining all
spent uses each day a dawn.

Faerie Fire Ors

Wonderous item, legendary (requires attunement)

THIS ORB WAS HOUSED IN THE HALLS OF THE SUMMER
QUEEN'S PALACE. THIS PALACE WAS CRAFTED FROM A
GREAT LIVING TREE BY THE ARCHFEY, ORAN, KNOWN AS
THe GReeN LorD. ORAN IS AN ARCH FEY OF NATURE AND
EMBODIES A TALL ELF TOUCHED BY THE OAK TREE AND
VINES OF THE FEYWILD IN APPEARANCE. ORAN IS ONE OF
THE GREATEST HUNTERS AND FIGHTERS IN THE FORESTS
OF SANALIESE. THIS ORB WAS CREATED BY ARCHANISTS IN
THE NAME OF ORAN TO AID HUNTERS AND CASTERS OF THE
SUMMER CoURT AND THE COURT OF STARS WHO WANTED
TO MAKE THE UNSEEN VISIBLE. THIS FIERY ORANGE ORB
SWIRLS WITH THE IRIDESCENCE OF FAERIE FIRE AND EMITS
MAGIC FLAMES LIKE SOLAR FLARES FROM THE SUN.

As a bonus action, this orb can be summoned by
speaking a command word. Upon summoning the orb, it
can be hurled at a designated target. Once thrown, the orb
magically seeks its quarry. Select a creature you can see
within 200 feet; that creature must make a DC 17 Dexterity
saving throw or take 22 (4d10) fire damage on a failed save,
half as much on a success. Additionally, if the saving throw
failed by 5 or more, the target is subject to the effect of a
faerie fire spell until the end of its next turn. Once the attack
is resolved or the target moves beyond the orbs maximum
range, the orb sublimates into the aether, returning back to
the owner’s hand.

This item functions up to 5 times per day, regaining all
spent uses each day a dawn.



Faerie Force OrB

Wonderous item, legendary (requires attunement)

THIS ORB WAS CREATED BY THE FOLLOWERS OF THE
ELVEN GODDESS, AERDRIE FAENYA, GODDESS OF FLIGHT,
AIR, BirDS, AND WEATHER. ELVES AND GOOD-ALIGNED
BIRDS, SUCH AS THE AARAKOCRA, WORSHIP HER IN HOPES
OF RAIN AND DESIRABLE WEATHER. THIS ORB HARNESSES
THE MIGHTY WINDS OF AERDRIE FOR ITS FORCE ENERGY
TO STRIKE DOWN ENEMIES WITH A MIGHTY BLOW. THIS
ORB SWIRLS WITH BEAUTIFUL BLUE HUES OF THE FEYWILD
SKY AND GLITTERING WHITE CLOUDS. THE MISTS WITHIN
THE ORB FORM VISAGES OF BIRDS, GRIFFINS, AND FAERIE
DRAGONS GLIDING AND DIPPING THROUGH ITS TINY
ATMOSPHERE.

As a bonus action, this orb can be summoned by
speaking a command word. Upon summoning the orb, it
can be hurled at a designated target. Once thrown, the orb
magically seeks its quarry. Select a creature you can see
within 200 feet; that creature must make a DC 15 Dexterity
saving throw or take 13 (2d12) force damage on a failed
save, half as much on a success. Additionally, if the saving
throw is failed by 5 or more, the target is knocked prone.
Once the attack is resolved or the target moves beyond the
orbs maximum range, the orb sublimates into the aether,
returning back to the owner’s hand.

This item functions up to 5 times per day, regaining all
spent uses each day a dawn.

Faerie Frost OrB

Wonderous item, legendary (requires attunement)

WHEN THE SUMMER PRINCE'S HEART FROZE TO ICE
AFTER BEING HEARTBROKEN BY THE QUEEN OF WINTER,
EVERYTHING IN THE REALM OF THE FEY WINTER COURT
FRO1E OVER IN A WAVE OF THE PRINCE'S DEEP SORROW.
THE PERPETUAL NIGHT SKY HEAVILY LOOMED OVER THE
REALM THAT BECAME COLDER AND MORE BITTER BY THE
DAY AS THE PRINCE BEGAN TO TURN TOWARD EVILNESS IN
HIS DEPRESSION. THE FAERIE FROST ORB WAS SAID TO
BE TRANSFORMED FROM A SUMMER COURT ORB DURING
THIS WAKE OF ETERNAL WINTER AND DESPAIR. THIS /)
BEAUTIFUL ORB SWIRLS WITH DARK SHADES OF BLUES ~
AND BLACKS OF THE WINTER COURT'S NIGHT SKY. \
DELICATE ILLUMINATED SNOW QUICKLY REVOLVES
AROUND THIS SWIRLING WINTER ORB AND WITHIN ITS
INKY LAYERS.

As a bonus action, this orb can be

summoned by speaking a command
word. Upon summoning the orb, it
can be hurled at a designated target.
Once thrown, the orb magically seeks
its quarry. Select a creature you can see
within 150 feet, that creature must make a _

DC 13 Dexterity saving throw or take 5 (1d10) cold damage
and 3 (1d6) force damage on a failed save, half as much on
a success. Once the attack is resolved or the target moves
beyond the orbs maximum range, the orb sublimates into
the aether, returning back to the owner’s hand.

This item functions up to 5 times per day, regaining all
spent uses each day a dawn.

Faerie LicHTNING ORB

Wonderous item, legendary (requires attunement)

THIS POWERFUL ORB WAS CRAFTED BY THE [HicH MAGES
oF THE FevwiLp. THE HicH MAGES ARE A SPECIAL
CLASS OF SPELLCASTERS WHO DELVE DEEP INTO MAGIC
AND ARCANE STUDIES. ONLY ELVES HAVE THE ABILITY TO
TAP INTO HIGH MAGIC AND TO BECOME A HiIGH MAGE.
SOME HIGH MAGES ARE SO POWERFUL THEY CAN ENGULF
WHOLE CITIES WITH THEIR SPELLS, CREATE NEW SPELLS,
OR EVEN CHANGE THE VERY FABRIC OF THE WEAVE
ITSELF. THIS ORB SWIRLS WITH STORMS AND LIGHTNING
AND AN ELECTROSTATIC AURA FLICKERS AROUND THIS
SPECTACULAR ORB.

As a bonus action, this orb can be summoned by
speaking a command word. Upon summoning the orb, it
can be hurled at a designated target. Once thrown, the orb
magically seeks its quarry. Select a creature you can see
within 300 feet; that creature must make a DC 20 Dexterity
saving throw or take 26 (4d12) lightning damage and 5
(1d10) thunder damage on a failed save, half as much on a
success. If the saving throw is failed by 5 or more, the target
takes an additional 9 (2d8) thunder damage and is pushed
10 feet away from the owner. Once the attack is resolved or
the target moves beyond the orbs maximum range, the orb
sublimates into the aether, returning back to the owner’s
hand.

This item functions up to 5 times per day, regaining all
spent uses each day a dawn.

GHosTLIGHT CANDLE

Wondrous item, very rare

THIS PLAIN WHITE WAX CANDLE CAN BURN ALL DAY, EVERY

DAY WITHCUT DIMINISHING. [HALASTER 1S KNOWN TO KEEPR

A SUPPLY OF THEM IN HIS FAVORITE UNDERMOUNTAIN

HAUNTS, AS HE REGULARLY CONSORTS NOT ONLY WITH

THOSE WHO MAKE CONSIDERABLE USE OF MAGIC TO

REMAIN UNSEEN, BUT ALSO WITH BEINGS
CAPABLE OF MOVING THROUGH THE
BORDER ETHEREAL.

The candle sheds bright light in a 20-foot
radius and dim light for an additional 20
feet. It never burns down, but it can be
extinguished. While the candle is lit,

MAGICITEMS
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creatures within 10 feet of it can’t be or become ethereal,
incorporeal, or invisible.

GiBBERING LuMp

Wondrous item, rare

MANY OF IHALASTER'S INVENTIONS ARE QUITE UNSETTLING.
He 1S, AFTER ALL, THE MAD MAGE. THE GIBBERING LUMP
IS, ACCORDING TO SAGES, A VERY POINTED EXAMPLE

OF HIS INSANITY AND HIS LUCIDITY. A MASS OF FLESH
WHICH TWISTS ITSELF INTO A GROTESQUE DIADEM, THE
ITEM CONTINUALLY CHANGES SHAPE, GROWING EYES AND
MOUTHS AND LOSING THEM JUST AS QUICKLY. A RAMBLING
STREAM OF WHISPERED NONSENSE SPOUTS FROM ITS
MOUTHS, AND BARELY-SEEN FLICKERS OF LIGHT ISSUE
FROM ITS EYES. THESE FEATURES GIVE THE LUMP AN
APPEARANCE OF LIFE, BUT IT LACKS EVEN THE TWISTED
INTELLIGENCE OF A GIBBERING MOUTHER.

Those who wear a gibbering lump are often thought mad.
Some people want to acquire one for just that purpose—to
present the appearance of insanity.

While wearing this item, when you are required to
make a Wisdom saving throw, you can use
your reaction to automatically
succeed on the saving
throw and force [ ™
the attacker to
take 11 (2d10)
psychic damage.

Once you use this
power you can't

use it again

until you finish \
a long rest.

GLOVE OF
STORING

Wonderous item,
UNcommon

A GLOVE OF STORING IS A SIMPLE TOOL USED PRIMARILY
FOR SMUGGLING WEAPONS INTO PLACES WHERE THEY

DO NOT BELONG OR REMOVING VALUABLES FROM WHERE
THEY DO. WHKILE SOME GLOVE USERS USE IT TO CARRY
THEIR OWN WEAPON, MORE ENTERPRISING INDIVIDUALS
HAVE FOUND CREATIVE WORKAROUNDS TO THE LIMITATIONS
OF THE GLOVE TO ARM THEIR ENTIRE PARTY.

Outfitters catering to adventurers often carry long
roll-up canvas cases with built-in sheaths for all manner
of weapons. These cases are inexpensive, and rather
cumbersome when used on their own. However, when
paired with a glove of storing, it can be loaded with weapons,
stored, and then opened and unrolled with a quick flick

HALASTER’S HOARD

of the wrist, arming one’s entire party in a place where
they would otherwise be left with much smaller and more
concealable weapons.

THERE IS ALSO THE APOCRYPHAL TALE OF RANDALL
"NoBROW" ROUGHNUGHT, HALFLING ALCHEMIST,
PYROMANIAC, AND SCOURGE OF THE DALELANDS,

WHO CARRIED AROUND A BURLAP SACK FILLED WITH
ALCHEMIST'S FIRE HIDDEN WITHIN HIS GLOVE. IHE WENT ON
A DESTRUCTIVE RAMPAGE, SCORCHING TOWNS, CROPS, AND
LIVESTOCK UNTIL A PALADIN OF GOND SMOTE HIM SOME
5O YEARS AGO.

When wearing the glove, one item you can hold in one
hand weighing less than 20 pounds is shrunk, placed into
stasis, and held at the ready in the palm of the glove, so
small as to be invisible. Stored objects have a negligible
weight. Objects can be stored and retrieved as a free action.

GWERLEN'S BRACELET

Wondrous item, legendary (requires attunement)

LEGEND TELLS OF A BARBARIAN WARRIOR CALLED
GWERLEN WHO, THOUSANDS OF YEARS AGO AND FAR TO
THE NORTH OF WATERDEEP,
' LED A WARBAND IN BATTLE
AGAINST AN ARMY OF
WEREWOLVES THAT
WAS PLAGUING HER
FOREST. IN THE
FINAL BATTLE OF
J THAT CONFLICT, AN
Y AVATAR OF YEENOGHU
” WAS SUMMONED TO
FIGHT GWERLEN, AND
THE TWO ENGAGED
IN SINGLE COMBAT. IN

\ THE END, GWERLEN SACRIFICED

HERSELF, AND SELUNE TOOK GWERLEN

IN A BURST OF MOONLIGHT THAT DESTROYED
YEENOGHU'S AVATAR AS WELL AS THE REST OF
THE WEREWOLVES. A SHAMAN IN GWERLEN'S WARBAND
MANAGED TO CAPTURE A FRACTION OF THAT LIGHT AND
TURN IT INTO A SMALL BRACELET. EVER SINCE, THAT
BRACELET HELPED WARRIORS IN THEIR BATTLES AGAINST
EVIL LYCANTHROPES. THOUGH HER NAME IS LARGELY
FORGOTTEN, SOME REMEMBER AND PAY HOMAGE TO
GWERLEN.

NOT LONG AGO, HALASTER GAVE GWERLEN'S BRACELET
TO AN ADVENTURER WHO CAME TO HIM LOOKING FOR

AID IN HUNTING A WERERAT, ON CONDITION THAT SHE
RETURN THE BRACELET TO HIM. SHE SWEARS SHE DID, SO
PRESUMABLY THE ITEM IS SOMEWHERE IN HIS VAULTS.

While wearing the bracelet, you treat weapons you wield
(including ammunition and thrown weapons) as silvered.



In addition, when you hit a shapechanger with a melee
weapon attack, you can use your bonus action to force that
creature to revert to its natural form. The creature must
make a DC 15 Charisma saving throw; failure results in the
creature reverting to its natural form and can’t use spells or
abilities which allow it to change shape for 1 hour. Once you
use this power, you can't use it again until you finish a long
rest.

THE HearT oF MysTrA

Wondrous item, rare ( requires attunement)

A SWIRLING ALEXANDRITE PENDANT WITH THE SYMBOL OF
MvYSTRA. THIS STONE IS FITTED IN A GOLDEN SETTING THAT
HAS SMALL ARCANE SYMBOLS DELICATELY ENGRAVED INTO
ITS SURFACE. THIS PENDANT HANGS FROM A GLISTENING
GOLDEN CHAIN. MYSTRA IS THE GODDESS OF MAGIC AND
IS CONSIDERED THE GoDDESS oF Cosmic BALANCE. IT

IS FABLED THAT THE TEARS OF MYSTRA FORMED THIS
HEART-SHAPED PENDANT WHEN [HELM STRUCK HER DOWN
FROM THE HEAVENS FOR TAKING A STAND AGAINST AO.
THIS PENDANT IMBUES THE WEARER WITH THE ARCANE
POWER AND SECRET KNOWLEDGE OF MYSTRA AND MINOR
PROTECTS THEM FROM SPELL DAMAGE.

You gain a +1 bonus to your Intelligence score. In
addition, you gain resistance to five spell types of your
choice. Choose from acid, cold, fire, force, lightning,
necrotic, poison, psychic, radiant, or thunder.

ILLustonisT's GLOVES

Wondrous item, uncommon (requires attunement)

MANY HEDGE WIZARDS ARE CONTENT TO SPEND THEIR
LIVES PERFORMING SIMPLE ILLUSIONS, WHETHER TO CHEAT
AND STEAL OR TO AMUSE PEOPLE FOR PROFIT. GALNINN,
ONE SUCH SPELLCASTER, OWNED A PAIR OF MAGIC

GLOVES HANDED DOWN FROM FATHER TO SON THROUGH
HIS FAMILY FROM A POWERFUL ILLUSIONIST ANCESTOR.
IHOWEVER, GALNINN WAS FAR LESS SKILLED AT MAGIC
THAN HIS TALENTED ANCESTOR AND BARELY SCRATCHED A
MEAGER LIVING IN A TRAVELING CIRCUS. ONE DAY, GALNINN
FELL IN WITH A BAND OF ADVENTURERS WHO DECIDED TO
TRY THEIR METTLE IN UNDERMOUNTAIN.

HALASTER NOTICED GALNINN'S GLOVES AND WAS CURIOUS
ABOUT THEM. THE MAD MAGE TRAPPED THE POOR

HEDGE WIZARD IN A MAZE OF ILLUSIONS, WHERE GALNINN
WANDERED UNTIL HE COLLAPSED AND DIED FROM
DEHYDRATION. [HALASTER TOOK THE GLOVES, STUDIED
THEM BRIEFLY, THEN CAST THEM ASIDE, FORGOTTEN ONCE
HE'D LEARNED THEIR SECRETS. THEY REMAIN IN A DRAWER
SOMEWHERE IN UNDERMOUNTAIN, WAITING FOR SOMEONE
TO FIND THEM.

While wearing the gloves, targets of your illusion spells
have disadvantage on saving throws to avoid their effects.

JAR oF ANGRY BEEs

Wonderous item, rare (requires attunement)

THE UAR OF ANGRY BEES IS A CLEAR ALCHEMICALLY
TREATED GLASS JAR FILLED TO THE BRIM WITH ANGRY
CLOCKWORK BEES AND SEALED WITH AN EASY TO OPEN LID.
THEY WERE CREATED BY A RETIRED WARFORGED DRUID, AN
INTERPLANAR TRAVELER FROM THE FAR-OFF WORLD OF
EBERRON, WHO NOW MAKES HIS HOME IN THE DALELANDS,
RAISING THE BEES AND SELLING JARS OF THEM TO THOSE
WHO CAN AFFORD THE BEASTIES. WHEN RELEASED, THE
BEES WILL ATTACK YOUR ENEMIES WITH SAVAGE FURY,
STINGING RELENTLESSLY WITH POLISHED BRASS STINGERS
AND INJECTING THEM WITH AN ACIDIC POISON. THEY WILL
FIGHT FOR YOU FOR UP TO ONE HOUR A DAY. IT Is NOT
RECOMMENDED THAT YOU SHAKE THE JAR, TAUNT THE
BEES, OR OTHERWISE ANTAGONIZE THEM, AS THEY HOLD

A GRUDGE, AND DO NOT FORGET. IF YOU SHOULD EVER

DO THESE THINGS AND BECOME UNATTUNED TO THE JAR
OF ANGRY BEES, THE BEES WILL COME AFTER YOU AT THE
FIRST POSSIBLE CHANCE. YOU HAVE BEEN WARNED.

As an action, you can open the jar and summon two
swarms of angry clockwork bees (see Sidebar). The bees
are friendly to you and your companions. Roll initiative
for the bees as a group, which has its own turns. They obey
any verbal commands that you issue to them (no action
required by you). If you don’t issue any commands to
them, they defend themselves from hostile creatures, but
otherwise, take no actions. They can operate for up to one
hour, after which they must return to the jar to recharge.
Once you use the jar, you can't use it again until the
following dawn.

ANGRY CLOCKWORK BEES

Medium swarm of tiny constructs, neutral
Armor Class 14 (natural armor)

Hit Points 22 (5d8)

Speed 5 ft, fly 40 ft.

STR 3 (-4) DEX 16 (+3) CON 10 (+0) INT 10 (+0) WIS
12 (+1) CHA 1 (-5)

Skills Perception +3

Damage Resistances bludgeoning, piercing, and
slashing

Condition Immunities charmed, frightened, grappled,
paralyzed, petrified, prone, restrained, stunned

Senses blindsight 10 ft., darkvision 60 ft., passive
Perception 13

Languages Common

Challenge 1 (200 XP)
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Covered in Bees! At the start of its turn, the swarm
can gain advantage on all melee weapon attack rolls it
makes during that turn, but attack rolls against it have
advantage until the start of its next turn.

Immutable Form. Angry clockwork bees are immune to
any spell or effect that would alter its form.

Swarm. The swarm can occupy another creature’s space
and vice versa, and the swarm can move through any
opening large enough for a Tiny bee. The swarm can’t
regain hit points or gain temporary hit points.

Actions

Sting. Melee Weapon Attack: +5 to hit, reach 5 ft.,
one target. Hit: 10 (4d4) piercing damage, or 5 (2d4)
piercing damage if the swarm has less than half its
HP. On a successful hit, a creature must make a DC
13 Constitution saving throw or take 3 (1d6) acid
damage at the beginning of its next turn, or none on
a successful one. The creature continues to take 3
(1d6) acid damage on the beginning of its turn until
it successfully makes the DC 13 Constitution saving

throw.

Macic Pants oF INVISIBILITY

Wondrous item, rare

IN THE sHADOWS OF FAERUN, A DARK MAGE SOCIETY LURKS
WITH AN AGENDA FOR POLITICAL AND ECONOMIC GAIN.
THE ARCANE BROTHERHOOD OF LIKE-MINDED MAGES
WILL USE ANY MEANS TO MAINTAIN THEIR FOOTHOLD

OF POWER IN LUSCAN. As PART OF THEIR CAMPAIGN
TOWARD SPREADING THEIR POWER, THEY ASSIGNED YOUNG
WIZARD APPRENTICES OF THE ARCANE BROTHERHOOD
TO HELP WITH RESEARCH ENCHANTING ITEMS TO ASSIST
THESE SECRETIVE DARK MAGES WITH THEIR MILITARY

AND POLITICAL CONQUESTS. ONE EXPERIMENT WAS TO
ENCHANT ITEMS WITH PERMANENT INVISIBILITY TO AID THE
BROTHERHOOD WITH ASSASSINATION ATTEMPTS OF HIGH
RANKING OFFICIALS IN THE CITY OF LuscAN. THESE PANTS
WERE AN EXPERIMENTAL FAILURE, BUT A GREAT PRANK TO
PULL ON YOUR WIZARD OR ROGUE FRIENDS.

While wearing these pants, only items covered by these
pants are invisible.

MepaLLion oF THE MiND

Wondrous item, very rare ( requires attunement)

THE PURPLE GEM AT THE HEART OF THIS MEDALLION
GLOWS SOFTLY WHEN OUTSIDE THOUGHTS TAKE ROOT IN
THE MINDS OF OTHERS. SAGES THINK MEDALLIONS OF THE
MIND WERE FIRST FASHIONED BY HUMAN FOLLOWERS OF
GITHZERAI MONKS AT A MONASTERY ON THE ASTRAL PLANE
CALLED TELLAC MOR, IN ORDER TO HELP THEM UNLOCK
THE MYSTERIES OF THE MIND. SMALL SILVER PENDANTS

HALASTER’S HOARD

WERE FASHIONED FOR EACH PUPIL, EACH WITH A STYLIZED
EYE SET WITH AN AMETHYST IMBUED WITH PSIONIC POWER,
GIVEN TO NON-GITHZERAI ACOLYTES AS TOOLS TO AID IN
LEARNING PSIONIC METHODS AND PRACTICES. ALL EXISTING
MEDALLIONS WERE THOUGHT LOST WHEN TeLLAC MoK
WAS DESTROYED BY A MIND-FLAYER ATTACK, BUT A FEW
HAVE RECENTLY SURFACED IN WATERDEEP, CLEARLY
HAVING COME FROM UNDERMOUNTAIN. NOT EVEN THE
BLACKCLOAK HAS ANY IDEA HOW [HALASTER GOT HOLD OF
THE MEDALLIONS OR THE SECRET OF MAKING THEM, BUT
THE LoRDS oF THE ciTy, OPEN AND MASKED, WOULD GIVE
MUCH TO ENSURE ALL THE MEDALLIONS ARE ROUNDED UP
AND, IF NOT DESTROYED, OR AT THE VERY LEAST LOCKED
SECURELY AWAY.

While wearing the medallion, you have advantage on
Insight checks and can communicate telepathically with
any creature you can see. Those willing to communicate
with you can send thoughts back to you, allowing two-way
communication. This telepathic communication fulfills the
requirement of an ability or spell that a target be able to
hear you.

In addition, when a melee attack misses you, you can
use your reaction to grant your allies advantage on attacks
targeting the creature which missed you, as though using
the Help action. Once you use this ability, you can’t use it
again until you finish a long rest.

Tre Micaty OrB oF TaLos

Wonderous item, legendary (requires attunement)

TaLosS Is THE Gobp oF STorMs AND DesTRucTION. HE IS
A CHAOTIC EVIL GOD WHO IMPULSIVELY ACTS UPON KIS
RAGE AND CREATES MASSIVE AMOUNTS OF DESTRUCTION
FOR ANY WHO CROSS HIS PATH. TALOS HAS ALSO BEEN
cALLED THE DESTROYER OR THE STORM LoRb. TALOS
ATTEMPTED TO LEARN THE ARTS OF DESTRUCTIVE MAGIC
AND USURP THE POWER OF THE WEAVE FROM MYSTRA,
BUT THE GODDESS OF MAGIC QUICKLY PUT A STOP TO HIM.
IT 1s FABLED THAT TALOS CREATED THIS MAGIC WEAPON
FOR A SPECIAL ORDER OF HIS PRIESTS THAT GUARDED ONE
OF HIS GREAT TOWERS OF RUIN. OTHERS BELIEVE THE
ORB WAS CREATED BY A MYSTERIOUS GROUP OF WIZARDS
CALLED LORDS oF TEMPEST WHO SERVE TALOS. THIS ORB
SWIRLS WITH THE WAVES OF MIGHTY OCEANS AND STORMS
OF THE SEA. WHEN THIS ORB IS SUMMONED, STORM
CLOUDS WILL BEGIN TO DEVELOP AND SWIRL ABOVE.

As a bonus action, this orb can be summoned by
speaking a command word. Upon summoning the orb,
it can be hurled at a designated target. Once thrown the
orb magically seeks its quarry. Select a creature you can
see within 200 feet, that creature must make a DC 17
Dexterity saving throw, taking 19 (3d12) lightning damage
on a failed save, and half as much damage on a successful
one. Additionally, if the saving throw is failed by 5 or more



the target is stunned until the end of its next turn. Once
the attack is resolved or the target moves beyond the orbs
maximum range, the orb sublimates into the aether.

This item functions up to 5 times per day, regaining all
spent uses each day a dawn.

THE MIRROR OF DISENCHANTMENT

Wondrous item, rare

A BEAUTIFUL METAL MIRROR WITH ROSES AND VINES
WRAPPING ABOUT THE MIRROR FACE AND HANDLE. IT IS

A MAGIC MIRROR THAT REFLECTS GREAT HORRORS. IT IS
RUMORED THAT ADVENTURERS FOUND THIS MIRROR IN AN
ABANDONED HOUSE IN BAROVIA. IT WAS SAID THAT THE
MIRROR WAS LEFT OUT BY A VAMPIRE TO DETER INTRUDERS
AND TO HELP HIM PARALYZE HIS NEXT MEAL. THIS CURSED
MIRROR HAS BEEN PASSED FROM MARKET TO MARKET

AND EVENTUALLY LOCKED IN A VAULT TO PREVENT ANY
FURTHER TROUBLES.

Any person or creature looking into this mirror will
see grotesque distortions of their reflection. They may see
disfiguring acne, warts, burrowing insects, old age, or other
horrors. The creature who looks into the mirror must make
a DC15 Wisdom saving throw or be paralyzed with horror
for 1 hour.

Monk's BELT

Wonderous Item (belt), very rare (requires attunement by a
monk)

A MONK'S BELT IS A SIMPLE BELT MADE FROM WOVEN
CORDS. IT'S SIMPLE UTILITY BELIES ITS STRENGTH, AS A
MONK WEARING ONE IS OFTEN AT THE PINNACLE OF THEIR
MYSTIC AND MARTIAL PROWESS. IT ENHANCES THEIR
ABILITIES, MAKING THEM STRONGER, FASTER, AND MORE
AGILE THAN NORMAL.

When attuned to a monk’s belt, you gain +1 to your AC
when you are wearing no armor, your movement speed
increases by 5 feet, your unarmed damage die increases by
one type, and creatures struck by your Stunning Fist have
disadvantage on their Constitution saving throw.

OLFACTORY GLASSES

Wondrous item, uncommon (requires attunement)

THE ORIGINAL GLASSES WERE RUMORED TO HAVE BEEN
CREATED BY AN ECCENTRIC ADVENTURER WHO COLLECTED
WILDFLOWERS AND MADE PERFUMES TO SELL IN THE
MARKETS OF WATERDEEP. [HE ADVENTURED HIGH INTO
THE MOUNTAINS, THROUGH HOT DESERTS, AND INTO

THE DEEPEST JUNGLES TO FIND THE MOST EXOTIC AND
INTERESTING FLOWERS AND PLANT OILS TO ADD TO HIS
PERFUMES. [HE HAD A VAST LABORATORY OF GLASSWARE
FULL OF BUBBLING CONCOCTIONS HE WOULD LATER

TURN IN FRAGRANCES AND LOTIONS FOR THE LADIES
AND GENTLEMEN OF WATERDEER. VARIOUS 'KNOCK-OFF'
COPRIES HAVE BEEN CREATED SINCE THAT TIME.

These glasses allow you to see smells up to 50 feet away.
The aura color of the smell varies on a color scale of green
to pink, pink being smells you find positive and green
being smells you find noxious. These glasses do not identify
smells.

OrB OF ASTRAEA

Wonderous item, legendary (requires attunement)

THIS ORB WAS CREATED BY THE AASIMAR WIZARD ASTRAEA,
WHO STUDIED THE ARTS OF SPELL CASTING, ALCHEMY, AND
ENCHANTMENT. AFTER YEARS OF ADVENTURING THROUGH
FAERUN, SHE TRAVELED TO THE UPPER PLANES TO LEARN
MORE ABOUT HER CELESTIAL HERITAGE AND TO EXPAND

| hbear Blackstaff was lacky
enoagh to Find one of those.
Mang believe that when he
oisappeareod, he left it behinod in
that rotting tower of his. l've
been all throagh that place and
haven’t founod it get. | woulon’t
recommenod going there thouagh;
lots of traps.

HER KNOWLEDGE ON THE ARCANE ARTS. SHE JOURNEYED
TO THE MONASTERIES AND TEMPLES IN SOLANIA ON
MouNT CELESTIA WHERE SHE BEGAN LEARNING THE
CRAFT OF ENCHANTING MAGIC ITEMS. WHILE WORKING
WITH THE MONASTERY MONKS OF MORADIN, SHE
CRAFTED THIS RADIANT MAGIC ITEM. THIS ORB SWIRLS
WITH RADIANT WHITE ENERGY WITH WISPS OF BLUE
WEAVING THROUGHOUT THE ORB. A FROSTY MIST OF SOFT
HEAVENLY LIGHT RADIATES AROUND THE ORB WHEN HELD.

As an action, you summon this orb by speaking a
command word. As part of summoning the orb, you can
hurl it at a target. Make a ranged spell attack against a target
you can see within 120 feet of you. On a hit, the target takes
5 (1d10) cold damage and 3 (1d6) radiant damage. Once the
attack is resolved, the orb sublimates into the aether.

This item functions up to 5 times per day, regaining all
spent uses each day a dawn.

ORB OF STORMS

Wondrous item, legendary (requires attunement)

AN ORB OF STORMS 1S A CRYSTAL BALL THAT CONTAINS
A VIOLENT AETHER STORM. MULTI-COLORED LIGHTNING
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FLASHES WITHIN THE TRANSLUCENT HURRICANE INSIDE.
THE STUNNING VISUAL DISPLAY ITSELF IS A REASON TO
COVET ONE OF THESE TREASURES BUT ONCE ATTUNED, ITS
FULL POTENTIAL IS REALIZED: THIS ITEM ALLOWS THE USER
TO RECHARGE OTHER MAGIC ITEMS.

As an action, you can hold the orb near another magic
item and speak the command word. When you do, a
brilliant flash of pure white lightning strikes the item
targeted by the orb. This lightning does no damage to the
item but the item does regain 1d3 charges or uses. The
target item of this effect must be a magic item that can
regain charges or uses. The item cannot regain more than
its maximum charges or uses; additional charges or uses
are lost. The lightning from the orb of storms does not deal
damage and cannot target creatures. Once you use the orb,
you cannot use it again until the following dawn.

Ors oF VEcNA

Wonderous item, legendary (requires attunement)

IT I1s FABLED THAT VECNA, A POWERFUL EVIL WIZARD, AND
A LICH, CREATED THIS MAGICAL WEAPON DEEPRP WITHIN
THE CAVES OF THE SERPENT. VECNA QUESTED FOR
ARCANE KNOWLEDGE AND LEARNED THE ART OF
ENCHANTMENT. [HE PULLED MAGIC FROM ALL y
OF THE DARK CORNERS OF THE LOWER
PLANES TO CREATE THIS SWIRLING
BLACK ORB.

As an action, you summon this
orb by speaking a command /
word. As part of summoning the
orb, you can hurl it at a target
within 300 feet of you. That
creature must make a DC
17 Dexterity saving throw
or take 18 (3d12) necrotic
damage, half as much if the
saving throw is successful. If
the saving throw is failed by
5 or more, the target takes an
additional 9 (2d8) poison damage
and is poisoned until the end of its
next turn. Once the attack is resolved
or the target moves beyond the orb’s
maximum range, the orb sublimates into
the aether, returning back to the owner’s
hand.

This item functions up to 5 times per day, regaining all
spent uses each day a dawn.
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PuiLosoPHER'S CROWN

Wondrous item, uncommon (requires attunement)

ANOTHER EXAMPLE OF A MINOR ITEM [HALASTER MADE
(OR CAUSED TO BE MADE) FOR HIS LESSER SERVANTS,
THESE INTRICATE GOLDEN CROWNS ARE EMINENTLY
USEFUL, AS THEY ENSURE THAT THE BREADTH OF THE
WEARER'S KNOWLEDGE IS UNPARALLELED. AS SUCH, THEY
ARE MUCH SOUGHT AFTER BY ADVENTURERS. THERE IS A
POSSIBILITY A SPELLCASTING MINION OF THE MAD MAGE's
WILL BE WEARING ONE OF THESE ITEMS OR HAVE ONE IN
ITS POSSESSION WHEN AN ADVENTURER ENCOUNTERS IT.

While wearing the crown, you have advantage on Arcana,
History, Nature, and Religion checks. In addition, if you
make one of the above skill checks and dislike the result,
you can reroll the die. You must use the second result. Once
you use this power, you can't use it again until you finish a
long rest.

SNAKETONGUE RoBE

\}/VOﬂdrous item, rare (requires attunement)

, [HALASTER HAS ATTRACTED ALL MANNER
_, OF DESPICABLE OPPORTUNISTS TO

. UNDERMOUNTAIN, INCLUDING HUMAN

 WORSHIPERS OF THE SERPENT GOD
. INSSETH. THESE SNAKETONGUE

CULTISTS PERFORM RITUALS
TO TRANSFORM THEMSELVES
INTO MORE SNAKELIKE
" FORMS, MUCH TO THE

llf PLEASURE OF THEIR YUAN-
TI MASTERS. SNAKETONGUE
ROBES ENHANCE THE EXPLOITS
OF SNAKETONGUE CULTISTS.
YUAN-TI CREATE SNAKETONGUE
ROBES FOR CULTISTS WHO HAVE
PERFORMED EXCEPTIONAL
DEEDS IN SSETH'S NAME.
POSSESSION OF A SNAKETONGUE
ROBE BY A NON-CULTIST MARKS
' THE WEARER FOR DEATH BY THE
CULT.

While wearing this robe, which

has a pattern and feel of tiny scales on
its surface, you gain certain qualities of

a serpent. You have resistance to poison
damage and advantage on saving throws to
avoid the Poisoned condition. In addition,
you can use your bonus action to move up to
half your speed without incurring opportunity
attacks. Once you use this ability, you can’t use it again until
you finish a long rest.



SoLAR Ors

Wonderous item, uncommon (requires attunement)

THESE POWERFUL MAGIC ORBS USED BY THE SOLARS IN
THE UPPER PLANES. SOLARS ARE MASSIVE ANGELIC BEINGS
WHO UPHOLD GOOD AND ARE PROTECTORS OF DEITIES
AND CREATURES OF THEIR GOOD-ALIGNED REALMS. THEY
POSSESS AN OTHERWORLDLY BEAUTY AND HAVE METALLIC
MUSCULAR FIGURES. SOLAR ORBS HAVE BEEN ENCHANTED
WITH THE DIVINE POWERS OF THE SOLAR. THESE ORBS
EMIT A BEAUTIFUL HEAVENLY LIGHT AND CREATE A SMALL
SUPERNOVA OF RADIANT ENERGY ON IMPACT.

As an action, you summon this orb by speaking a
command word. Once summoned, they shed bright light in
a 10-foot radius and dim light for an additional 10 feet. As
part of summoning the orb, you can hurl it at a target. Make
a ranged spell attack against a target you can see within
150 feet of you. On a hit, the target takes 6 (1d12) radiant
damage and 3 (1d6) force damage. Once the attack is
resolved, the orb sublimates into the aether, returning back
to the owner’s hand.

This item functions up to 5 times per day, regaining all
spent uses each day a dawn.

SoLAR OrB oF THE FIRE~BEARER

Wonderous item, very rare (requires attunement)

THESE ORBS ARE WIELDED BY THE MIGHTY SOLARS CALLED
THE FIRE BEARERS. THEY STUDY THE SECRET ARCANE
TEXTS REGARDING THE ELEMENTAL FORCES OF FIRE
WITHIN THE WEAVE. THEY ARE CAPABLE OF CRAFTING
BEAUTIFUL FIERY MAGIC AND WILL USE IT TO WARD OFF
ANY EVIL THAT INVADES THE UPPER PLANES. THESE SOLARS
CARRY GREAT SILVER STAVES MOUNTED WITH A STONE THAT
EMITS MAGICAL FIRE AND CARRY POWER MAGIC ORBS. IT

IS RUMORED THEY HAVE LEARNED THE GREAT SECRETS OF
THE FLAME FROM MYSTRA HERSELF AND WERE ABLE TO
CAPTURE SOME OF THEIR HIDDEN MAGIC WITHIN THEIR
FIERY SOLAR ORBS.

As an action, you summon this orb by speaking a
command word. Once summoned, these orbs shed a bright
light in a 30-foot radius and a dim light for an additional 10
feet. This orb can be hurled at a target you can see within
300 feet of you. Once thrown, the orb magically seeks its
quarry. The target must make a DC 17 Dexterity saving
throw, taking 13 (2d12) radiant damage and 9 (2d8) fire
damage on a failed save, and half as much damage on a
successful one. Any creature within 10 feet of the target
takes 9 (2d8) fire damage. Once the attack is resolved, the
orb sublimates into the aether, returning back to your hand.

This item functions up to 5 times per day, regaining all
spent uses each day a dawn.

SoLAR OrB oF VIYRN

Wonderous item, legendary (requires attunement)

THIS LEGENDARY ORB WAS CREATED TO CAPTURE THE
POWER OF THE SOLAR, VIYRN. VIYRN WAS ONE OF THE
PROTECTORS OF MOUNT CELESTIA AND SUPPORTED THE
GoD TYR. VIYRN IS OVER SOO FT TALL AND HAS A MASSIVE
WINGSPAN THAT SPREADS WIDE ACROSS THE HEAVENS

OF THE UPPER PLANES. [1E GLOWS WITH A BRIGHT BLUE
AURA AND WIELDS A GREAT MAGIC SWORD WITH LIGHTNING
CRACKLING ALONG ITS PERFECTLY CRAFTED BLADE.
MYSTICS CREATED THIS ORB IN VIYRN'S NAME. THIS BLUE
ORB SWIRLS BRIGHTLY LIKE THE SKIES OF MOUNT CELESTIA
AND 1S SURROUNDED WITH AN ELECTRIC RADIANT LIGHT.

As an action, you summon this orb by speaking a
command word. Once summoned, these orbs shed a bright
light in a 40-foot radius and a dim light for an additional 10
feet. This orb can be hurled at a target you can see within
300 feet of you. Once thrown, the orb magically seeks its
quarry. The target must make a DC 20 Dexterity saving
throw, taking 13 (2d12) radiant damage and 11 (2d10)
lightning damage on a failed save, and half as much damage
on a successful one. Any creature within 30 feet of the target
takes 9 (2d8) thunder damage. Once the attack is resolved,
the orb sublimates into the aether, returning back to the
owner’s hand.

This item functions up to 5 times per day, regaining all
spent uses each day a dawn.

SouL SHARD TALISMAN

Wondrous item, very rare (requires attunement)

CERTAIN GIANTS ARE KNOWN FOR THEIR SOUL SHROUDS,
THE MAGICAL PROTECTION THEY MAKE FROM SOULS THEY
HARVEST FROM FALLEN FOES. SMALL PIECES OF A SLAIN
GIANT'S SHROUD CAN BE ENCHANTED TO MAKE SOUL SHARD
TALISMANS, WHICH DUPLICATE THE NATURE OF THE SOUL
SHROUD THOUGH WITH FAR LESS POWER.

IT 1S UNKNOWN HOW [HALASTER ACQUIRED A TALISMAN, BUT
REPORTS FROM ADVENTURERS WHO HAVE ENCOUNTERED
THE MAD MAGE INDICATE HE WEARS ONE FROM TIME TO
TIME.

This black metal pendant emits a wisp of blue smoke
when a soul is trapped inside it. When you slay a foe in
combat, its soul is temporarily trapped inside the talisman.
This is both a boon and a burden to you, for while you can
release the soul to heal yourself, until you do so, unpleasant
memories and mental images from the trapped soul seep
through the amulet into your mind, ending only when the
soul is released.

While wearing this talisman, you have disadvantage on
Wisdom saving throws. In addition, when you reduce a
living creature to 0 hit points, the talisman gains a charge.
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There is no limit to the number of charges it can gain, but it
resets to 1 charge each dawn.

As a bonus action, you can expend 1 charge from the
talisman and regain 3d6 hit points plus additional hit points
equal to 4 times the number of charges remaining in the
talisman.

SPIDERWEB RoBE

Wondrous item, rare (requires attunement)

THE DROW ARE MERELY ONE RACE |1ALASTER DROVE OUT
OF HIS DOMAIN oF UNDERMOUNTAIN. 1€ COLLECTED
MANY OF THESE ROBES FROM SLAIN DROW AND
OCCASIONALLY GIVES THEM TO HIS SERVANTS AS REWARDS
OR TOOLS FOR SPECIFIC TASKS. THESE LIGHT, THIN
ROBES ARE WOVEN FROM THE SILK OF GIANT SPIDERS AND
CARRIES A HINT OF THE POWER OF THOSE ARACHNIDS.

While wearing this robe, you have resistance to poison
damage. In addition, when a creature hits you with a melee
attack, you can use your reaction to cause the robe’s magic
to coat that creature with sticky webs. The creature must
make a DC 15 Dexterity saving throw; failure results in the
creature becoming Restrained as long as it remains in the
webs or until it breaks free. A creature restrained by the
webs can use its action to make a DC 15 Strength check;
success indicates the creature is no longer restrained.

THE Tear oF MysTra

Wondrous item, uncommon (requires attunement)

A SWIRLING AQUAMARINE PENDANT WITH THE SYMBOL

oF MYSTRA. THIS STONE IS INLAID INTO A SIMPLE SETTING
AND HANGS FROM A PRETTY BLUE, BEADED NECKLACE.
MYSTRA IS THE GODDESS OF MAGIC AND IS CONSIDERED
THE GODDESS OF COSMIC BALANCE. IT IS FABLED THAT THE
TEARS OF MYSTRA FORMED THIS PENDANT WHEN [HELM
STRUCK HER DOWN FROM THE HEAVENS FOR TAKING A

| lost one of these in My
garoen once. | haove many
poisonods plants in my
garoen god see. Angway, a
Few oays later, | founo it on
a vine of my climbing roses.
She’s not my fFaoorite, that
one; very antisocial.

STAND AGAINST AO. THIS PENDANT IMBUES THE WEARER
WITH THE ARCANE POWER OF MYSTRA AND PROTECTS
THEM FROM SOME SPELL DAMAGE.

HALASTER’S HOARD

You gain resistance to two spell types of your choice.
Choose from acid, cold, fire, force, lightning, necrotic,
poison, psychic, radiant, or thunder.

TiMELESS LocKeT

Wondrous item, very rare (requires attunement)

THIS PLATINUM DISK, INSIDE A GOLDEN LOCKET, HELPS YOU
MAKE THE MOST OF EACH MOMENT. THE LOCKET'S CASE
FEATURES NUMERIC ENGRAVINGS, GEOMETRIC SHAPES, AND
ARCING LINES ON BOTH SIDES. OPENING A CLASP AT THE
BOTTOM REVEALS A GLASS FACE WITHIN WHICH IS A SET
OF TINY GAUGES. EACH GAUGE IS A CIRCLE OF RUNES AND
NUMBERS ARRANGED AROUND A CENTRAL POST THAT HAS
MOVING HANDS ATTACHED TO IT, WHICH POINT TO A RUNE,
SIGIL, OR NUMBER. DIALS SET AROUND THE EDGES ALLOW
YOU TO ADJUST THE HANDS TO DIFFERENT POSITIONS AS
DESIRED. THROUGH THE LATTICE OF THE PLATINUM DISK,
YOU CAN SEE CLOCKWORK GEARS SPINNING AWAY, DRIVING
THE MOVING HANDS.

A timeless locket is an accurate timepiece that always
shows the correct time at your location. The locket
also steals tiny slices of time and stores those borrowed
moments for when you need them most.

While wearing the locket, you have a +1 bonus to your
Initiative rolls. In addition, you can use a bonus action to
take a full action. Once you use this ability, you can’t use it
again until the next dawn.

TRUMWIN'S BRACERS

Wondrous item, rare

TRUMWIN WAS A TRUSTED AIDE OF HALASTER'S BEFORE
THE SPELLPLAGUE, A MASTER THIEF WHO CONDUCTED
DELICATE MISSIONS FOR HIS MASTER ON THE STREETS OF
SKULLPORT AND WATERDEEPRP. OFTEN THESE MISSIONS
REQUIRED TRUMWIN TO CAUSE A PERSON TO MEET

THEIR DEMISE IN AN IMMEDIATE, ABRUPT WAY. [HALASTER
CRAFTED THESE MATTE-BLACK, METAL BRACERS TO HELP
HIS SERVANT MEET THAT NEED. SAGES SAY THAT, SINCE
THEN, THE MAD MAGE HAS MADE COPRIES OF THE ORIGINAL
BRACERS FOR OTHER SERVANTS.

While wearing the bracers, when you have advantage
to attack a living creature and score a hit, the attack deals
1d10 extra necrotic damage against that creature. You also
regain a number of hit points equal to the result of the extra
damage roll.

Tue Tunic oF Many Leaves

Wondrous item, rare (requires attunement by a druid)

THE TUNIC OF MANY LEAVES CAN MANIFEST IN A VAST
ARRAY OF GREEN OR FALL-COLORED LEAVES. THIS ITEM
WAS CREATED BY A SECRETIVE ORDER OF DRUIDS CALLED



THE DRruIDS OF THE TALL TREES, WHO LIVE IN THE SACRED
GROVES OF THE |1iIGH FOREST. THEY USED ENCHANTED
LEAVES FROM SACRED OAK TREES BLESSED BY OBaD-IHAl
TO CRAFT THIS BEAUTIFUL TUNIC. THIS TUNIC WAS CREATED
TO BETTER PROTECT DRUIDS OF SACRED GROVES FROM
INTRUSION AND TO HELP THEM GUARD THE TALL TREES.

While wearing the tunic, the tunic has an illusion of
enchanted leaves fluttering and falling about you, giving you
the benefits of a blur spell. In addition, as a bonus action
you can cast the misty step spell, causing you to disappear in
a swirl of leaves.

Tue UnsLeepinG EYE oF THE GoLDEN DRAGON

Wonderous item, legendary (requires attunement)

THE UNSLEEPING EYE OF THE GOLDEN DRAGON 1S A
PERFECTLY SMOOTH CRYSTAL ORB THAT REPLACES ONE
OF YOUR EYES IN A PAINFUL PROCEDURE THAT GRANTS
THE ATTUNED OWNER SOME AMAZING POWERS OF THE
GREAT DRAGONS. THE EYE GRANTS SUPERNATURAL VISION,
AWARENESS, AND VIGILANCE. WEARING THE EYE ALSO
MARKS YOU AS AN ALLY TO THE GOOD-ALIGNED METALLIC
DRAGONS AND THE PLATINUM DRAGON BAHAMUT, AND AN
ENEMY TO TIAMAT AND HER CuLT oF THE DRAGON.

When attuned to the unseeing eye of the golden dragon,
you do not require sleep and are immune to all effects that
would put you to sleep. In addition, you have advantage
on all initiative rolls and cannot be surprised unless you
are incapacitated. You also gain true seeing out to 30 feet
and have advantage on all Wisdom (Perception) checks.
You have advantage on rolls in social situations with good-
aligned dragons, and advantage on Charisma (Intimidation)
checks with evil-aligned dragons and their allies.

RinGs

Crown of THE DreaM KiNG

Ring, very rare (requirs attunement)

THIS ORNATE GOLDEN RING LOOKS LIKE A TINY CROWN,
COMPLETE WITH MINIATURE JEWELS. THIS RING'S NAME
COMES FROM AN ANCIENT CHILDREN'S TALE. IN IT, AYOUNG
GIRL RESCUED THE KING OF DREAMS FROM NIGHTMARES
THAT HAUNTED HIM, AND IN GRATITUDE, HE GAVE HER

HIS CROWN. Because THE KING oF DREAMS WAS NO
BIGGER THAN THE GIRL'S SMALL HAND, THE CROWN WAS
JUST LARGE ENOUGH FOR HER TO WEAR AS A RING. IT
PROTECTED HER DREAMS FROM THAT NIGHT ON, AND SHE
LIVED HAPPRILY EVER AFTER.

WATERDHAVIAN SAGES SUSPECT THERE IS SOME TRUTH
TO THIS STORY SINCE THE RINGS ASSOCIATED WITH IT
ORIGINATED IN THE FEYWILD, WHICH IS SAID BY THE
ELADRIN TO BE THE DREAM OF THE MATERIAL PLANE.

These are easy to make;
they just take time. Time anod
a steadoy hanod. | like to have
a glass or tawo of Falstern’s
Giggle-berry wine before

| start; gou know, so my
hanods stop shaking.

THE BLACKSTAFFE'S APPRENTICES THINK IJALASTER
SOMEHOW LEARNED HOW TO MAKE THESE RINGS, FOR HE
AND HIS APPRENTICES HAVE BEEN KNOWN TO WEAR THEM,
ESPECIALLY WHENEVER ILLITHIDS ARE AROUND.

While wearing this ring, you have advantage on saving
throws against illusions and being charmed, and magic can’t
put you to sleep. In addition, you are resistant to psychic
damage.

GReATER RiNG oF ANTIDOTE

Ring, very rare (requires attunement)

THESE PRECIOUS PLATINUM RINGS HAVE AN ONYX SPIDER
WITH AN HOURGLASS MADE OF RUBIES SET UPON A FINE
CRYSTAL MESH OF WEBS. THESE STUNNING RINGS ARE A
REAL TREASURE AS THEY RENDER THE WEARER NEARLY
IMMUNE TO POISONS. NOT EVERYONE CAN AFFORD SUCH
PROTECTION, EVEN THOUGH THEIR PROFESSION MAY
REQUIRE IT. MOST POISONERS MAKE DUE WITH THE LESSER
VERSION. THIS RING IS A FAVORITE OF PARANOID GUILD
MASTERS AND RICH, ECCENTRIC DESPOTS.

Once attuned to a greater ring of antidote and while
wearing it, you have a near immunity to poison. You have
advantage on Constitution saving throws to avoid being
poisoned or to reduce additional poison damage as a
result of an attack, spell, or other effects. Additionally, as
a bonus action, you may expend 1 charge from the ring
to immediately end the Poisoned condition on yourself.
You may do this even if you have already attempted a
Constitution saving throw to end the condition this turn.

The ring has a maximum of 2 charges and regains both
charges at dawn.

Construction: 50,000, 1 Onyx worth 50 gp, 1 Quartz
worth 50 gp, 2 Rubies worth 5,000 gp.

This ring is made of platinum. The onyx must be carved
into a spider shape and two triangular fittings set in its
abdomen. The rubies must be set in the abdomen. Next, the
web design is carved out of the quartz and the ring is forged
and assembled. Once the ring is made (DC 25 Arcana), it
must have the protection from poison spell cast on it twice a
day for 20 days.
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Lesser RinG oF ANTIDOTE

Ring, rare (requires attunement)

THESE FETCHING SILVER RINGS ARE ENGRAVED WITH THE
DESIGN OF A SPIDER IN A WEB. A RED HOURGLASS (Two
TRIANGULAR FIRE OPALS) ADORNS THE BELLY OF THE
ARACHNID. THE RING IS A SOLID PIECE WITH THE STONES
IN A BEZEL SETTING. THESE RINGS ARE HIGHLY PRIZED

BY THOSE WHO MAKE AND USE POISONS, AS THEY HELP
ALLEVIATE THE TOXINS' EFFECT.

Once attuned to a lesser ring of antidote and while wearing
it, you have a heightened resistance to poison. You may roll
1d4 and add the result to the total for Constitution saving
throws to avoid being poisoned or to reduce additional &
poison damage as a result of an attack, spell, or &
other effects. This must be done before the outcome
is determined. Additionally, you may expend 1
charge from the ring to reroll a failed
Constitution saving throw to avoid
being poisoned, to end the poisoned
condition, or to reduce additional
poison damage as a result of an
attack, spell, or other effects.

The ring has a maximum of 3
charges and regains all charges at
dawn.

Construction: 5,000gp, 2 fire opals worth
1,000gp.

This ring is made of pure silver and must have two
triangular bezel settings. Once the ring is crafted (DC
20 Arcana), the ring must have protection from poison cast
on it once a day for 10 days. The item must then be placed
in a bath of holy water or sweet water for 10 days, after
which it is ready for use.

RinG oF ARMING

Ring, rare (requires attunement)

RINGS OF ARMING ARE EXTREMELY POPULAR AMONG
ROYAL BODYGUARDS, ASSASSINS, AND HEAVILY ARMED AND
ARMORED ADVENTURERS. THEY ALLOW FOR ONE SET OF
CLOTHING OR ARMOR AND THE ASSOCIATED WEAPONS

TO BE STORED IN AN EXTRADIMENSIONAL SPACE WITHIN
THE RING, THEN SWAPPED AT WILL WITH ONE'S CURRENT
CLOTHING. IT ONLY TAKES A MOMENT TO GO FROM
WEARING YOUR FINEST SILK SUIT IN THE MIDST OF A ROYAL
BALL TO YOUR SUIT OF ENCHANTED ADAMANTINE FULL
PLATE AND A VORPAL GREATSWORD, IF THE SITUATION
CALLS FOR IT. THE RINGS ALLOW FOR SITUATIONALLY
ACCEPTABLE CHOICES OF CLOTHING TO BE WORN WHILE
HAVING THE SECURITY OF YOUR HEAVIEST ARMOR AND
WEAPONS AVAILABLE AT ALL TIMES.

HALASTER’S HOARD

Rings of arming are made to appear so simple and
nondescript as to go unnoticed when worn in public.
Most are simple bands of gold or silver, with the spellwork
inscribed around the interior of the ring. They are rare
enough that most guards won’t recognize them, but in more
secure areas where the paranoid and wealthy tread they are
more likely to be noticed by well-trained guards who don’t
appreciate its utility.

While wearing a ring of arming, you may use an action to
instantly store the weapons and armor you currently have
equipped inside the ring, swapping them with whatever
alternate set of clothing or arms and armor you have stored
e within the ring. You are instantly equipped
~.and dressed in the alternate set of gear
ou have stored in the ring. Items
that must be held appear at your feet

if you don’t have a free hand.

RING OF THE BLUE SALAMANDER

Ring, rare

AROUND CAMPFIRES IN FAERUN,
DRUIDS TELL STORIES OF THE
SALAMANDER AND THEIR MAGIC
ABILITIES TO RESIST FIRE. THERE ARE
TALES OF SALAMANDERS RUNNING
OUT OF THE FLAMES OF CAMPFIRES
UNHARMED. DRUID ARCANISTS HARNESSED
THE MAGIC OF THE SALAMANDER WITHIN THIS
ENCHANTED RING. THIS RING IS MADE OF BLUE-TINTED
WHITE GOLD AND ENCRUSTED WITH SAPPHIRES.
SMALL SALAMANDERS HAVE BEEN ENGRAVED
AROUND THE BAND.

This ring has 4 charges. While wearing it, you can expend
1 of its charges to cast the fire shield spell. In addition, while
the ring’s magic is active, any weapon attack you make deals
an additional 1d6 fire damage on a hit.

Rine or ExpurinG Arcana

Ring, very rare (requires attunement by a sorcerer, warlock, or
wizard)

THE IDENTITY OF THE ORIGINAL CREATOR OF THE RING
OF ENDURING ARCANA HAS BEEN LOST TO HISTORY. THE
FORMULA HAS BEEN REPRODUCED MANY TIMES OVER,
REPLICATED AND SPREAD THROUGHOUT THE ReALMs. It
BECAME A COMMON SIGHT IN HIGH-LEVEL WIZARD DUALS
(circa 350 DR) AND WAS CONSIDERED AN INDISPENSABLE
TOOL FOR ANY MAGICIAN ENGAGED IN REGULAR DUELS.
AS WITH MANY OF THE MOST POTENT OF MAGICAL ITEMS,
ITS FUNCTION IS SIMPLE AND STRAIGHTFORWARD. THE
MAGICIAN UTILIZING THE RING GAINS A DEEP INSIGHT INTO
THE WEAVE, INCREASING THEIR ABILITIES TO COUNTER
ENEMY SPELLS AND MAGICAL EFFECTS. WHILE IT'S EASY



TO FIND A FORMULA FOR RINGS OF ENDURING ARCANA
AND THE MAGIC INVOLVED IN ITS CREATION IS BASIC
SPELLCRAFT, CARE AND REFINEMENT ARE REQUIRED
FOR THE MAGIC TO BE LAYERED CAREFULLY OVER A
LONG PERIOD OF TIME, ENSURING THE POTENCY OF THE
ENCHANTMENT.

While wearing the ring, you have advantage on all
spellcasting attribute rolls made when casting dispel magic
or counterspell to disrupt a spell of higher level than the slot
than it was cast. In addition, all attempts to use counterspell
or dispel magic on your spells are rolled at disadvantage
when a roll is required.

Rine oF ResEARcH

Ring, rare (requires attunement)

A SIMPLE GOLD OR SILVER RING SET WITH A GLITTERING
GEMSTONE. SOMETIMES THESE RINGS HAVE A PHRASE OR
NAME ENGRAVED INSIDE THE BAND. THIS RING ALLOWS
THE WEARER TO FIND THE RIGHT PAGE WITHIN A SCROLL,
BOOK, OR DOCUMENT CONTAINING THE ANSWER TO A
QUESTION THEY SEEK WHEN THEY ARE IN A LIBRARY OR
SIMILAR FACILITY THAT CONTAINS THE ANSWER. MANY
ADVENTURERS WHO VALUE RESEARCH AND THE ARCANE
ARTS SEEK OUT SUCH RINGS TO AID THEM ON THEIR QUEST
FOR KNOWLEDGE.

This ring gives advantage to Intelligence (Investigation)
checks when searching through written texts for answers to
proposed questions.

SHADOWFELL SIGNET

Ring, very rare (requires
attunement)

UNKNOWN, DENSE METAL
THE SYMBOL OF THE RAVEN
PICKED OUT IN SILVER.
GENERATIONS AGO, SERVANTS
OoF THE RAVEN QUEEN FOUNDED
A TEMPLE WITHIN THE SHADOWFELL.
IT SERVED THE GODDESS WELL, FOR IT
HELPED THE DEAD CAST ASIDE THE SHACKLES
OF THEIR PAST LIVES TO MOVE ON TO WHAT LAY
BEYOND. THE TEMPLE'S PRIESTS, WHO WERE
FIERCE ENEMIES OF THE UNDEAD, FORGED SIGNET
RINGS FROM THE DARK METAL THEY MINED WHILE
EXCAVATING THE TEMPLE'S AND USED THEM AS TOKENS
WHEN DEALING WITH THE DEAD.

ENDINGS COME TO ALL THINGS IN THE SHADOWFELL, AND
THE TEMPLE WAS NO DIFFERENT. SOME SAGES SAY THE

PRIESTS DUG TOO DEEP AND WOKE SOMETHING THAT WAS
BEST LEFT IN SLUMBER. IRRESPECTIVE OF WHAT ACTUALLY
HAPPENED, WITH THE FALL OF THE TEMPLE, MUCH OF ITS

LORE WAS LOST. BUT A HANDFUL OF DEVOTEES KEPT THE
SECRET OF THE SIGNETS SAFE AND SHARED IT WITH THOSE
THEY DEEMED WORTHY.

IT 1S KNOWN THAT [HALASTER JOURNEYS WHERE HE WILL,
WHETHER IN UNDERMOUNTAIN OR FROM PLANE TO PLANE.
AT LEAST ONE OF HIS SERVANTS HAS BEEN KNOWN TO
WEAR A SHADOWFELL SIGNET, THOUGH HOW [JALASTER
CAME BY IT IS A MYSTERY.

While wearing this ring, you have resistance to necrotic
damage. In addition, you are immune to the Life Drain
abilities of undead and fiends.

Rops

Rop oF SiLver Rain

Rod, very rare (requires attunement by a warlock of the
Archfey)

PERIODICALLY, A RAIN FALLS ACROSS THE FEYWILD WHICH
COATS THE LAND IN SHIMMERING SILVER. THIS SPECIAL
RAIN INVOKES A CELEBRATION AMONG GOOD FEY, WHO SEE
IT AS A GOOD OMEN, AND DREAD AMONG THE WICKED FEY,
WHO HATE IT FOR THE GOODNESS IT PORTENDS. AFTER
ONE SUCH RAIN, AN ELADRIN WARLOCK COLLECTED A POOL
OF THE RAIN AND TRANSFORMED IT INTO A MAGICAL ROD
OF CONSIDERABLE POWER, A TOOL TO BOTH CELEBRATE
LIFE AND FIGHT THE DARK FEY. THE EVIL FEY STOLE THE
ROD UNDER COVER OF NIGHT AND FLED WITH THE ROD TO
THEIR DARK STRONGHOLD, WHERE THEY ATTEMPTED TO
DESTROY IT. UNABLE TO DO SO AND PAINED BY ITS MERE
PROXIMITY, THEY CAST IT INTO THE SHADOWFELL. LESSER
COPRIES OF THAT FIRST ROD HAVE BEEN CREATED, BUT THE
GOOD FEY HAVE BEEN SEARCHING FOR THE ORIGINAL EVER
SINCE.

While holding the rod, you can use an action to cast
one of the following spells from it: detect evil and good,
protections from evil and good.

Mass Hex. As an action, you can curse multiple enemies.
Choose a point within 90 feet of you that you can see. Each
creature you designate in a 20-foot radius centered on that
point must make a Charisma saving throw; failure results in
a creature taking 1d10 necrotic damage at the start of each
of its turns and weapon attacks against it have advantage.

4 SICKLY GREEN FLAMES FLICKER
FROM THE END OF THIS BLACK AND
GOLD WAND, WHICH YOU CAN USE AS
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AN ARCANE FOCUS. WARLOCKS ENGAGED IN PACTS WITH
FIENDS AND BEINGS FROM THE FAR REALM USE THESE
FELL RODS, WHICH ARE CREATED TO MOCK THE WARMTH
AND COMFORT OF FLAME, AND INSTEAD INVOKE THE
HORROR OF TORTURE AND DEATH. IT IS sAID IHALASTER
SOMEHOW WRESTED SEVERAL TORCHES OF MISERY FROM
CAMBION WARLOCKS INFESTING [HELLFIRE KEEP, THOUGH
THIS HAS BEEN IMPOSSIBLE TO CONFIRM.

While holding this rod, you gain a +1 bonus to spell
attack rolls, and you ignore half cover when making a
spell attack. In addition, when you hit an enemy with
an attack which deals fire or necrotic damage while
using this rod, you have advantage on your next
attack roll against that enemy.

STAFFS

ELite Starr oF VENA

Weapon (staff), very rare (requires attunement)

AN OLD METAL STAFF COVERED IN STRANGE SYMBOLS
OF A LOST LANGUAGE IS FABLED TO BE WIELDED BY THE

KeereRrs oF THE FORBIDDEN KNOWLEDGE. THE KEEPERS

WORSHIPED VECNA FOR HIS SECRETS RATHER THAN FOR
HIS EVIL DEEDS. THEY KEEP HIDDEN LIBRARIES FULL OF
TOMES ON ARCANE SECRETS, LORE, AND OTHER COVETED
KNOWLEDGE OF THE REALMS. THE KEEPERS WIELDED
THESE POWER STAFFS TO AID THEM ON THEIR QUEST FOR
HIDDEN KNOWLEDGE AND TO PROTECT THEIR LITERARY
SANCTUARIES.

This staff can be wielded as a magic quarterstaff that
grants a +2 bonus to attack and damage rolls made with
it. In addition, the staff has 10 charges. While holding it,
you can expend 1 of its charges to fire a necrotic bolt at
your foe. Make a ranged spell attack against a target you
can see within 150 feet of you. On a hit, the target takes
3d12 lightning damage, 1d6 fire damage, and 1d6 force
damage. On a critical hit, the target is also struck with the
bestow curse spell (DC 20 to save). The staff regains 1d6 +
4 expended charges daily at dawn. If you expend the last
charge, roll a d20. On a 1, the staft disappears in a puff of
sulphery yellow smoke.

MOONSILVER STAFF

Staff, very rare (requires attunement)

THOUSANDS OF YEARS AGO, BEFORE EVEN THE RISE OF
NETHERIL, FOLLOWERS OF THE EVIL GODS UNLEASHED
MIGHTY MAGIC IN ORDER TO COVER THE WORLD IN
DARKNESS, MASKING THE SUN AND THE MOON FROM
VIEW. THE DARKNESS DROVE LYCANTHROPES INTO RAGE
AND MADNESS. THEY RAMPAGED ACROSS THE LAND,
SLAUGHTERING ANY LIVING BEING THEY ENCOUNTERED.
IHUNDREDS OF GOOD FOLK DIED.

HALASTER’S HOARD

A CLERIC OF SELUNE, HAVING HEARD LEGENDS ABOUT AN
ANCIENT STAFF SACRED TO HER DEITY, SET OUT TO FIND
THIS RELIC, DEEMING IT THE KEY TO BRINGING LIGHT BACK
INTO THE WORLD. SHE BRAVED MANY DANGERS BEFORE
SHE FOUND A SACRED GLADE DEEP IN THE MOUNTAINS
NOW CALLED THE STAR MOUNTS. THERE, A SHAFT OF
MOONLIGHT PIERCED THE UNCANNY DARKNESS, REVEALING
A GROTTO BEHIND A WATERFALL. THEREIN, BEHIND THE
GLITTERING WATERS, WAS A STAFF RESTING ON A BED OF
CRYSTAL.

WITH THE HELP OF THE STAFF, THE CLERIC
DESTROYED MANY OF THE LYCANTHROPES, AS WELL AS
THE EVIL SPELLCASTERS THAT HAD PLUNGED THE
WORLD INTO DARKNESS, BRINGING MOONLIGHT AND
SUNLIGHT ONCE AGAIN INTO THE WORLD. ITs TASK
COMPLETE, THE STAFF VANISHED. IT IS SAID THAT THE

7 IN NEED, THOUGH IT HAS SINCE REAPPEARED

FROM TIME TO TIME; AN ADVENTURING BAND
WAS OVERHEARD IN THE YAWNING PORTAL TELLING A

TALE OF HALASTER HIMSELF WIELDING A STAFF WHICH

b SOUNDS VERY MUCH LIKE THE MOONSILVER STAFF.

"\, WHO KNOWS THE TRUTH OF IT?

This staff can be wielded as a magic, silver quarterstaff
that grants a +3 bonus to attack and damage rolls made
with it. In addition, the staff has 10 charges. When you
hit with a melee attack while wielding it, you can expend
1 of its charges to deal an extra 1d6 radiant damage. The
staff regains 1d6 + 4 expended charges daily at dawn. If
you expend the last charge, roll a d20. On a 1, the staff
disappears in a flash of moonlight, instantly reappearing
back within its sacred glade.

SoLAR STAFF OF TRIUMPH

Weapon (staff), very rare (requires attunement by an aasi-
mar)

LARGE SILVER STAFF WIELDED BY THE GREAT CELESTIAL
BATTLE MAGES. THESE SLEEK STAFFS ARE COVERED IN

(GLOWING BLUE CELESTIAL ARCANE SYMBOLS AND ARE
& ENCRUSTED WITH BRILLIANT GLOWING PEARLS. SOLARS

\ARE CHARGED WITH PROTECTING THE REALMS OF

THE UPPER PLANES AND ARE SOMETIMES SUMMONED
ELSEWHERE IF THERE ARE ANY DRAMATIC SHIFTS TOWARD
EVIL. THEY ARE POWERFUL, STRATEGIC FIGHTERS WHO
STRIVE TO UPHOLD GOOD IN THE COSMOS.

Any creature of evil alignment who touches this staff
is immediately pushed 20 feet away from it and knocked
prone.

While holding this staft, you have a +3 bonus to your spell
attack rolls.



Spells. You can use an action to expend 1 or more of the
staff’s charges to cast one of the following spells from it,
using your spell save DC:

« invisibility (2 charges)

- fireball (3 charges)

. dispel good and evil (1 charge)

» sunbeam (2 charges)

« chromatic orb (5 charges)

« blink (2 charges)

- teleportation circle (1 charge)

» chain lightning (3 charges)

You can use an action to cast the dancing
lights spell from the staff without using any
charges.

The staft has 15 charges and regains 1d10+1
expended charges daily at dawn.

STAFF OF THE FIRE YuaN T1

Staff, rare (requires attunement)

THESE STAFFS WERE CREATED BY THE DEMON
MAGIC OF THE YUAN-TI IN THE NAME OF THE YUAN-TI
GOD, MERRSHAULK, AN EVIL WINGED SNAKE DEITY
THAT RULED OVER THE DENSE JUNGLES OF CHULT.
MERRSHAULK IS SO POWERFUL, HE IS CAPABLE OF
MAGICALLY IMPRISONING RIVAL GODS. HE IS WELL |
KNOWN FOR BUILDING CREATIVE TRAPS, MAKING POISONS, |
AND HARMING HIS RIVALS. THESE ROSE COPPER STAFFS
HOLDS A GREAT JAGGED FIRE STONE PULLED FROM THE
DEPTHS OF THE FIRE ELEMENTAL PLANE.

THIS DEEP BROWN WOODEN STAFF HAS GROOVES LIKE
AN ANCIENT TREE. SMALL GLOWING GREEN TEARDROP-
SHAPED STONES ARE MOUNTED IN THE TOP OF THREE
SNAKEHEADS THAT CURVE OLD THE TOP OF THE STAFF.
THEIR SNAKES BODY'S WRAP AROUND THE LENGTH OF
THIS ENCHANTED WEAPON.

While holding this staft, you can expend one charge to
shoot a fiery acidic bolt at a target you can see within 150
feet of you. On a hit, the target takes 1d12 acid damage
and 1d12 fire damage.

The staff can be wielded as a magic quarterstaff and
holds 6 charges. It regains 1d6 expended charges daily at
dawn.

STAFE OF HADES

Weapon (staff), very rare (requires attunement)

THIS DARK SMOKE GRAY WOODEN STAFF IS ENGRAVED

WITH DEMONIC RUNES THAT ARE ETCHED AND INLAID WITH
BLOOD RED AND MIDNIGHT BLACK GLASS. IT HAS A SWIRLING
RED STONE CLUTCHED IN ITS KNOTTED WOODEN CLAW.

THE ELEMENTAL MAGIC WITHIN THE STONE SWIRLS LIKE A
RAGING STORM IN SLOW MOTION WHILST THE EYE OF THE

STORM SEEMS TO FOLLOW YOU AS YOU LOOK AT IT. THIS
STAFF WAS DISCOVERED IN THE NINE IHELLS AND PULLED
FROM THE DEPTHS OF THE RIVER OoF BLOOD OUTSIDE OF
A HIDDEN TEMPLE OF MEPHISTOPHELES.

This staff cannot be used by good-aligned creatures. If
touched by a good-aligned creature, the staff vanishes and
returns to the depths of the River of Blood.

Once attuned, the user may expend one charge and select
one of the following effects:

» chaos bolt

» fireball.
\- fire bolt (4d10 damage)
- witch bolt

hold monster
This staft has 12 charges. If you attempt to use the
item after the 12 charges are expended, the Staff of
Hades crackles with black energy, dealing you 9 (2d8)
necrotic damage. The item then functions normally. The
staff regains all of its charges at midnight each day.

STAFE OF THE IcE Yuan T1

Weapon (staff), very rare (requires attunement)

THESE STAFFS ARE WIELDED BY MEMBERS OF A SECRETIVE
YUAN-TI SOCIETY OF SPELLCASTERS CALLED THE COILED
CaBAL. THIS FACTION HIDES IN THE RUINS DOTTING THE
BLACK JUNGLE AND IS HIGHLY ORGANIZED. SOME OF ITS
MEMBERS FOCUS ON MISSIONS WHILE OTHERS CLOISTER
TOGETHER TO STUDY AND IMPROVE UPON THEIR ARCANE
ARTS. THESE SILVER STAFFS LOOK LIKE A GREAT SNAKE
WITH A LARGE SWIRLING BLUE ORB WRAPPED IN ITS LARGE
FANGS. SMALL SNAKES CRAWL UP THE LENGTH OF THE
STAFF AND THEIR EYES GLOW IN VARIOUS SHADES OF BLUE
WHEN THE STAFF IS ACTIVATED.

While holding this staff, you can expend one charge to
shoot a frosty acidic bolt at a target you can see within 200
feet of you. On a hit, the target takes 2d12 acid damage and
2d8 frost damage.

This staff can be wielded as a magic quarterstaft and holds
12 charges. It regains 1d10+3 expended charges daily at
dawn.

STAFF OF THE STORM YUAN TI
Weapon (staff), legendary (requires attunement)

THIS STAFF WAS CREATED BY A LEGENDARY NAGA
PRIESTESS WHO PRACTICED AT THE COURT OF LIGHT
UTILIZING THE MAGIC DRAWN BY RITUAL FROM THE YUAN-
TI GODDESS SHEKINESTER. SHEKINESTER, ALSO KNOWN
As THE NAGA QUEEN, IS THE PROTECTOR OF KNOWLEDGE
THAT WAS ONCE HELD BY THE WORLD SERPENT. THIS
EVIL DEITY IS SAID TO HAVE THREE FACETS OF HER
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PERSONALITY AND CREATED FIVE OF THE NAGA RACES
AFTER DEVOURING HER LOVER WHO ATTACKED HER.

THIS SLEEK HEMATITE STAFF HAS AN ORB TIGHTLY LOCKED
IN ITS FORKS. WITHIN THE ORB RAGES LIGHTNING, GREEN
OCEAN WAVES, AND A FIERCE FAERUN STORM. THIs
PRISTINE STAFF IS STUDDED WITH GLITTERING GREEN AND
YELLOW GEMS.

While holding this staft, you can expend one charge to
shoot a crackling acidic bolt at a target you can see within
300 feet of you. On a hit, the target takes 3d12 acid damage,
1d6 thunder damage, and 1d12 lightning damage. On a
critical hit, the staff also casts a green ice storm spell.

This staff can be wielded as a magic quarterstaft and holds
12 charges. It regains 1d12 expended charges daily at dawn.

StarFr oF VECNA

Weapon (staff), rare (requires attunement)

THESE STAFFS HAVE THE LOOK OF PETRIFIED WOOD

AND ARE USUALLY FOUND WITHIN VECNA'S HIDDEN LAIRS
BENEATH THE POMARJ TEMPLE. VECNA WAS A DEEPLY
EVIL LICH AND WIZARD WHO LATER BECAME AN EVIL-
ALIGNED GOD. IHE MASTERED ALL OF THE SECRETS OF DARK
MAGIC IN HOPES FOR POWER AND ETERNAL LIFE. THESE
STAFFS HAVE BEEN PASSED DOWN THE GENERATIONS TO
SECRETIVE PRIESTS AND PRIESTESSES IN VECNA'S SERVICE.

That gay, gou know, that
priest, wohat was his name
again? Neoer mino. What

a loon. Imagine worshiping
Vecna. People think I'm nuts,
bat worshiping Vecna?! That’s
jast ladicrous.

While holding this staff, you can expend one charge to
shoot a bolt of crackling black necrotic energy at a target
you can see within 150 feet of you. On a hit, the target takes
takes 2d12 necrotic damage and 1d6 lightning damage. On
a critical hit, the target make a DC 20 Constitution saving
throw. On a fail, the target is Poisoned until the end of your
next turn.

STAFE OF YUAN TI

Weapon (staff), uncommon (requires attunement)

THE YUAN-TI ARE SERPENT BEINGS WELL KNOWN FOR
STUDYING MAGIC AND SARRUKH SORCERY. YUAN-TI HAVE
ADVANCED FAR IN IMPROVING THEIR ARCANE ARTS AND
DEVELOPING NEW SPELLS AND ENCHANTED ITEMS. THESE
STAFFS WERE CRAFTED BY YUAN-TI SPELLCASTERS IN THE
HALLS OF THE CATHEDRAL OF EMERALD ScALES. THEY
HAVE A SNAKE WRAPPING AROUND THE KNOTS IN THE
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WOOD AND SPIRALING UP THE STAFF. THE SNAKE'S BACK IS
STUDDED WITH A SILVER-LIKE METAL FROM HEAD TO TAIL.

While holding this staff, you can expend one charge to
shoot an acidic bolt at a target you can see within 100 feet of
you. On a hit, the target takes 1d12 acid damage.

The staff can be wielded as a magic quarterstaff and holds
20 charges. It regains 2d6 + 2 expended charges daily at
dawn. If you expend the last charge, roll a d20. On a 20, the
staff regains 1d10 + 5 charges. On a 1, the staff explodes,
splashing corrosive fluid; you and each creature within 5
feet of you must succeed on a DC 12 Dexterity saving throw
or take 1d10 acid damage.

Wanps

Iron Wanp

Wand, rare (requires attunement)

HALASTER OFTEN MAKES IMPLEMENTS FOR HIS SERVANTS,
TO AID THEM IN THE VARIOUS ACTIVITIES IN WHICH THEY
ENGAGE ON HIS BEHALF. AN IRON WAND IS JUST SUCH

AN IMPLEMENT, EVEN IF AT FIRST GLANCE IT APPEARS
UNLIKELY TO BE ONE. A THICK LENGTH OF BLACK IRON
EASILY MISTAKEN FOR A PRY BAR, THE WAND'S TIP IS A
FLATTENED WEDGE WITH A NOTCH IN THE MIDDLE, AND ITS
BASE IS SHAPED LIKE A SHEPHERD'S CROOK WITH A WEDGE
IDEAL FOR PRYING OPEN DOORS, CHESTS, AND JUST ABOUT
ANYTHING ELSE THAT NEEDS OPENING. AN IRON WAND IS
ALSO A USEFUL WEAPON, SINCE ITS WEIGHT AND SIZE ARE
PERFECT FOR OPENING AN ENEMY'S HEAD AND LETTING
OUT THE BRAINS.

You can use an iron wand as an arcane focus. While
holding this wand, you gain a +1 bonus to spell attack
rolls, and you ignore half cover when making a spell attack.
In addition, you can use the wand as a melee weapon,
functioning as a mace. You can add its enhancement bonus
to the attack rolls and damage rolls of melee weapon attacks
made with it. Finally, you can invoke the wand’s magic to
gain advantage on a Strength check to break open chests,
force locks, or open doors. Once you use this power, you
can’t use it again until you finish a long rest.

Wanp or Curses

Wand, rare (requires attunement)

THIS WAND IS MADE FROM DARK WOOD STAINED BLACK
WITH THE ASHES OF THOSE WHO SUFFERED ACCIDENTAL
DEATHS. A STRING OF CURSES IS ETCHED INTO THE
IMPLEMENT, STARTING WITH LARGE LETTERING IN
GRADUALLY SHRINKING TOWARD THE TIP, UNTIL THEY CAN
NO LONGER BE SEEN EXCEPT BY MAGICAL MEANS.

IT 1s sAID HALASTER CRAFTED THE FIRST WAND OF CURSES
VERY EARLY IN HIS MAGICAL CAREER, PERHAPS SUFFERING



THE MISERY OF BEING A JILTED LOVER, SPURNED FOR
ANOTHER, YOUNGER MAN. |1IS HEART BROKEN, HE POURED
ALL HIS LOATHING INTO THE WAND, IMBUING IT WITH DARK,
SINISTER CURSES. WHEN THE WAND WAS COMPLETE, HE
TRACKED DOWN THE WOMAN WHO JILTED HIM AND PUT
SUCH A CURSE ON HER THAT, WITHIN A FEW WEEKS, CAUSED
HER TO DIE UNDER MYSTERIOUS CIRCUMSTANCES. FROM
TIME TO TIME, COPRIES OF HIS ORIGINAL WAND FIND THEIR
WAY TO THE SURFACE TO WREAK HAVOC.

This wand has 7 charges. While holding it, you can use
an action to expend 1 of its charges to cast the bestow curse
spell from it, using your spell save DC or 15, whichever is
higher. The wand regains 1d6 + 1 expended charges daily at
dawn. If you expend the wand’s last charge, roll a d20. On a
1, the wand crumbles into ashes and is destroyed.

ARMOR

ARMOR OF DiSPLACEMENT

Armor (leather), rare (requires attunement)

A WITARD OF AMN CREATED THESE SIMPLE ARMORS
FOR HIS BODYGUARDS. THE IDEA CAUGHT ON, BECOMING
A BRIEF TREND AMONG WEALTHY WIZARDS ALONG THE
SwoRD CoAsT. IHALASTER IS RUMORED TO EQUIP WIS
GUARDS AND SERVANTS WITH THEM.

While you wear this armor, it projects an illusion that
makes you appear to be standing in a place near your actual
location, causing any creature to have disadvantage on
attack rolls against you. If you take damage, the property
ceases to function until the start of your next turn. This
property is suppressed while you are incapacitated,
restrained, or otherwise unable to move.

ArMoR oF SHARED MERcY

Armor (chain or plate), very rare
(requires attunement)

In days of yore, powerful
clerics and paladins of the
Morninglord wore this golden
armor, which glows with His divine
energy that heals you when you
help others.

While wearing this armor, you
gain a +1 bonus to AC. In addition, A
when you use a healing power or "~
spell that benefits an ally, you also \ /
regain hit points equal to one-half the
hit points that ally regained.

o

&

ArMor or VaLor

Armor (leather or chain shirt), very rare (requires attunement
by a bard)

AETHELWEN WAS A BARD WHO CAME FROM ACROSS

THE SEA WHEN THE WATERS WERE ICE AND THE LAND
UNFORMED. SHE BROUGHT MUSIC AND THE MAGIC OF

FIRE TO THE FIRST SCATTERED TRIBES OF HUMANS AND
DEFENDED THEM AGAINST THEIR FOES. BESIDE HER HARP,
HER MOST POWERFUL TOOL WAS THE ARMOR SHE CREATED
FOR HERSELF. AS SHE SHIELDED AN ENTIRE TRIBE WITH
HER MAGIC AND HER SONG, SHE TOO BECAME A MORE
POWERFUL PROTECTOR. LEGENDS SAY THAT THE TRIBE
SPOKEN OF IN AETHELWEN'S SAGA YET EXISTS, HUDDLED
AND HIDDEN AMONG THE FJORDS OF THE FAR NORTH. A
HARDY AND VALIANT SOUL WHO LOCATES THE LOST TRIBE
MIGHT LEARN THE SECRET OF CREATING ARMOR OF VALOR,
OR PERHAPS ACQUIRE A SUIT THAT HAS BEEN HIDDEN AWAY
SINCE THE DAYS OF THE TRIBE'S LONGFATHERS.

When you exhort your allies to find courage, you find it
yourself. While wearing this armor, you gain a +1 bonus to
AC. In addition, when you grant a Bardic Inspiration die to
an ally, you gain a die of the same type yourself. You must
use your die before the end of your next turn or it is lost.

GamBIT ARMOR

Armor (cloth or leather), rare

SOMETIMES THE PROCESS OF MAKING MAGIC ITEMS GOES
WRONG. MORE ACCURATELY, SOMETIMES IT DOESN'T GO
EXACTLY TO PLAN. THE INTENT WAS TO MAKE ARMOR
WHICH ENSURED THE WEARER HAD THE UPPER HAND
WHEN ATTACKING FOES. THE RESULT IS AN ARMOR MADE
FOR THOSE WHO LIKE TO TAKE CHANCES IN BATTLE, AS IT
LETS YOU RISK YOUR OWN SAFETY FOR A BETTER CHANCE
TO HARM YOUR FOES.

_ While wearing this armor, you gain a
>~ +1 bonus to AC, and when an enemy
scores a critical hit against you, you
score a critical hit on a roll of 17-20 on the
\ next attack you make against that enemy
before the end of your next turn. In addition,
) as a bonus action, you can use the armor’s
magic to grant yourself advantage on your
| melee attack rolls, but attack rolls against
you have advantage. Both of these effects
last until the end of your next turn. Once
you use this power, you can't use it again
until you finish a long or short rest.
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HoLy ArMoRr oF RapiaNCE

Armor (chain mail), legendary (requires attunement)

DEeCADES AGO, A CLERIC OF AMAUNATOR CALLED KAMYAR
CAME TO UNDERMOUNTAIN WITH THE INTENTION OF
PURIFYING IT. [11S FIRST ATTEMPT MET WITH DISASTER.
KAMYAR'S RESOLVE FALTERED UNTIL ONE DAY HE RECEIVED
A VISION FROM AMAUNATOR THAT SHOWED HIM STANDING
IN A LARGE CAVERN AND PRAYING.

KAMYAR WENT TO THAT CAVERN, OBEYING HIS GOD, AND
BEGAN TO PRAY. SUCH EASY MEAT ATTRACTED DOZENS

OF THE FOUL DENIZENS OF UNDERMOUNTAIN, BUT AS
KAMYAR CONTINUED TO PRAY, HIS ARMOR BEGAN TO GLOW
WITH INCREASING BRILLIANCE. TRAGICALLY, KAMYAR WAS
SLAIN BY THOSE CREATURES, BUT NOT BEFORE MANY
WERE BLINDED BY THE ARMOR'S RIGHTEOUS GLEAM.

SOME sAY KAMYAR'S HOLY ARMOR OF RADIANCE REMAINS
SOMEWHERE IN [JALASTER'S VAULTS.

This gleaming chainmail glows with the radiance of the
sun. While wearing this armor, you gain a +1 bonus to AC.
As a bonus action, you can expend a use of your Channel
Divinity to cast the daylight spell without spending a spell
slot. When you do so, creatures within 30 feet of you must
make a DC 14 Constitution saving throw or be Blinded. In
addition, while in the light created by your armor, you and
creatures you designate can, as an action, spend Hit Dice to
regain hit points as though taking a short rest.

Rar~Carcaer's Coar

Armor (cloth), uncommon

WHEN [HALASTER FIRST STARTED TO EXPLORE THE
CAVERNS UNDER SKULLPORT, HUNDREDS OF YEARS
BEFORE THE FOUNDING OF WATERDEEPR, TO HIS CHAGRIN
HE DISCOVERED THAT BY PLYING HIS TRADE, HE HAD
INVITED THE CAVERNS' LESS SAVORY DENIZENS TO HIS
DOORSTEP. DEALING WITH SLIMES, MOLDS, VERMIN,
GIANT BUGS, AND THE LIKE WAS SO FRUSTRATING AND
TIME-CONSUMING THAT HE BRIEFLY GAVE UP AND LEFT.
WALKING THE STREETS OF SKULLPORT, HE OBSERVED
ONE OF THE CITY'S RAT-CATCHERS ENTER AND EXIT THE
CAVERNS ARMED WITH NOTHING MORE THAN A LANTERN
AND A SHARP STICK. [HTALASTER QUESTIONED THE MAN,
CURIOUS AS TO HOW HE SURVIVED. THE RAT-CATCHER
TOOK THE MAGE UNDER HIS TUTELAGE, REVEALING THE
SECRETS OF THE CAVERNS AND HOW TO LIVE THEREIN.
IHALASTER TOOK THE RAT-CATCHER INTO KIS SERVICE AND
MADE THE LITTLE MAN A LONG COAT TO PROTECT HIM

IN HIS DUTIES. THE RAT-CATCHER PASSED THE COAT ON
TO HIS SON AND HEIR, AND IT PASSED FROM FATHER TO
SON UNTIL A RAT-CATCHER'S SON GAVE UP ON SERVING
IHALASTER AND WENT ADVENTURING, TAKING THE COAT
WITH HIM. THE COAT SERVED HIM SO WELL THAT OTHER
ADVENTURERS HAD COPIES MADE. NOW THE COATS ARE
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POPULAR FROM THAY TO NEVERWINTER AMONG THOSE
WHO TREAD IN THE DARK PLACES OF THE WORLD WHERE
LIVE THOSE CREATURES WHICH ARE DESTINED TO END
THEIR SHORT LIVES WITH A DAMP SQUEAK.

While wearing this armor, you gain a +1 bonus to AC.
In addition, you gain resistance to damage from swarms’
attacks, you can move through a space occupied by a
swarm, and your movement doesn’t provoke opportunity
attacks from swarms.

TIMELINK ARMOR

Armor (chain shirt), rare (requires attunement)

WOVEN FROM SHIMMERING CRYSTAL, IT IS SAID [HALASTER
HIMSELF CRAFTED THESE LIGHT CHAIN SHIRTS TO IMPROVE
THE REACTION TIME OF HIS SERVANTS AND GUARDS. A FEW
OF THEM HAVE MADE THEIR WAY FROM UNDERMOUNTAIN
IN THE HANDS OF ADVENTURERS. THE MASTER THIEF,
ORIOL SUNYER OF AMN, IS SAID TO WEAR ONE OF THESE
SHIRTS WHENEVER HE LEAVES HIS LODGINGS.

No, gou go aheao. No, really,
| mean it. | insist. You oon’t
aant to go! Very well then.
Now, how does disintegrate
go again...?

While wearing this armor, you gain a +1 bonus to AC, as
well as a +1 bonus to your Initiative rolls. In addition, when
you roll initiative and dislike the result, you can reroll the
die but must use the new roll. Once you use this ability, you
can’t use it again until you finish a long rest.

WEAPONS

ALFSAIR SPEAR

Weapon (spear), very rare (requires attunement by an elf or
druid)

ON THE NORTHERN SLOPES OF THE LosT PeEAks, DEEP
WITHIN THE [Hi1GH FOREST, GROW SMALL COPSES OF
STRANGE, TWISTING CONIFEROUS TREES CALLED ALFSAIRS.
THEe oruUIDS OF THE [HiIGH FOREST CALL THE LIGHT AND
REMARKABLY STRONG WOOD OF THIS TREE, 'WISEWOOD'.
THE WOOD CONSTANTLY EXUDES A STICKY SAP. THE DRUIDS
CAREFULLY HARVEST AND PREPARE THE BRANCHES

OF ALFSAIR TREES AND SHAPE THEM INTO SEEMINGLY
AWKWARD BUT SURPRISINGLY FUNCTIONAL SPEARS.
WIELDERS ARE ABLE TO CONTROL THE FLOW OF THE SAP,
FOCUSING IT FOR THEIR OWN BENEFIT AND TO THEIR FOES'
DISMAY. IT IS SAID THAT AN ALFSAIR SPEAR IN THE HANDS
OF A BEING WHO IS NEITHER AN ELF NOR A DRUID OF THE
IHiIGH FOREST MARKS THAT BEING IN A MYSTIC WAY. THE



MARKED CREATURE IS THEN HUNTED BY SERVANTS OF THE
DRUIDS WHO HARVEST THE WILDWOOD SO THE SACRED
WEAPONS CAN BE RETURNED TO THEIR RIGHTFUL PLACE.

A WOOD ELF DRUID NAMED LYSANTHIR HAS BEEN
LAMENTING THE LOSS OF HIS ALFSAIR SPEAR WITHIN
HALASTER'S HALLS. RUMOR HAS IT HE WILL HANDSOMELY
REWARD ANYONE WHO RETURNS IT TO HIM.

You gain a +1 bonus to attack and damage rolls made
with this magic weapon. In addition, while you are attuned
to this weapon, you gain the following benefits:

+ You have advantage on Wisdom (Nature) checks.

« When you score a critical hit with this weapon,
you deal 1d8 psychic and 1d8 poison damage in
addition to regular and critical hit damage.

« Once per day, when you score a critical hit with
this weapon, you can cause the sap in the spear
to cause the creature struck to be Restrained
until the end of your next turn.

Bow or Hosark

Weapon (longbow), legendary (requires attunement)

A BEAUTIFULLY CARVED BOW MADE FROM A MYSTERIOUS
IVORY-LIKE WOOD. MANY SCHOLARS AND MAGES HAVE
TRIED TO IDENTIFY WHERE THE BOW CAME FROM BUT THE
BOW'S ORIGINS REMAIN A MYSTERY. WHEN THE IDENTIFY
SPELL IS CAST ON THE BOW, THE REACTION IS AN ILLUSION
OF A BEAUTIFUL ELVEN WOMAN SHROUDED IN A STARRY
BLUE GLOW WHO ASKS THE WIELDER OF THE BOW TO
PROTECT THE IHORN OF THE MoOON's DAWNING. SOME
DRUID MYSTICS BELIEVE THE BOW MAY HAVE CONNECTIONS
TO THE DEITIES MIELIKKI OR LURUE. WHEN THIS BOW

IS WORN ON THE BACK, IT SERVES AS AN AMULET THAT
HELPS PREVENT THE WEARER FROM BEING DETECTED BY
CREATURES WITHIN THE AREA. THIS BOW IS ALWAYS SILENT
WHEN THE WIELDER NOCKS ARROWS.

This longbow extends the range increments by an extra
50 feet, as well as bestowing a +3 bonus to your Dexterity
score, to a maximum of 20. In addition, you have advantage
on Dexterity (Stealth) checks. When you score a critical hit
with it, the target must make a DC 17 Strength saving throw
or become Restrained by entangling plants. A creature
restrained by the plants can use an action to make a DC 17
Strength check; on a success, it frees itself.

When you speak the command word, the bow flares into
light for 1 hour. It sheds bright light in a 20-foot radius and
dim light for an additional 20 feet. Once you use this ability,
you can't use it again until you finish a short or long rest.

Bow oF VEXen

Weapon (longbow), legendary (requires attunement)

THIS BOW WAS CRAFTED BY THE SEASONED ELADRIN
RANGER, VEXEN. I1E WAS AN ADVENTURER AND RANGER
oF FAERUN, BUT HE WANTED MORE. [1€E DISCOVERED
PSIONICS WHILST HE JOURNEYED THE PLANES IN SEARCH
LOST KNOWLEDGE AND THE MYSTERIES OF THE UNIVERSE.
IHE WAS FASCINATED WITH HARNESSING MATTER AND
ELEMENTAL MAGIC WITH HIS MIND AND USED HIS STUDIES
OF PSIONICS TO IMBUE THIS BOW WITH POWERFUL MAGIC.
THIS BOW IS CRAFTED FROM FINE ELVEN WOOD OF THE
FEYWILD AND IS ETCHED IN ELEGANT SCROLLING ART OF
THE ELADRIN. SOME sAY THEY SEE VEXEN, THE PSIONIC
ARCHER, IN THEIR DREAMS WHILST ATTUNED TO THIS BOW.

All arrows shot from this bow cause an additional 1d6
force damage.

As an action, you speak the command word to create a
sphere of fire around you that lasts up to one hour. The fire
does no harm to you, but any creature that ends its turn
adjacent to the fire takes 3 (1d6) fire damage. Arrows shot
from the bow from this circle of fire deal an additional
3 (1d6) fire damage. The fire can be canceled as a bonus
action. Once you use this power, you can't use it again until
you finish a short or long rest.

YarosTick oF CASTIGATION

Weapon (mace), rare (requires attunement by a cleric or
paladin)

A YARDSTICK OF CASTIGATION FEATURES A STURDY HAFT
CUT FROM IRONWOOD AND WRAPPED WITH RED CORD.
THE BUSINESS END IS A FLANGED MACE HEAD. EACK
FLANGE FORMS A SHARP POINT, THERE BEING SEVEN
FLANGES IN ALL.

YARDSTICKS OF CASTIGATION ARE FAVORED BY RIGHTEOUS
SERVANTS OF THE GODS WHO SEEK THE RULE OF LAW, WHO
ADMIRE IT FOR ITS ABILITY TO PASS DIVINE JUDGMENT BY
REMINDING THOSE IT STRIKES OF THEIR PAST CRIMES AND
WICKED DEEDS. FEW CREATURES HAVE THE COURAGE TO
WITHSTAND SUCH PUNISHMENT.

You gain a +2 bonus to attack and damage rolls made
with this magic weapon, and you can use it as a spellcasting
focus. In addition, you score a critical hit with it on a roll of
19 or 20, and when you score a critical hit, you deal an extra
1d8 psychic damage.

You see thist | got it from a cleric
Of iImmense power who called
herself Sister Mary Margaret.
Would goa believe she said she was

jast a teacher! Amazing.
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DacGER oF INCISIONS

Weapon (dagger), very rare (requires attunement)

LUSTED AFTER BY ROGUES AND ASSASSINS WHO WISH TO
CUT THROUGH SPACE AS EASILY AS THEY CUT THROUGH
FLESH, THE DAGGER'S BLACKENED STEEL BLADE IS LIKE

A RAZOR. ITS GUARD IS A WEB OF TWISTED IRON, AND ITS
POMMEL IS A LARGE, FLAWLESS MOONSTONE. SAGES SAY
THAT IHALASTER CREATED THE DAGGER FOR HIS SERVANTS,
BOTH TO MOVE THROUGH SPACE AND TO HELP THEM
MASTER THE MANY MAGICAL PORTALS IN UNDERMOUNTAIN.

You gain a +2 bonus to attack and damage rolls made with
this magic weapon, and you have advantage on Intelligence
(Arcana) checks you make to use a magical portal or
determine its destination. In addition, you can use a bonus
action to teleport up to 60 feet to an unoccupied space you
can see. Once you use this ability, you can't use it again until
you finish a long or short rest.

DracoN Bone ATLATL

Wonderous item, uncommon

AN ATLATL IS A THROWING DEVICE, ESSENTIALLY A

LONG STICK WITH A CUP OR GROOVE ON ONE END, THAT
INCREASES THE DISTANCE AND DAMAGE OF A JAVELIN OR
DART THROWN FROM IT BY INCREASING THE LEVERAGE OF
THE THROWING ARM.

DRAGON BONE ATLATLS ARE FASHIONED FROM THE BONES
OF A DEAD DRAGON, USUALLY A WYRMLING, AND HARNESS
THE ELEMENTAL POWER OF THE DRAGON'S ESSENCE. THE
DAMAGE TYPE OF A DART OR JAVELIN THROWN FROM A
DRAGON BONE ATLATL CHANGES TO THE ELEMENTAL TYPE
OF THE DRAGON'S BREATH FROM WHICH IT WAS MADE.

DRAGON BONE ATLATLS ARE COMMONLY CREATED IN
LARGE BATCHES FOR BLOODED TRIBAL WARRIORS, AS EVEN
A SINGLE DRAGON YIELDS ENOUGH MATERIAL FOR SEVERAL
ATLATLS. THEY ARE POPULAR AMONG THE JUNGLE TRIBES
OF CHULT, WHERE POISON AND ACID DAMAGE DEALING
WEAPONS ARE FASHIONED FROM THE BLACK AND GREEN
DRAGON WYRMLING'S COMMON TO THE DANGEROUS
SWAMPS.

When wielding a dragon bone atlatl, the damage die of a
dart becomes a d6 and a javelin becomes a d8. The distance
of both the short and long-range increments is tripled. The
damage type dealt by each type of atlatl is listed on the chart
below:

Black Acid

Blue Lightning
Brass Fire
Bronze Lightning
Copper Acid
Gold Fire
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Green Poison
Red Fire
Silver Cold
White Cold

GnomisH Hunting Musker

Weapon (longarm), legendary (requires attunement)

GNOMISH HUNTING RIFLES ARE HEAVY, DOUBLE-BARRELED
LARGE CALIBER SMOOTH BORE MAGICAL MUSKETS ONLY
AVAILABLE FROM A MYSTERIOUS GNOME CLAN, AND ONLY IF
YOU CAN AFFORD THEIR MASSIVE PRICE TAG.

THE MUSKET FIRES BOTH BARRELS AT ONCE, THEN
ALLOWS FOR A QUICK RELOAD THROUGH THE BREECH.
THE BULLETS TUMBLE WHEN THEY ENTER A TARGET,
CAUSING ONGOING DAMAGE AS THE BULLETS RICOCHET
THROUGH THE TARGET'S BODY. IN ORDER TO SAFELY AND
EFFECTIVELY USE THE WEAPON, ONE HAS TO BE FAMILIAR
WITH LONGARMS, AN UNCOMMON SKILL IN THE MAGICAL
WORLD OF FAERUN.

The gnomish hunting musket grants +1 to attack and
damage rolls and is considered magical for the purpose
of damage resistance. On a successful hit, a creature must
make a DC 15 Constitution saving throw or lose 5 (1d10)
hit points at the start of each of its turns due to massive
damage from the enchanted bullet. Each time you score a
hit with the musket against a target already wounded with
a musket attack, the damage dealt by the existing wound
increases by 5 (1d10). Any creature can use their action
to staunch the wound with a successful DC 12 Wisdom
(Medicine) check. The wound also closes if the target
receives magical healing.

Wielding the gnomish hunting musket requires Proficiency
(Longarms) to use. It cannot be used untrained.

|WEAPON StAT BLOCK

Gnomish Hunting Musket, 2d8 piercing, 7 Ibs.,
Ammunition (firearms), Range (60/90), Reload, Two-
Handed

Great Axe oF HEAVENLY FiRe

Weapon (greataxe), legendary (requires attunement)

A LARGE AXE FORGED WITH DECORATIVE FLAMES ON ITS
RAZOR-SHARP EDGES THAT GLITTER IN ITS FIERY AURA.
THIS AXE IS A SACRED WEAPON OF TYR, Gop oF Law

AND JUSTICE, WHO 1S KNOWN FOR STRIKING DOWN EVIL-
DOERS THROUGHOUT HISTORY. TYR IS A LAWFUL GOOD
DIETY AND HIGHLY REVERED BY PALADINS. THOSE WHO
WIELD THIS POWERFUL GREATAXE MAY FEEL THE POWER
OF TYR FLOW THROUGH THEM. THE WIELDER MAY GAIN A



“Yeah, woell, | bet Elminster
ooesn’t know how to make
one cither! He’s alaways
Flirting with those Drow
harlots bat what ooes it
ever get him? Huh? Nothing!
What a hacK!”

Apprencice: Are you still sore over that
“Wizards Three' business?”

“You Knowo... an inoite woald
haove been nice. Just saying.”

STRONGER SENSE OF COURAGE AND THE NEED TO UPHOLD
HONOR AND JUSTICE. THOUGH TYR LOST KIS SIGHT To AO
WHEN DEFENDING THE OTHER GODS, HE STILL DUTIFULLY
GUIDES HIS FOLLOWERS THROUGH THEIR MOST TRYING
TIMES AND BATTLES AGAINST EVIL. HE IMBUED HIS POWER
INTO THIS GREATAXE TO GUIDE HIS FOLLOWERS ON THE
PATH TO JUSTICE.

THIS GREAT WEAPON WAS ONCE HOUSED IN THE ABBEY OF
THE JusT HAMMER IN TASSELDALE.

Any creature of evil alignment takes 5d10 radiant damage
at the start of each of its turns as long as it holds the axe..

You receive a +3 bonus to attack and damage rolls made
with this magic weapon. This item sheds bright light in a
20-foot radius and dim light for an additional 20 feet.

When you score a critical hit with this weapon, the target
must make a DC 17 Wisdom saving throw. On a failed save,
the target is blinded for 5 (2d4) rounds. On a success, the
target is blinded for 3 (2d4) rounds. At the end of each of
its turns, the creature can repeat this saving throw, ending
the condition on itself on a success.

Lance oF BurNING BLACKFIRE

Weapon (lance), rare (requires attunement)

THESE LANCES ARE MADE FROM THE RARE WOOD OF

THE ZALANTAR (OR BLACkwooD) TREE. EACKH LANCE IS
WRAPPED IN SACRED BLUE GLOWING RUNES OF MYSTRA.
THIS IS THE FAVORED WEAPON OF WATERDEEP'S FAMOUS
GRYPHON-RIDERS, WHO PATROL THE CITY AND MOUNT
WATERDEEP AND SERVE AS PART OF THE CITY GUARD.

LANCES MADE FROM ZALANTAR OR BLACKWOOD ARE
HALF THE WEIGHT OF LANCES MADE USING OTHER TYPES
OF WooD. DUE TO THE LANCE'S LIGHT WEIGHT, IT HAS
THE THROWN PROPERTY. WHEN THIS LANCE IS THROWN,

MAGICAL BLUE FLAMES ENGULF THE LANCE AND CRACKLE
AS IT RACES THROUGH THE AIR TOWARD ITS TARGET.

You receive a +1 bonus to attack and damage rolls made
with this magic weapon as well as an additional 3 (1d6) fire
damage.

LorinpaL's Bircuin' MaGIC SHURIKEN

Shuriken, rare (requires attunement)

IF ONE FINDS SOMETHING IDENTIFIED AS LORINDAL'S
BITCHIN' MAGIC SHURIKEN IT 1S LIKELY A COPY OF THE
ORIGINAL, OWNED BY A LANKY HALF-ELF ROGUE FROM
BALDUR's GATE NAME LORINDAL STONEHANDS. LORINDAL
HAD AN UNHEALTHY OBSESSION WITH ALL THINGS FROM
FAR OFF KARA-TUR AND COLLECTED EVERYTHING HE
COULD GET HIS HANDS ON RELATING TO IT. THE NINJA
FASCINATED HIM, AND HE COLLECTED ALL MANNER OF
PARAPHERNALIA RELATING TO THEM, FICTIONAL OR NOT. IN
PAYMENT FOR AN EXTREMELY DIFFICULT JOB, LORINDAL
COMMISSIONED THE FIRST MAGIC SHURIKEN. IT cosT A
LITERAL FORTUNE, BUT HE WAS FINALLY ABLE TO LIVE OUT
SOME OF HIS MOST ABSURD NINJA FANTASIES. IT WAS ALSO
A TERRIFYING MAGICAL WEAPON, AND THAT DION'T HURT
HIS REPUTATION, EITHER.

Lorindal’s Bitchin’ Magic Shuriken has seven charges. As
an action you can expend a charge to hurl the shuriken,
which multiplies into hundreds of duplicates in a 60-foot-
long, 10-foot wide line. Each creature in the line must make
a Dexterity saving throw or take 28 (12d4) piercing damage,
or half as much on a successful save. The saving throw DC
is equal to 8+your proficiency modifier+ your Strength or
Dexterity modifier, whichever is higher. Damage dealt by
Lorindal’s Bitchin’ Magic Shuriken is considered magical for
the purposes of damage resistance. The shuriken returns
to your hand after it is thrown. Lorindal’s Bitchin’ Magic
Shuriken recovers 1d6+1 charges every day at dawn.

Lorindal’s Bitchin’ Magic Shuriken is based on the spell,
hail of shuriken, created for the purpose of enchanting the
original item, and subsequently scattered about the realms
for its sheer awesomeness.

HAIL OF SHURIKEN

3 level transmutation

Casting Time: 1 action

Range: 60 feet

Components: V, S, M (a single shuriken)
Duration: Instantaneous

Classes: Bard, Wizard, Sorcerer

You make a range attack with a weapon as part of
the action of casting this spell. The caster hurls the

shuriken, which multiplies into hundreds of duplicates
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in a 60 foot long, ten-foot wide line. Each creature
in the line must make a Dexterity saving throw or
take 28 (12d4) piercing damage, or half as much
on a successful save. Damage dealt by this spell is
considered magical for the purposes of damage
resistance.

At higher levels: For every level above 3", increase the

damage by 2d4.

SCREAMING LoNGBowW

Weapon (longbow), legendary (requires attunement by an elf
or eladrin)

IT IS SAID THAT ELADRIN ARTISANS CRAFT THESE BOWS
FROM OVERLAPPRING PIECES OF WOOD, HORN, AND
MYSTICAL MATERIALS FROM THE FEYWILD, ALL BOUND
TOGETHER WITH SOVEREIGN GLUE. EACH SCREAMING
LONGBOW IS SAID TO CONTAIN A FRAGMENT OF THE SOUL
OF AN ELVEN WARRIOR SLAIN IN BATTLE, WHO AGREES
TO SACRIFICE THAT FRAGMENT IN ORDER TO FURTHER
AFFLICT THE FOES OF ELVES. AN ARROW FITTED ONTO THE
STRING AND DRAWN IS TRANSFORMED INTO THE LIKENESS
OF A SCREAMING HAWK'S HEAD. ONCE THE ARROW IS
LOOSED, WHAT BEGINS AS A LOW MOAN RISES TO AN EAR-
SPLITTING SHRIEK AS THE ARROW SEEKS OUT ITS MARK,
BECOMING SILENT ON IMPACT.

LEGEND TELLS OF A BEAUTIFUL ELADRIN RANGER NAMED
LORELEIA VATHYRA WHO CARRIED HER SCREAMING
LONGBOW INTO UNDERMOUNTAIN AND NEVER RETURNED.
PRESUMABLY, HER BOW IS SOMEWHERE IN [HALASTER'S
VAULTS.

You gain a +2 bonus to attack and damage rolls made
with this magic weapon. In addition, the weapon deals 1d6
thunder damage in addition to its regular damage, and
when you score a critical hit with it, the target must make
a DC 15 Constitution saving throw or be Stunned and
Deafened until the end of its next turn.

Suapow Razor

Weapon (dagger), very rare ( requires attunement)

WHEN FOUND, THIS DAGGER LOOKS LIKE A FINELY MADE,
ALBEIT BROKEN DAGGER. THE BLACK POMMEL AND BLACK
LEATHER HANDLE WITH A SILVER WEB-PATTERN OVERLAY
BESPEAK OF ITS OBVIOUS DROW CRAFTING. UNTIL IT'S
ATTUNEMENT, NO BLADE CAN BE SEEN OR FELT; JUST THE
HANDLE AND GUARD. ONCE ATTUNED; ITS TRUE NATURE

IS REVEALED. IF THE ATTUNED CHARACTER HOLDS THE
DAGGER, THEY CAN NOW SEE A SPECTRAL SHADOW BLADE.
THE WIELDER CAN'T BE INJURED BY THE BLADE. THEY CAN
READ THE GILT INSCRIPTION: "LIL ALURL VELVE ZHAH LIL
VELKYN USS". LOOSELY TRANSLATED IT MEANS: "THE BEST
KNIFE IS THE UNSEEN ONE .

HALASTER’S HOARD

You have a +1 bonus to attack and damage rolls made
with this magic weapon. Creatures struck with this weapon
must make a DC 12 Constitution saving throw, taking an
additional 7 (2D6) necrotic damage on a failed save, half as
much damage on a successful one.

Construction: This is a drow item, there is no known
formula for the construction of this item.

SHADOWBLADE

Any adamantine finesse weapon, very rare (requires attun-
ement)

SHADOWBLADES WERE FIRST CREATED FOR THE ORDER
OF THE YELLOW SECRET, A SOCIETY OF DEADLY ASSASSINS
BOUND TO THE SERVICE OF THE UNSeeLIE COURT. EacH
SHADOWBLADE IS FORGED FROM NIGH UNBREAKABLE
ADAMANTINE AND WOVEN WITH POWERFUL ILLUSION MAGIC,
ALLOWING THE WIELDER TO STRIKE FROM THE SHADOWS
WITH TERRIFYING ACCURACY. AS THE WIELDER GROWS IN
POWER, SO TOO DOES THE BLADE, STRIKING AT THE MIND AS
WELL AS THE BODY.

EACH SHADOWBLADE 1S UNIQUE, FORGED AS A 'DIPLOMA'
AND GIVEN TO THOSE WHO SURVIVE THE TRAINING AND
INDOCTRINATION OF THE ORDER OF THE YELLOW SECRET.
EACH HAS A NAME, WRITTEN IN SYLVAN, ON THE HILT. THE
NAME IS THE ONLY ADORNMENT ON THE SHADOWBLADE.
THEY ARE BUILT FOR PURE PRACTICALITY, HAVING NO
ILLUSIONS AS TO BEING ANYTHING OTHER THAN A DEADLY
WEAPON.

THE ORDER OF THE YELLOW SECRET IS ANCIENT BY
MORTAL STANDARDS, AND THE BLADES HAVE BEEN ADDED
TO TREASURE HORDES AFTER THEY HAVE BEEN TAKEN
FROM THE CORPSES OF WOULD-BE ASSASSINS. THEY ARE
PRIZED WEAPONS BY ALL WHO KNOW OF THEM, AND MANY
DREADFUL AND CUNNING KILLERS HAVE GONE THROUGH
GREAT LENGTHS TO ACQUIRE ONE.




While attuned to the shadowblade, you have Darkvision
out to a range of 60 feet. If you already have Darkvision,
it increases its range by 60 feet. In addition, you have
advantage on attacks made when you attack with the
shadowblade in dim light or darkness. Attacks made with
the shadowblade are considered magical for the purposes of
overcoming damage resistance.

Shadowblades are built to last and are able to channel
more power in direct proportion to the potency of the
attuned wielder. When you reach 5th level, the shadowblade
does an additional 1d6 psychic damage to all attacks. The
damage increases by 1d6 when you reach 11th and 17th
level.

SHADOWRIFT BLADE

Weapon (any finesse), very rare (requires attunement)

SOME SAGES CLAIM THAT SHADOWRIFT BLADES ARE GIFTS
OF THE DROW, AND ARE THUS INHERENTLY TREACHEROUS.
OTHERS SAY THAT THE STRANGE GREENISH METAL OF
THE WEAPONS COMES FROM THE FAR REALM, WHERE
THE USUAL RULES OF TIME AND SPACE DO NOT APPLY,

AND THAT THE BLADE PRODUCES SPIRALING INSANITY.

AND YET OTHERS CLAIM THAT THE SECRETS OF MAKING
SHADOWRIFT BLADES WERE GIVEN TO ELADRIN IN THE
SHADOWFELL BY AN EMISSARY OF A LONG-DEAD GOD.

WHATEVER THEIR ORIGIN, SAGES AND WIZARDS AGREE
THAT THESE WEAPONS ARE CORRUPTED, EXISTING ONLY TO
BLEED THE SHADOWFELL INTO THE MATERIAL PLANE. IT IS
KNOWN THAT A SHADAR-KAI ASSASSIN OFTEN EMPLOYED BY
IHALASTER ON MYSTERIOUS MISSIONS ON THE STREETS OF
WATERDEEP HAS A MATCHING RAPIER AND DAGGER SET OF
SHADOWRIFT BLADES.

You gain a +1 bonus to attack and damage rolls made
with this magic weapon. In addition, you can pass through
the Shadowfell to a nearby location when you use this blade,
but doing so costs you a bit of your life force. When you hit
a creature and deal sneak attack damage, you can deal 1d8
necrotic damage to yourself and teleport up to 30 feet to an
unoccupied space that you can see.

ARTIEACTS

Cobex PriMORDIA

Wonderous item, artifact

BouNo wiTHIN THE CODEX PRIMORDIA IS THE KNOWLEDGE
AND POWER TO CAST THE FORBIDDEN REALITY ALTERING
SPELL PRIMORDIAL APOTHEOSIS. CREATED BY JANOSA KIN,
ONE OF LAST OF THE GREAT NETHERESE ARCHWIZARDS
LIVING IN THE POST-APOCALYPTIC WORLD FOLLOWING THE
FALL OF NETHERIL DUE TO THE TEMPORARY DESTRUCTION

OF MAGIC, AND THE /i
ENSUING DEATH OF /&
MYSTRYL DUE TO /&
Karsus's FoLLy.

Obsessed
with restoring
the lost
empire
without
making
the same
mistake /8
as

Kin

Karsus,
scoured the multiverse for lost and forbidden arcane

Janosa

knowledge that would allow her personal ascension

to quasi-godhood and restore her beloved Netheril to

its former glory. Accompanied by her followers and
apprentices, her ad-hoc magical army tore through holy
sanctums, killed ancient beings of great knowledge to steal
their power, and bargained with the unknowable powers
of the Far Realm for reality-bending insight into powers
mortals should not wield.

As she rampaged across the multiverse, she recorded the
knowledge into what would become the Codex Primordia.
The spellcraft itself was too complex for a non-divine
mind to memorize in the standard manner, so the Codex
Primordia would act as an external storage medium, a
supercharged spell scroll containing the awesome power of
primordial apotheosis. The rare material components would
still be required to cast the spell; the Codex Primordia alone
was not enough to cast the entire spell.

After she finished the Codex Primordia but before she
could cast the terrible spell, Janosa Kin and her army were
stopped by a band of heroes from across the multiverse, in
a climactic battle on an artificial comet hurtling through
Realmspace on a collision course with Toril on Midwinter’s
Eve, DR 156. The resulting explosion lead to a spectacular
meteor shower, visible across the entire North for an entire
10 days.

The Codex Primordia was bound with ancient and
powerful magic rendering it indestructible, save by using
it. Far too dangerous to be left unprotected, it was sealed
away by a cabal of clerics and archmages from across the
Forgotten Realms, who then wiped the memory of the
location from themselves.
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But like many forgotten things, the Codex Primordia
found itself hidden in the depths of Undermountain,
warping the area around it into the most dreadful and
terrifying layer of the megadungeon imaginable. Halaster
became aware of its presence, and in a flash of good
judgment, bolstered the defenses surrounding the dungeon
in which the Codex Primordia was kept. However, as one
Halaster moves, so does another countermove, and the
knowledge and rumored location of the Codex Primordia
was leaked to the outside world.

The Codex Primordia is not the only one in existence.
It has a primal self-awareness, and over time has seeded
copies of itself across the multiverse. It is a spell that wants
to be cast and awaits the moment when its power is finally
unleashed.

The Codex Primordia is required to cast the spell
primordial apotheosis. One does not have to be a spellcaster
to use it, only capable of meeting the steep requirements for
the casting.

PRIMORDIAL APOTHEOSIS
9th level transmutation (Ritual)
Casting Time: 72 hours

Range: Self

Components: V, S, M (The Codex Primordia, arcane
unguents worth at least 100,000 gold mixed with 1
quart of Tarrasque bile and a small amount of woad,
One Still Living Eye of an Ancient Red Dragon, The Final
Breath of a Dao, a Jinn, an Efreet, and a Marid, 1000 still
beating mortal hearts (consumed by the ritual), three
pounds of flesh from a dead god, a piece of each of the
Inner Planes (Air, Earth, Fire Water) held in stasis).

Duration: Instantaneous

The spell must be cast in the nude under the open

sky. One must paint their body with the complex sigils
contained in the codex using the arcane unguents
required by the spell. A complex magic circle must then
be created to bind and draw energy from other material
components. Before intoning the ritual from the Codex,
the godflesh must be consumed raw, requiring the
caster to make a DC 26 Constitution saving throw.

If they fail the saving throw, they are immediately
reduced to O hit points and crumble to ash, and their
soul is hurled into the depths of the Astral Plane to the
Graveyard of the Dead Gods, where it remains under
the effect of an imprisonment spell. The soul can only
be released by physically unlocking the tomb located in
the Graveyard of the Dead Gods in the Astral Plane.

If the previous requirements are met, the spell can
then be cast. The codex must be read out loud from
beginning to end. It must be intoned perfectly, taking
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exactly 71 hours, 13 minutes, and 42 seconds or the
spell fails. A successful DC 20 Intelligence (Arcana)
check is required to properly perform the verbal spell
component.

The still beating mortal hearts are a euphemism for
sacrifice. Approximately 1000 sentient mortals are
used as a proxy for the spellcaster’s own sacrifice of
life energy. While the spell doesn’t explicitly state
the requirement for mortal sacrifices, it does require
the equivalent amount of life energy be spent to fuel
the change. It stands to reason anyone willing to cast
this spell would have no issue sacrificing others for
their own semidivine apotheosis. Harnessing the life
energy of others for use in the ritual is a simple matter
for anyone trained in Arcana. Sacrifices need not be
voluntary.

In order to continue the ritual, the caster must succeed
three DC 20 Constitution checks in order to remain
awake and focused on properly casting the spell. One
check must be made every 24 hours.

On successful completion of the ritual, the caster and
the Codex are consumed in a burst of brilliant energy.
The caster ascends as a primordial with godlike power
equivalent to that of a greater deity. Failure on any part
of the spellcasting and the spell is disrupted, destroying
the Codex, wiping the caster from reality, destroying all
the ritual components, and tearing a hole into the Astral
Plane. Everything within a one mile radius of the caster
must make a DC 26 Dexterity saving throw to prevent
being sucked into the rift before the hole closes with a
small audible pop. Nothing but a greasy stain where the
caster once stood remains as a reminder that the hubris
of the previous caster had such a steep price.

The caster can be assisted by whatever means they
can come up with in order to more easily overcome
the challenges of casting the spell. It is likely that
one capable of gathering the materials and seriously
undertaking the ritual has the means of surviving the

casting and finishing the ritual.

FLesH GRINDER

Wondrous item, artifact ( requires attunement)

FLESH GRINDER IS A HORRIFIC WEAPON, A MASSIVE
GREATAXE FASHIONED IN THE BOWELS OF THE ABYSS

BY DEMONIC HANDS, INFUSED WITH ALL THE HATE, BILE,
AND MINDLESS VIOLENCE WHICH INFUSES THAT PLACE

OF NIGHTMARES. THE AXE IS ALIVE WITH MALEVOLENCE,
FILLED WITH AN INSATIABLE THIRST FOR BLOOD AND FLESH.
RATHER THAN A SMOOTH CUTTING EDGE, IT HAS A TOOTHY
ROW OF JAGGED BARBS, WHERE OLD BLOOD MIXED WITH
DARK GREASE OOZES. WHEN THE WEAPON IS SWUNG IN
BATTLE, THE SERRATED EDGE ROCKS BACK AND FORTH AND




SCREECHES AS IT CHEWS THROUGH FLESH AND BONE AND
STEEL, SPEWING NOXIOUS SMOKE INTO THE AIR.

The creator of Flesh Grinder, the baator Golgrizaar, hoped
to use it to strike a decisive blow in the Blood War. Legend
says that Halaster summoned Golgrizaar to serve in the
archmage’s Hunts, and for a reason lost to time left Flesh
Grinder behind when Halaster dismissed the demon back
to his Abyssal plane.

Flesh Grinder is a magic, sentient
greataxe that grants a +3 bonus to
attack and damage rolls made with
it. It scores a critical hit on a roll of
19 or 20 and deals an extra 2d10
slashing damage on a critical hit. /=
If Flesh Grinder isn’t bathed in ||
blood within 1 minute of being
grasped in battle, its wielder
a DC 15 Charisma saving throw.
wielder takes 3d6 psychic damage. On a failure, the
wielder is dominated by the axe, as  if by the dominate ;
monster spell, and the axe causes the wielder to attack B
the nearest living creature. The spell effect ends when the
axe deals damage to a living creature.

must make
On a success, the

Sentience. Flesh Grinder is a sentient, chaotic evil
weapon with an Intelligence of 14, a Wisdom of 12, and
a Charisma of 16. It has hearing and darkvision out to a
range of 60 feet. The weapon communicates telepathically [§
and can speak and understand Common and Abyssal.

Personality. The axe’s purpose is simply to kill. It
has a special desire to kill devils. The axe’s obsession
with slaying devils eventually becomes a fixation for its
wielder.

Grinder can be

Destroying the Axe. Flesh !
River Styx, 48
4

destroyed by immersing it in the
then while still dripping wet
Styx’s waters, the haft must be
broken over Orcus’s knee in his |
stronghold of Everlost.

HavasTer's MARBLES

Wonderous item, artifact (requires at-
tunement)

HALASTER'S MARBLES ARE A SET OF
SIX MONO-COLORED CRYSTALS WITH DRACONIC

NUMERALS NUMBERING THE SIDES. EACH IS ONE OF THE
SIX GEOMETRIC SOLIDS THAT IHALASTER CLAIMS TO BE

THE UNDERPINNINGS OF REALITY IN THE WHOLE OF THE
GREAT WHEEL. I1E HAS ALSO CLAIMED THAT FIVE FEET

IS THE SHORTEST POSSIBLE UNIT OF MEASUREMENT, SO
HIS OPINIONS SHOULD BE TAKEN WITH A GRAIN OF SALT.
THEY ARE FOUND IN A SMALL ROYAL PURPLE BAG MADE
OF AN UNKNOWN INDESTRUCTIBLE BUT UNNATURALLY SOFT

= traps, and

| interdiction by
~  his blatant and

MATERIAL SEWN TOGETHER WITH GOLDEN SILK CORDS TO
KEEP THE BAG SHUT.

There are more than one set of Halaster’s Marbles, as they
were originally an experiment to maintain a contiguous
memory between all his various clones, reincarnations,
alternate dimensional duplicates, and the like. The Marbles
were intended to be a reliable backup copy of his memory
_ and abilities. As often happens with devices
i\ designed to cheat death, they did not work
& " as planned.

As the various coexisting
\, incarnations of Halaster would
\ die or be killed, often by another
version of Halaster himself, he
would lose the semi-sentient
Marbles as they transported
' to their own secret dungeon in
filled with clever puzzles, deadly
* ravenous monsters. Anyone able to
one of those dungeons could claim the
Marbles and wield some of the mighty powers of Halaster.

find and survive

However, never trust something that can think you can't
see where it keeps its brain. The true intention of each set
of Marbles is to consume the owner and be reborn as the
incarnation of Halaster that they were bound to. The newly
reborn Halaster will then go about his mad scheming,
likely plotting against his greatest enemy... himself.

Halaster is unable to find his lost Marbles, other than the

| set that he currently carries, by any means in existence, up

to and including divine intervention. Some believe it is an
the gods to punish the mad mage for
insufferable twisting of the laws of
speculate (in hushed tones) that
ticked off The Powers That Be, the
\ nameless one at the edge of all
| reality that even the Overgod To
answers to.

reality. Others

Random Properties. Each set of
Halasters Marbles has the following
random properties (DMG, page 219):

« 1 minor beneficial property
« 1 major beneficial property

« 1 minor detrimental property
Properties of the Marbles. Your alignment changes to
chaotic neutral, and you gain the following benefits:

Your Intelligence score becomes 20. If it is already 20,
increase the score to 22.

While in Undermountain, you have advantage on all
Wisdom (Perception) checks to detect traps or secret doors.

While in Undermountain, you are supernaturally aware of
the danger, and unless incapacitated, cannot be surprised.
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While attuned to the Marbles, you are infected with
Halaster’s madness. You mutter, have difficulty carrying
on conversations, and are obsessed with collecting new
monsters and magic. This affliction causes you to have
disadvantage in all social interactions. You also have a
tendency to call people “fool”

Once per day, you can cast teleport to any section of

Undermountain that you have seen with no chance of error.

The marbles have 10 charges. You can expend 1 or more
charges to cast one of the following spells (save DC 18 or
your own save DC, whichever is higher) from them:

« chromatic orb (1 charge)

- animate objects (2 charges)

« clairvoyance (2 charges)

» evard’s black tentacles (3 charges)
- disintegrate (4 charges)

« dominate monster (5 charges)

The Marbles regain 1d8+2 charges daily at dawn. Each
time you cast a spell from the Marbles, there is a 5 percent
chance that the soul of the Halaster copy contained within
them will toss your soul from your body, take it for its own,
and start where it left off when it was originally trapped in
the Marbles, teleporting away to begin his schemes. If that
happens, you become an NPC and in control of the DM.

Destroying the Marbles. Halaster’s Marbles can be
destroyed by a simple touch by Halaster or any of his
duplicates. Any other method will cause them to return to
a restored dungeon within Undermountain, waiting to be
discovered.

HALASTER’S HOARD

Haiaster's DENs

THE MAD MAGE 1S KNOWN TO HAVE MANY LAIRS, HAUNTS,
AND BOLT-HOLES IN THE WARREN OF UNDERMOUNTAIN.
WHILE EACH PARTICULAR LAIR IS INDIVIDUAL AND UNIQUE,
EACH OF THEM HAS A FEW STANDARD FEATURES, LISTED
BELOW. THESE ITEMS ARE MAGICAL. SOME ARE MERE
COMFORTS, AND OTHERS ARE VERY, VERY POWERFUL
DEFENSES.

NONE OF THEM ARE PORTABLE. SOME OF THEM CAN

BE MOVED, THOUGH THEY ARE QUITE BULKY, HEAVY,

AND UNWIELDY TO REMOVE. GETTING ONE FROM WHERE
THEY'RE FOUND OoUT OF UNDERMOUNTAIN AND TO, SAY,
AN ADVENTURER'S HOUSE IN WATERDEER IS A MASSIVE
UNDERTAKING BEYOND THE MEANS AND ABILITIES OF
ADVENTURERS. MOREOVER, ANYONE LOOTING ONE OF
HALASTER'S DENS HAD BETTER MAKE VERY, VERY SURE THE
MaAD MAGE IS ABSOLUTELY, UTTERLY, AND IRRETRIEVABLY
DEAD, LEST HE COME IN FIRE AND WRATH TO RECLAIM HIS
OWN.

ALcaeMisT's WoRKSHOP

Wondrous item, very rare

ON THIS WORKTABLE IS A SET OF TOOLS, VIALS, BEAKERS,
DISTILLERY, AND OTHER ALCHEMICAL APPARATUSES, ALL OF
WHICH HAVE BEEN FURTHER ENCHANTED TO AID IN THE
CREATION OF ALCHEMICAL ITEMS.

Anyone proficient with alchemist’s supplies can use the
Workshop and gain advantage on a check to produce an
alchemical item.

ARCANE LiBRARY

Wondrous item, very rare

THE SPIRITS OF LONG-DEAD MASTERS OF THE ARCANE
ARE BOUND TO THE SHELVES OF THIS WELL-EQUIPPED
LABORATORY. THEIR AID ALLOWS YOU TO REFOCUS YOUR
MAGIC AND AIDS LEARNING.

Wizards who spend a day studying in the library learn
one spell of their choice of 5th level or less from the Wizard
spell list. Sorcerers who spend a day studying in the library
can replace one spell as if they had gained a level. In either
case, such characters can’t use the library again until they
gain a level.

Bep oF Raprip REst

Wondrous item, very rare

THIS LAVISH, FOUR-POSTER BED HAS A SOFT MATTRESS,
WARM COMFORTERS, AND IS DELICATELY SCENTED WITH
SWEET HERBS. IT SPEEDS YOUR REST BUT IS TOO LARGE TO
CART AROUND IN THE DUNGEON.



When you rest in the bed, you complete a long rest in an
hour, and a short rest takes 10 minutes. Only 1 creature can
use the bed at a time.

Cask oF Liouip Gorp

Wondrous item, very rare

THESE CASKS ARE LIKELY A LEFTOVER FROM WHEN
UNDERMOUNTAIN WAS THE DOMAIN OF THE MELAIRKYN
DWARVES, FOR THEY CONTAIN AN UNENDING SUPPLY OF
WELL-HOPPED, GOLDEN, DWARVEN ALE.

DiMENsIONAL ANcHOR

Wondrous item, very rare (requires attunement)

DIMENSIONAL ANCHORS ARE INVARIABLY CRAFTED FROM
STATUES WHICH APPEAR IN MANY GUISES, FROM SYLPHS TO
STAGS. IRRESPECTIVE OF THEIR APPEARANCE, EACH BINDS
NEARBY CREATURES TO THEIR LOCATIONS IN THE MATERIAL
PLANE.

Creatures within 60 feet of the anchor can't teleport or
travel between planes of existence unless permitted to do so
by Halaster himself.

Feast ThBLE

Wondrous item, very rare

A FEAST TABLE IS A MAGNIFICENT, ORNATELY-CARVED OAK
TABLE WHICH SEATS NO FEWER THAN 12 Mebium or
SMALLER HUMANOIDS, PROVIDING A SUMPTUOUS BANQUET
FOR ALL.

The owner of the table can use it to cast the heroes’ feast
spell without using a spell slot. This property can be used up
to 4 times a day.

Mirror oF DEcEPTION

Wondrous item, very rare (requires attunement)

A RIGHLY-POLISHED SILVER DISC SET INTO AN INTRICATE
WROUGHT-IRON FRAME, YOU CAN USE THIS MIRROR FOR
YOUR USUAL TOILET, OR YOU CAN USE ITS MAGIC TO GAIN
THE APPEARANCE OF A MEMBER OF ANY HUMANOID RACE
OF THE SAME SIZE CATEGORY AS YOU. YOUR CLOTHING
AND EQUIPMENT ALTER APPEARANCE AS YOU DESIRE.
THE ILLUSION DOESN'T ALTER SOUND OR TEXTURE, SO

A CREATURE LISTENING TO YOU OR TOUCHKING YOU CAN
DETECT THE ILLUSION WITH A successrFuL DC 1 5
WISDOM SAVING THROW. THE ILLUSION LASTS UNTIL
YOU TRAVEL MORE THAN 1 MILE FROM THE MIRROR OR
CHOOSE TO END THE EFFECT.

SPYING MIRRORS

Wondrous item, very rare (requires attunement)

SPYING MIRRORS ALWAYS COME IN PAIRS, AND ARE VERY
CONVENIENT,; WHEN THE OWNER OF AN ABODE WITH
MIRRORS EXCUSES HERSELF AND LEAVES, BE CAREFUL
WHAT YOU SAY AND DO WHEN SHE'S OUT OF THE ROOM.

When you're attuned to and adjacent to one of the
mirrors, you can see and hear through the other mirror as
if you were in its location. If you choose, creatures adjacent
to the other mirror can also see and hear through yours,
enabling two-way communication.

TeLEPORTATION Disk

Wondrous item, very rare

IHALASTER ROUTINELY SETS LARGE, ORNATELY INSCRIBED
TELEPORTATION CIRCLES INTO HIS FLOORS, ALLOWING HIM
TO MOVE QUICKLY AROUND HIS DOMICILE (AND BETWEEN
THEM).

When standing on a teleportation disk, you can use your
move action to speak its command word and teleport
anywhere else within the domicile or to another disk in a
different domicile.

THRONE oF DoMINION

Wondrous item, very rare

A THRONE OF DOMINION IS CARVED WITH DETAILED,
ORNATE RELIEFS SHOWING A KING RULING OVER SUBJECTS.

While you sit on the throne, when a creature you can see
attempts to deceive, disobey, or betray you, it must make
a successful DC 20 (or your spell save DC, whichever is
higher) Wisdom saving throw or be stunned for 1 minute.
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UNDERMOUNTAIN IS THE CREATION OF HALASTER BLACKCLOAK. IT IS HIS DESIGN, HIS ARTWORK,
HIS MASTERPIECE. ITS TWISTING HALLS, ITS MANY CHAMBERS, AND ESPECIALLY ITS DENIZENS,
ARE HIS DESIGN--THAT IS, THOSE PARTS UNDER HIS CONTROL.

THE MAD MAGE HAS TRAVELED THE MULTIVERSE, FROM AERDY TOo KRYNN TO THE Rock oF
BRrAL TO SiGIL TO ZAKHARA. IN HIS TRAVELS, HE HAS AMASSED A MENAGERIE OF FANTASTIC
CREATURES WITH WHICH HE HAS STOCKED HIS DUNGEON.

SOME OF THOSE CREATURES ARE RELATIVELY MILD AND INOFFENSIVE, WHERE OTHERS ARE
IMMENSELY POWERFUL. SOME DIFFER LITTLE FROM THE MONSTROUS CREATURES ALREADY
KNOWN TO FAERUNIAN ADVENTURERS, WHILE OTHERS ARE SO WONDERFULLY DIFFERENT AS TO
ASTOUND EVEN THE MOST EXPERIENCED AND JADED SELLSWORD WHO EVER DESCENDED FROM
THE YAWNING PoORTAL.

WE HOPE YOU ENJOY USING THESE FOES IN APPROPRIATE SPOTS IN UNDERMOUNTAIN, AS WELL
AS DUNGEONS OF YOUR OWN DEVISING.
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AESERPENT

Large monstrosity, unaligned

Armor Class 14

Hit Points 93 (11d10 + 33)

Speed 30 ft.

STR16 (+3) DEX 19 (+4) CON 17 (+3) INT 4 (-3)
WIS 10 (+0) CHA 3 (-4)

Skills Stealth +7

Senses blindsight 10 ft., darkvision 120 ft., passive
Perception 10

Languages —

Challenge 5 (1,800 XP)

Shadow Stealth. While in dim light or darkness, the
aeserpent can take the Hide action as a bonus action.

ACTIONS

Bite. Melee Weapon Attack: +7 to hit, reach 5 ft., one
target. Hit: 14 (3d6 +4) piercing damage and the
target must make a DC 14 Constitution saving throw
or be poisoned for 1T minute. While poisoned in this
way, the target takes 14 (4d6) necrotic damage at
the beginning of each of its turns. The target’s hit
point maximum is reduced by an amount equal to
the necrotic damage taken. The reduction lasts until
the target finishes a long rest. The target dies if this
effect reduces its hit point maximum to O. The target
can repeat the saving throw at the end of each of its
turns, ending the effect on itself on a success.

Swallow. The aeserpent makes one bite attack
against a Medium or smaller target it or another
aeserpent has poisoned. If the attack hits, the target
is also swallowed. While swallowed, the target is
blinded and restrained, it has total cover against
attacks and other effects outside the aeserpent, and
it takes 7 (2d6) acid damage at the start of each of
the aeserpent’s turns. An aeserpent can have only
one creature swallowed at a time.

THE AESERPENT IS A GIANT SNAKE CAPABLE OF GROWING
uP To 20 FEET LONG. IT HAS A LARGE, BROAD HEAD

AND DEEP BLACK SCALES. IT IS COLLOQUIALLY KNOWN AS
A DARKSTRIKE OR DEATHSTRIKE DUE TO ITS PREDATORY
NATURE AND AFFINITY FOR HUNTING IN THE DARK. THE
AESERPENT IS A NATIVE OF THE BEASTLANDS, A PLANE OF
EXISTENCE KNOWN FOR EXOTIC MAGICAL BEASTS. THEY
ARE COMMONLY FOUND IN KARASUTHRA, A REALM OF THE
BEASTLANDS SHROUDED IN ETERNAL DARKNESS.

It is commonly misidentified as an undead creature due to
its blood-devouring venom. This is, however, incorrect. The

aeserpent is a living creature with no relation to vampires or
other undead, despite its magical venom.

Combat. The aeserpent hunts exclusively at night, using
its ability to quickly fade into the darkness to elude enemies.
It is more intelligent than a typical serpent and uses its
cunning to lure prey into dangerous terrain or uses other

creature’s traps, such as a giant spider’s web, to its advantage.

The aeserpent possesses a strange venom unique to its
species. After biting a victim, the aesperent injects a fast-
acting venom that causes the target to metabolize their
own blood, using it for energy and nutrients. Unless cured
quickly, the venom kills even large prey in moments. Once
a target has been poisoned, the aeserpent retreats and waits
for it to die, returning to swallow its corpse. Planar scholars
have theorized that the aeserpent is unable to consume
large amounts of fresh blood, explaining its strange venom.
If threatened by multiple enemies, aeserpents swallow a
poisoned victim whole, even before the venom has done its
work.

Habitat/Society. The aeserpent is a native of the
Beastlands, an Outer Plane that serves as the hunting
ground of the gods. These extraplanar snakes are typically
found alone or, rarely, as a mated pair during the
appropriate season. Aeserpents fight ferociously to protect
their mates and eggs.

Ecology. Unlike typical snakes, the aeserpent must feed
regularly, requiring a large amount of food to sustain its
massive body. Its native plane has an ever-present supply of
prey for the aeserpent, but if found on the Prime Material,
the aeserpent is likely to be hungry and searching for its
next meal.

Role in Undermountain. Aeserpents serve as guardians
for planar travelers, who may have returned with aeserpent
eggs from the Beastlands. These foolish meddlers often
do not realize the aeserpent’s growth potential or appetite.
Many end up in the belly of their own pet. A few rare
aeserpents roam Undermountain’s dark halls, forgotten or
lost by their masters and searching for their next meal.
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Dio | ever tell gou about the time
| summoned an Aballin in Loro
Zoar’s swimming pool? | Forget
the exact oetails of the wager
ae maoe bat, the look on his
face! Ha! Oh it wwas a real mess *
gou see, | 0ion’t get know the
incantation to ansdmmon the
Aballin.

ABALLINS

Large elemental, neutral

Armor Class 13 (natural armor)

Hit Points 75 (10d10 +20)

Speed 10 ft., swim 60 ft.

STR 16 (+3) DEX 14 (+2) CON 14 (+2) INT 10 (+0)
WIS 10 (+0) CHA 8 (-1)

Damage Resistances acid; bludgeoning, piercing, and
slashing from non-magical weapons

Damage Immunities poison

Condition Immunities exhaustion, grappled,
paralyzed, petrified, poisoned, prone, restrained,
unconscious. Any spell or effect that alters vision
or which affects the target through vision.

Senses blindsight 60 ft. (blind beyond this radius)

Languages Aquan

Challenge 5 (1,800 XP)

Water Form. The aballin can enter
a hostile creature’s space and stop
there. It can move through a space
as narrow as one inch wide without
squeezing.

Freeze. If the aballin takes cold damage,
it partially freezes; its speed is reduced
by 20 feet until the end of its next turn.

ACTIONS

Multiattack. The aballin makes two
slam attacks.

Slam. Melee Weapon
Attack: +6 to hit, reach 5
ft., one target, Hit: 12 (2d8
+ 3) bludgeoning
damage.

HALASTER’S HOARD

Launch (Recharge 4-6). Each Medium or smaller
creature in the elemental’s space must make a DC
13 Strength saving throw. On a success, the target
takes 5 (1d8 +1) bludgeoning damage and is pushed
5 ft in a random direction. On a failure, the creature
is drawn into a geyser and launched up to 30 ft

in any direction (DMs choice). Upon impact, the
creature takes 16 (3d8) +3 bludgeoning damage and
is prone (if applicable).

THE ABALLIN IS OFTEN MISTAKEN FOR A WATER
ELEMENTAL. THEY LOOK LIKE ROILING PATCHES IN THE
WATER OR WHIRLPOOLS. CLOSER INSPECTION REVEALS
COINS, ITEMS, AND TRINKETS OF PREVIOUS VICTIMS. A
CLOSE ENCOUNTER WITH AN ABALLIN IS SOMETHING NOT
MANY SAILORS HAVE HAD, FEW SURVIVE TO TELL THE TALE.

Combat. In combat, the aballin is cruel and malicious.
They seem almost to enjoy toying with victims before
killing them; firing them into the air, only to “catch” them
when the land. There are reports of them hurling overboard
sailors and debris into ships hulls, attempting to scuttle the
vessels.

Habitat/Society. The aballin is aa elemental that naturally
forms during a particularly violent storm or escapes from
Elemental Plane of Water through a planar vortex. They
often follow stormy seas as the white-capped waves; doing
much to hide their approach. They have been known to
attack in small groups.

Ecology. Though its home is the Elemental Plane of
Water, the aballin can thrive
@ on the Prime
@ Material
kPlane. It has
no natural

& predators




and doesn’t appear to eat its victims. It also doesn’t seem to
reproduce.

Role in Undermountain. The inner harbor of Waterdeep
is a natural wonder but not far from the inner bay
there are grottoes that feed the underground river of
Undermountain. These creatures are able to wash through
the cracks of the bedrock into the ripe hunting grounds
beneath Waterdeep. They gather in reflecting pools filled
with coins or in natural hot springs; killing unwary fools.

AcHAIERAI

Small beast, neutral

Armor Class 12 (natural armor)

Hit Points 39 (6d6 + 18)

Speed 40 ft.

STR 15 (+2) DEX 10 (+0) CON 16 (+3) INT6 (-2)
WIS 8 (-1) CHA 3 (-4)

Senses darksight 30 ft., passive Perception 9

Languages -

Challenge 1 (200 XP)

Nimble. The achaierai can take the Disengage action
as a bonus action on each of its turns. It also has
advantage on saving throws to avoid being knocked
prone.

ACTIONS

Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one
target, Hit: 6 (1d8 + 2) piercing damage.

Talons. Melee Weapon Attack: +4 to hit, reach 5 ft.,
one target, Hit: 11 (2d8 + 2) slashing damage.

ACHAIERAI LOOK LIKE LARGE, WINGLESS CHICKENS WITH
FOUR LEGS AND A HUGE, GNASHING BEAK. THEY ARE
USUALLY BROWN OR BLACK THOUGH SOME HAVE FLECKS
OF WHITE TAN. EACKH OF THEIR FOUR POWERFUL LEGS
ARE COVERED WITH COARSE HAIR. INTREPID FARMERS
RAISE DOMESTICATED ACHAIERAI FOR FOOD AND TO HUNT
OSQUIP.

Combat. In combat, they attack and fight in an organized
fashion; one grappling with its oversized beak whilste
another rakes with its vicious talons. If encountered alone,
they try to knock their foe prone and rake them with their
talons. The wild variety are hearty and hard to kill. Once
slain, they are quite tasty to eat.

Habitat/Society. Achaierai are predominantly an above
ground creature. They prefer the plateau and timbered
woods around Waterdeep.They are omnivorous scavengers.
They prey on large insects, vermin, and other pests as well
as some plants. They will only attack Medium or larger
creatures if cornered or frightened. Achaierai females mate

with as many males as possible, laying 3-8 eggs. Offspring
are born blind and covered in fine white feathers.

Ecology. The Achaierai are the favored prey of many
carnivores in the region. They have been known to travel is
flocks. It is believed that these are family units.

They lookK like a chicken
nagget with legs.

Apprencice: What's a chicken nugget?

Role in Undermountain. The plains farther north of
Waterdeep are the natural home of the achaierai. The tribes
of the wild lands tell stories of wild achaierai tamping down
the tall plains grass in a circular dance; ripping up the roots
with their powerful claws. They hunt small game and return
to these hovels to feed and roost. When food is scarce
they are known to hunt the halls of Undermountain. The
achaierai that remain in the depths are starving and insane;
they will attack anything on sight.

ALcoip

Medium plant, neutral

Armor Class 13 (natural armor)

Hit Points 39 (6d8 + 12)

Speed 30 ft., swim 30 ft.

STR 16 (+3) DEX 11 (+0) CON 14 (+2) INT6 (-2)
WIS 12 (+1) CHA 8 (-1)

Saves Con +4

Skills Athletics +5, Perception +3, Stealth +2

Damage Immunities fire, lightning

Damage Resistances piercing and slashing from
nonmagical weapons

Senses darkvision 60 ft., passive Perception 13

Languages telepathy 60 ft. (other algoids only), can
speak with plants, per the spell speak with plants

Challenge 2 (450 XP)

Limited Amphibiousness. The algoid can breathe
both air and water, but it needs to be submerged at
least once every 8 hours to avoid suffocating.

Photosynthesis. If the algoid is not in sunlight for
at least 1 hour every day, it suffers 7 (2d6) necrotic
damage and has its hit point maximum reduced by
an amount equal to the necrotic damage taken. The
reduction lasts until the algoid is in sunlight for 1
hour.
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ACTIONS
Multiattack. The algoid makes two slam attacks

Slam. Melee Weapon Attack: +5 to hit, reach 5 ft.,
one target. Hit: 7 (1d8 + 3) bludgeoning damage. If
the attack is a critical hit and the target is a creature,
it is stunned until the end of its next turn.

Command Trees (Recharge 5-6). The algoid
telepathically commands up to two water-based
trees, such as mangroves or cypresses, within

60 feet of it. Any creature within 10 feet of a
commanded tree must make a DC 13 Dexterity
saving throw or take 10 (3d6) slashing damage as
the trees’ branches lash out.

FROM A DISTANCE, ALGOIDS APPEAR TO BE FURRY,
GREEN-SKINNED HUMANOIDS. UPON CLOSER INSPECTION,
HOWEVER, IT IS OBVIOUS THE CREATURES ARE NOT
MAMMALS OR EVEN HUMANOIDS, BUT RATHER A
COLLECTION OF MOBILE, SENTIENT ALGAE. ALGOIDS STAND
BETWEEN S AND 7 FEET TALL AND WEIGH BETWEEN 120
AND 2 5O POUNDS, DEPENDING ON HOW MUCH ALGAE
FUSED TOGETHER.

Combat. Algoids use their limbs to smash opponents
into submission. Their heavy blows can sometimes stagger
their target, providing an opportunity for the algoid to
grapple the stunned creature and drag it into deep water.
The creatures are also able to command certain water-based
trees common to their environments through a crude
telepathic link.

Habitat/Society. Algoids must live near water and have
regular access to sunlight. Both lone algoids and colonies of
the creatures have been found in swamps, lakes, and along
rivers. They exist equally well in fresh or brackish waters.

These plant creatures form in areas with strong magical
auras, which are thought to impart a form of primitive
sentience to naturally-occurring algal blooms. If there is
enough algae in an area, they form together to create one or
more algoids. After being created, a dozen or more algoids
will sometimes congregate in a body of water and shed parts
of themselves, forming a collective offspring.

Scholars have had difficulty communicating with algoid
colonies due to their lack of spoken language and fear of
humanoids. It is believed, however, that they operate under
a hive intelligence, each individual algoid performing duties
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to benefit the colony as a whole. Lone algoids tend to live
much shorter lives as they lack the support of a collective.

Ecology. Like other plants, algoids generate energy
through photosynthesis. As they are deprived of sunlight,
their coloration turns progressively darker, eventually
becoming a dark black, and their bodies dry out, falling off
in large chunks as they slowly die. Alchemists highly value
deceased black algoids as their bodies can be powdered and
used in curative potions and salves.

Algoids are distrustful and fearful of other creatures.
When several algoids form a colony, they attempt to build
as far away from humanoid tribes or known predators as
possible. They are intelligent enough to lair in forgotten
ruins or other complexes, using the defensible areas to their
advantage.

Role in Undermountain. It is unlikely that a colony
of algoids would form beyond Undermountain’s top-
most layers, as the trek to bathe in sunlight would be too
perilous. The adventurers may come across a lone algoid,
dying of sunlight deprivation, who was being studied by an
alchemist.

Asperil

Large beast, neutral good

Armor Class 12 (natural armor)

Hit Points 51 (6d10 +18)

Speed 60 ft., fly 30ft.

STR 18 (+4) DEX 15 (+3) CON 16 (+3) INT6 (-2)
WIS 13 (+1) CHA 14 (+2)

Damage Vulnerabilities fire

Damage Resistances cold

Skills Perception +3, Survival +3

Senses truesight 30ft., passive Perception 13

Languages telepathy 60ft.

Challenge 2 (450 XP)

ACTIONS
Multiattack. The asperii makes two attacks.

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one
target, Hit: 8 (1d8 + 4) piercing damage.

Hooves. Melee Weapon Attack: +6 to hit, reach 5 ft.,
one target, Hit: 11 (2d6 + 4) bludgeoning damage.

THE AsPERII HERDS KNOWN TO LIVE ON AND AROUND
WATERDEEP MOUNTAIN CAN BE SEEN FROM THE CROW'S
NEST OF SHIPS AS THEY NEAR THE COAST. AN ASPERII IS

A WHITE OR GREY LONG-HAIRED FLYING HORSE. THEY
HAVE LONG NECKS AND SMALL HEADS LIKE THE TARPAN
AND ARABIAN BREEDS. THEY DO NOT HAVE WINGS LIKE
THE PEGASUS. OCCASIONALLY THEY MAY ALLOW A HUMAN
TO RIDE THEM BUT IN ORDER TO BE TRAINED AS A PROPER

MOUNT, THE ASPERII MUST HAVE BEEN RAISED AROUND
HUMANS.

Combat. In combat, the asperii usually flee. They do not
like to fight and rarely do. They may attack a particularly
dangerous or invasive evil creature with their herdmates.
They prefer guerilla tactics and wear enemies down
overtime before they face them toe to toe to finish them off.

Habitat/Society. Asperii or “horses from heaven” are
believed to be related to angels. They mate for life in most
cases, though a few polygamist relationships occur. They all
serve to bring peace and promote goodness, though they
are not always lawful.

Ecology. No matter what region they are found in, they
live near the peak of a mountain. Some creatures prey on
the Asperii; most of the Asperii predators are evil creatures.
Asperii are herbivores, they are usually spotted in mating
pairs.

Role in Undermountain. Asperii herds once roamed
prodigiously on the peaks of Mount Waterdeep, but they
were supplanted by the griffon aviary. The resourceful
asperii adapted and expanded. They have moved to a grand
sanctuary within Mount Waterdeep far within the maze
that is Undermountain. From there, a very powerful asperii
heals the sick and mad. This service comes at a cost. The
journey is long and many foes roam the tunnels that lead to
the sanctuary. Pilgrims still make the trek, for what solace
do the dying have but hope.

I once saw one that hado a goloen
laminescent coat and long white
mane. She was the size of a
Clgoesoale, hage for her species.
She flew to me one 0ay and cureo
my maoness the first time | went

insane...




AtHACH

Huge giant, chaotic evil

Armor Class 13 (hide armor)

Hit Points 138 (12d12 + 60)

Speed 30 ft.

STR 21 (+5) DEX 12 (+1) CON 21 (+5) INT5 (-3)
WIS12 (+1) CHA 7 (-2)

Saves Str +8, Con +8

Senses darkvision 60 ft. passive Perception 11

Languages Giant

Challenge 8 (3,900 XP)

ACTIONS

Multiattack. The athach makes three attacks: two
with its club and one with its bite.

Club. Melee Weapon Attack: +8 to hit, reach 10 ft,
one target. Hit: 15 (3d6 + 5) bludgeoning damage.

Bite. Melee Weapon Attack: +8 to hit,
reach 10 ft., one target. Hit: 12
(3d4 + 5) piercing damage, and
the target must make a DC 13
Constitution saving throw,
taking 13 (3d8) poison
damage on a failed save
or half as much on
a successful one.
If the poison
damage
reduces the
target to O
hit points, g
the target is &8
stable but
poisoned
for 1
houp

even
after
regaining
hit points, and is
paralyzed while

poisoned in this
way.

Rock. Ranged Weapon Attack: +8 to hit, range
60/240 ft., one target. Hit: 27 (4d10 + 5)
bludgeoning damage.

THE ATHACH IS A HULKING, MALFORMED GIANT-KIN.

AN ATHACH'S DEFORMITIES VARY FROM INDIVIDUAL TO
INDIVIDUAL BUT ALWAYS INCLUDE A FULLY-FUNCTIONING
THIRD ARM GROWING FROM THE ATHACH'S STERNUM.
OTHER DEFORMITIES INCLUDE DIFFERENTLY SIZED EYES
AND EARS, MISSING NOSES, AND EXTRA DIGITS ON THE
HANDS AND FEET. ALL ATHACHS HAVE A PAIR OF LARGE
TUSKS THEY USE TO INJECT A PARALYTIC VENOM.

The athachs’ origins are still unknown to scholars. Many
believe they are a subspecies of fomorian, but they lack
any connection to the Feywild, bringing the theory into
question. It is likely they are a product of one of Othea’s
affairs, which produced the likes of ogres, trolls, and other
giant-kin. Athachs speak a crude dialect of Giant and some

_know enough Common to make demands of humanoids.

Combat. Athachs rush headlong into battle, using
crude weapons taken from their environment.

ha.. , They engage the largest targets first,
PR assuming they are the most powerful.
i The giant-kin use their poisonous

g tusks to paralyze their victims,
preferring to preserve the

v E” body as food.

Habitat/Society. Athachs
lair in large cave systems
or reclaimed ruins far from
civilization. They are either found
lone or in small family units,
consisting of one adult male,
C two to three adult females,
and up to four juveniles
(use that stats for an ogre
to represent a juvenile
rathach). Athachs lead a
- violent life, fighting each
\ other as often as prey or
valorous adventurers.
Athach children fight
with one another as soon
s they are able, which is
only a few months after
i birth. They will often kill one
‘_,f ¥ another, which the parents
¥ encourage. The strongest athachs
are thrown out of the family group once



they reach maturity and are expected to leave their parent’s
domain to seek out a mate.

Adult athachs develop an obsession with jewels and
jewelry, often spending hours polishing and sorting
their collection. A stolen gemstone is cause for violence
more than a stolen mate or child for many athachs. Their
obsession with beauty is odd indeed in an otherwise ugly
life.

The malformed athachs are despised by true giants of the
Ordning; even hill giants, with whom athachs share much,
consider them abominations. Athachs fear true giants and
will flee from them or serve them as guardians and slaves if
threatened.

Ecology. Athachs are terrible builders, preferring to claim
suitable living conditions more than alter their environment
to suit their lives. They hate and fear true giants, but show
no cowardice toward even the most powerful humanoids or
other creatures. Some athachs have been known to parlay
with travelers, granting them safe passage for an abundance
of gems and jewelry. If the athach believes they have been
wronged, however, they attack without warning.

Role in Undermountain. Athachs will not serve a master
unless it is a true giant or they have been magically subdued
into servitude. However, Undermountain’s larger chambers
would serve as a perfect lair for a small athach family. A
lone athach seeking to impress a mate might venture into
the renowned dungeon in search of gems and jewelry.

Averx
Tiny fey, chaotic neutral

Armor Class 15

Hit Points 27 (6d6 + 6)

Speed 20 ft., fly 40 ft.

STR4 (-3) DEX 20 (+5) CON 12 (+1) INT16 (+3)
WIS 15 (+2) CHA 14 (+2)

Saves Dex +7, Cha +4

Skills Perception +4, Investigation +5, Sleight of
Hand +9, Stealth +9

Senses darkvision 120 ft. passive Perception 14

Languages Common, Sylvan, Undercommon

Challenge 3 (700 XP)

Cunning Action. On each of its turns, the averx can

use a bonus action to take the Dash, Disengage, or

Hide action.

Immunity to Curses. The averx is immune to the
bestow curse spell, the curse effects of cursed items,
and any other spell, ability, or feature that has the
word “curse” in its description.

Innate Spellcasting. The averx’s innate spellcasting
ability is Charisma (spell save DC 12, +4 to hit with

spell attack). It can innately cast the following spells,
requiring only somatic components:

3/day: cause fear*, faerie fire, light, silent image,
phantasmal force

2/day: blink, enlarge/reduce (enlarge portion only;
self only), invisibility (self only), levitate

Magic Resistance. The averx has advantage on saving
throws against spells and other magical effects.

Trap Sense. The averx has advantage on ability
checks made to detect and disarm traps.
Additionally, the averx is proficient with thieves’
tools.

ACTIONS

Shortsword. Melee Weapon Attack: +7 to hit, reach 5
ft., one target. Hit: 1 piercing damage.

Shortbow. Ranged Weapon Attack: +7 to hit, range
40/160 ft., one target. Hit: 1 piercing damage.

*Appears in Xanathar’s Guide to Everything.

THESE TINY, IMPISH FEY ARE ALSO KNOWN AS DUNGEON
DEMONS AND CAVE DEVILS. THEY RESEMBLE A SMALL,
HUNCH-BACKED HUMANOID WITH SMALL HORNS, FELINE
FACIAL FEATURES, AND BAT-LIKE WINGS. THEY ARE OFTEN
MISTAKEN FOR FIENDS BUT ORIGINATE FROM THE FeEYwiLD.

Combat. Averxes avoid direct combat at all costs, relying
on their ability to hide from and evade enemies. If forced to
fight, they use enlarge and attempt to stay out of range. They
prefer to use hit-and-run tactics, traps, and misdirection.
Averxes are intelligent and cunning and will evaluate their
opponents, fleeing if the encounter turns sour.

Habitat/Society. Averxes prefer to live in subterranean
natural environments and are particularly drawn to
crystalline cave systems or Underdark passages with
luminescent fungi. Averxes form a strong bond with their
home, considering it a foundational part of their identity.
Defiling their caverns will incite their anger and press the
otherwise non-combative fey to violence.

Averxes are obsessed with treasure, particularly magic
items, and spend their lives amassing as many items as
they can. What they are unable to procure they often know
much about, leading them to be invaluable resources for
the aspiring dungeon delver. Due to their curse immunity,
however, they often do not realize when an item would have
devastating effects on another creature. Those averxes that
do come to understand how curses function might leave
cursed items in plain sight in their lairs, serving as a devious
trap for intruders.

Averxes live in small clans ranging from 5 to 15
individuals led by a single leader, who is often determined
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by the size of their
magic item hoard.
An individual
averx might be
encountered on

a treasure hunt,
hoping to claim

a new item for its

hoard.

Ecology.
Averxes are most
commonly found
in the Feywild, but
many have crossed
into the Prime
Material plane in
search of unique
treasures. They
are conjured by
spellcasters seeking
information on a
magic item or as a
porter for a cursed
treasure. Some
scholars believe
averxes are created
by the avarice of
renowned tomb
robbers and
dungeon delvers.

These fey prefer
to have limited
interaction with
other creatures
unless they are
seeking information on a magic item. They have been
known to wage small wars against evil subterranean species,
such as grimlocks and troglodytes. These wars are territorial
in nature more so than a moral obligation to fight evil.

Role In Undermountain. Averxes have a myriad of
reasons for being in Undermountain. A clan might claim
a small corner of the dungeon as a base from which to
launch treasure hunts. An oddly social averx may approach
an adventuring party promising information on a hidden
treasure in exchange for a magic item the party carries or
simply offer an item in trade.
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Bariaur

Large monstrosity, chaotic good

Armor Class 13

Hit Points 51 (6d10 +18)

Speed 50 ft.

STR 18 (+4) DEX 14 (+2) CON 16 (+3) INTO (-1)
WIS 13 (+1) CHA 11 (+0)

Skills Athletics +6, Perception +3, Survival +3

Senses passive Perception 13

Languages Sylvan, Druidic

Challenge 2 (450 XP)

Charge. If the Bariaur moves at least 20 ft straight

toward a target and then hits with a Ram attack on

the same turn, the target takes an extra 7 (2d6)

bludgeoning damage. If the target is a creature, it

must succeed on a DC 13 Strength saving throw or

be knocked prone.

ACTIONS

Multiattack. The Bariaur makes two attacks: one with
its club and one with its ram or two with its sling.

Club. Melee Weapon Attack: +6 to hit, reach 5 ft,
one target, Hit: 6 (1d4 + 4) bludgeoning damage.

Ram. Melee Weapon Attack: +6 to hit, reach 5 ft.,
one target, Hit: 7 (1d6 + 4) bludgeoning damage.

Sling. Ranged Weapon Attack: +4 to hit, range
30/120 ft., one target, Hit. 4 (1d4 + 2) bludgeoning
damage.

A BARIAUR IS A COUSIN OF THE FEARED CENTAUR. THE
BARIAUR AND THE CENTAUR BEGAN LOSING THEIR HABITAT
TO THE VORACIOUS TIMBERING THAT MADE WATERDEEP
WEALTHY SINCE ITS FOUNDING. NEITHER CREATURE HOLDS
WATERDAVIANS IN HIGH REGARD. THE BARIAUR ARE
SLOWLY BEING DRIVEN TO EXTINCTION BY THE VILE TROLLS

I hao saggested we propose an alliance with
the bariadr anod the centadr Odring the Troll
Wars bat the Masked Loros were tepio. The
bariaar agreed for a time, providoed we scaled
back mining and logging operations. When
e Oroove the trolls back to the marshes, the
treaty was Forgotten and the bariadr left to
Feno for themseloves. | 00 not think such an
agreement coald be met these oays. They are a
proao race. There is an old loggers adoage: “The
axe fForgets what the tree remembers”; sdch is

the trath of the bariaur.



FROM THE SWAMPS TO THE NORTH. OFTEN THEY ARE IN
LEAGUE WITH OTHER INTELLIGENT RACES OF THE HiGgH
FOREST. THEY OFTEN ACT AS ENFORCERS FOR DRUIDS
KEEN ON SLOWING THE ENCROACHMENT OF CITIES IN THE
WILD NORTH.

Combat. In combat, they fight tenaciously’ preferring to
charge enemies and knock them down before pummeling
them with clubs. They often use their size and speed to
trample unmounted foes. They do make an effort to avoid
harming mounts unless the mount is evil or monstrous.
They despise goblins and especially hate trolls.

Habitat/Society. Bariaur are reclusive and untrusting.
They live in the wooded hills and caves around Waterdeep.
Bariaur mate for life, taking another mate only when a
partner is killed or is barren. They do have a marriage ritual
where the couple chooses a Druidic rune that becomes their

bond once branded on their flank. They also carve beautiful
designs into each other’s horns and hooves.

Ecology. The Bariaur are omnivores. Many creatures prey
on them and trolls kill them for sport. A Bariaur settlement
is usually near a water source. Bariaur deters many invasive
pests; they hunt rats, osquip, goblins, and trolls. A few tribes
have discovered the trolls vulnerability to fire and dispatch
many but the bariaur cannot match the trolls fecundity rate.
Attrition is the bariaurs greatest foe even if not the most
hated one.

Role in Undermountain. The bariaur warparties in the
depths of Undermountain slay pests where they sleep. The
grizzled nomads that patrol the maddening halls care little
who or what they kill. Nothing venturing in this foul place
has a natural purpose and /must die.




BoNEBAT

Medium undead, neutral evil

Armor Class 14 (natural armor)

Hit Points 31 (7d8)

Speed 10 ft., fly 60 ft.

STR 16 (+3) DEX 14 (+2) CON 11 (+0) INT6 (-2)
WIS 12 (+1) CHA 5 (-3)

Damage Vulnerabilities bludgeoning

Damage Immunities poison

Condition Immunities exhaustion, paralyzed,
poisoned

Senses blindsight 120 ft. passive Perception 11

Languages understands one language (usually
Common) but can’t speak

Challenge 2 (450 XP)

Echolocation: The bat can’t use its blindsight while

deafened.

Keen Hearing: The bonebat has advantage on

Wisdom (Perception) checks that rely on hearing.

ACTIONS

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target. Hit: 8 (2d4 +3) piercing damage. If the target
is a creature other than an elf or undead, it must
succeed on a DC 13 Constitution saving throw or

be paralyzed for 1 minute. The target can repeat the
saving throw at the end of each of its turns, ending
the effect on itself on a success.

BONEBATS ARE SKELETAL BAT-LIKE CREATURES THAT SERVE
AS MESSENGERS AND GUARDIANS TO NECROMANCERS AND
EVIL CLERICS. THEY APPEAR AS SKELETAL GIANT BATS

BUT HAVE A LARGE SKULL WITH LONG FANGS. GHOSTLY
SPECTRAL STRANDS CONNECT THEIR WING BONES,
ALLOWING FOR MAGICAL FLIGHT.

Combat. Bonebats attack from the shadows, using their
superior blindsight to ambush unwary prey. They swarm a
single victim, hoping to paralyze it with their ghoulish bites
before moving on to the next target. Bonebats follow their
creator’s orders flawlessly, often sacrificing themselves in
battle for their master.

Habitat/Society. Bonebats are found in their master’s
lairs, serving as guardians or alarm systems. They have no
social organization of their own.

Ecology. Arcane scholars have determined that bonebats
are not naturally occurring undead; all bonebats were
created by a master. They are formed predominantly from
the bones of giant bats, enchanted with foul necromantic
magic, with their fangs originating from other sources, such
as boars or orcs, and are.
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Don’t go near the boodies;
neover go near the booies!

If left to their own devices, bonebats begin to behave as
natural bats, hunting small mammals, even though they do
not require food to sustain themselves.

Role in Undermountain. Bonebats might serve any
number of necromancers found in Undermountain. A
small colony might still guard the hidden chambers of a
long-dead cleric’s domain. Lone bonebats might be found
wandering the halls of Undermountain in search of prey.

BoNESPEAR

Large monstrosity, unaligned

Armor Class 19 (natural armor)

Hit Points 168 (16d10 + 80)

Speed 30 ft., climb 30 ft.

STR 22 (+6) DEX 12 (+1) CON 20 (+5) INT1 (-5)
WIS 12 (+1) CHA 3 (-4)

Saves Str +10, Dex +5, Con +8

Senses blindsight 30 ft. passive Perception 11

Languages —

Challenge 10 (5,900 XP)

Immobilize. The bonespear uses a bonus action to

anchor itself into a solid surface. While anchored,

the bonespear’s movement becomes 0 and it

cannot benefit from effects that would increase its

movement. The bonespear cannot be knocked prone

or forced to move until it uses a bonus action to

unanchor itself.

Retractable Spears. The bonespear has two

spears. Each spear can be attacked (AC 20; 15 hit
points; immunity to poison and psychic damage).
Destroying a spear deals no damage to the
bonespear. A spear can also be broken if a creature
takes an action and succeeds on a DC 18 Strength
check against it. The bonespear regrows destroyed
spears in 1d4 weeks.

ACTIONS

Multiattack. The bonespear makes two attacks with
its spears, uses Drag, and makes one attack with its
bite.

Spears. Melee Weapon Attack: +10 to hit, reach 40
ft., one target. Hit: 16 (3d6 + 6) piercing damage
and the target is grappled (escape DC 18). Until the
grapple ends, the target is restrained and takes 16
(3d6 + 6) piercing damage at the beginning of each



of their turns. The bonespear can’t use the same
spear on another target.

Bite. Melee Weapon Attack: +10 to hit, reach 5 ft.,
one target. Hit: 19 (3d8 + 6) piercing damage.

Drag. The bonespear pulls each creature grappled by
it up to 20 feet straight toward it.

BONESPEARS ARE NATURAL PREDATORS NATIVE TO
MANY OF THE OUTER PLANES, PARTICULARLY CARCERI,
GEHENNA, AND ACHERON. THE BONESPEAR IS A LARGE
INSECTOID WITH A DENSE CHITINOUS SHELL. THE
BEAST'S ANT-LIKE HEAD HAS TWO LARGE PROTRUDING
SPEARS, FROM WHICH IT DERIVES ITS NAME AND A

MAW OF JAGGED TEETH. SIX THICK, BARBED LEGS
SPROUT FROM UNDER THE BONESPEAR'S CHITIN,
WHICH IT CAN USE TO DIG INTO THE GROUND,

SECURING ITSELF TO A LOCATION.

Combat. The bonespear’s primary weapons are the
large javelin-like horns protruding from its head. The
beast can compress an air bladder at the base of the
spears to launch them toward prey. The spears remain
attached to the bonespear through a long, tough braid
of sinew and muscle tissue. The barbed spears continue
to tear at the victim’s flesh until removed. Using a
muscle in their heads, a bonespear reels the sinew cord
back toward them, dragging their catch in as well.
Once their victim is close, the bonespear finishes their
victim with a powerful bite.

The bonespear is known to take down targets much
larger than itself, relying on its ability to anchor into
nearly any surface, becoming unmovable. When
hunting the bonspear does not prefer open ground.
Instead, they find an area with plenty of cover,
anchor themselves, and wait to launch their spears at
passersby.

Habitat/Society. Bonespears are solitary creatures
who control a wide hunting area. They fight violent
battles over prime hunting grounds, killing off or
forcing out other predators, including their own kind.

Bonespears mate every two to three years, resulting
in a clutch of several dozen eggs. The female bonespear
abandons the eggs as soon as she lays them. Most,
if not all of the eggs, do not hatch, either being
consumed by other beasts or lost to the elements.
Planar scholars suspect the bonespear is nearly an
extinct creature due to their violent lives and slow
mating cycles.

Ecology. Bonespear hatchlings are the size of fully-
grown house cats and hunt small creatures for the first
months of their life. Juvenile bonespears are able to
claim some fiends as prey, including dretches, imps,
and lemures. Bonespears lair in tight dens, which they

use only for rest and devouring captured prey. A single adult
bonespear controls up to a 7-mile-radius hunting ground.

Role in Undermountain. Bonespears are rare extraplanar
beasts but, if captured, can prove to be formidable
guardians. Their supernaturally hard exoskeleton might be
sought out by a powerful artificer looking to create magical
armor or shields.



CATERWAUL

Medium beast, chaotic evil

Armor Class 14

Hit Points 62 (8d8 + 26)

Speed 50 ft.

STR 14 (+2) DEX 16 (+3) CON 14 (+2) INT8 (-1)
WIS 8 (-1) CHA 6 (-2)

Skills Athletics +5., Stealth +6

Senses darksight 60 ft., passive Perception 9

Languages -

Challenge 3 (700 XP)

Keen Hearing and Smell. The caterwaul has

advantage on Wisdom (Perception) checks that rely

on hearing or smell.

ACTIONS

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target, Hit: 6 (1d8 + 2) piercing damage.

Claws. Melee Weapon Attack: +5 to hit, reach 5 ft,,
one target, Hit: 12 (4d4 + 2) slashing damage.

Screech (Recharge 5-6). The caterwaul emits a shrill
cry that affects a 30 ft., sphere. Each creature in
that area that is not deafened must make a DC 12
Wisdom saving throw. On a failure, the target takes
10 (3d6) thunder damage and is stunned until the
end of its next turn. A creature that succeeds takes
half damage and avoids being stunned.

THE CATERWAUL IS A SLY AND SADISTIC CREATURE THAT
HAS 6 LEGS AND LOOKS LIKE A LYNX WITH TAN OR EVEN
MOLASSES COLORED FUR. IT PROWLS THE FORESTS

AND JUNGLES, STALKING PREY. THESE CREATURES STILL
TERRORIZE LOGGERS IN THE FORESTS SURROUNDING
WATERDEEP. THERE IS A MARKET FOR THEIR PELTS.
THE LOGIC BEING THAT IF HUNTED, THEIR NUMBERS MAY
DECLINE OR THEY MAY MIGRATE BUT AS YET THEY ARE
STILL A PROMINENT PREDATOR IN THE REGION.

Combat. In combat, the caterwaul will usually ambush
creatures with its Screech action and then close in for the
kill. A small group of caterwauls will attack a logging camp
if hungry but they are more apt to go for easier prey. They
like to grapple foes and then rake with their claws. Eating
for them is a communal activity with cubs tending to get
first pickings. They also seem to enjoy eating their quarry
while it is still alive and screaming.

Habitat/Society. Caterwaul prefer seclusion but the ever-
expanding frontier has brought more unwary humans to
the caterwauls hunting grounds. They are a solitary creature
and quite territorial. They only make contact with others to
mate or to contest a mating pair. A litter is 4 to 6 cubs. The
male guards the nest while the smaller, more skilled female

HALASTER’S HOARD

hunts for food. A caterwaul nest is always near a water
source.

Ecology. The caterwaul is a carnivore, preferring to prey
on mammals. It will kill other creatures in its hunting
grounds if it feels threatened. It is wary of humans as many
hunters poach the caterwaul for its beautiful golden coat.

Role in Undermountain. The Cavern of Madness in
Undermountain got its name from these creatures. Though
they normally live on the surface, those who adapted to
this new hunting ground do not know hunger. The blood
chilling cry of the caterwaul echoes far in the caves and
tunnels. A caterwaul nest is usually full of many coins and
shiny gems.

From cohat l'oe been tolo;
once god hear their cry, it
is alreadoy too late. These
creatures are the reason

awhy people 00 not venture
OO FAR FrOM camp,
especially at night.




CILDABRIN

Large monstrosity, neutral evil

Armor Class 14 (chitinous plates)

Hit Points 52 (7d10 + 14)

Speed 30 ft, climb 30 ft

STR 14 (+2) DEX 16 (+3) CON 14(+2) INT8 (-1)
WIS 11(+0) CHA 4 (-3)

Skills Stealth +7

Senses darksight 60 ft., passive Perception 10

Languages -

Challenge 3 (700 XP)

Spider Climb. The cildabrin can climb difficult

surfaces, including upside down on ceilings, without

needing to make an ability check.

Web Walker. The cildabrin ignores
movement restrictions caused by webbing.

ACTIONS

Claw. Melee Weapon Attack: +5 to hit,
reach 5 ft., one target, Hit: 6 (1d8 + 2)
bludgeoning damage and the target is
grappled (escape DC 12). The cildabrin has
two claws, each of which can grapple only
one target.

Sting. Melee Weapon Attack: +5 to hit, reach
5 ft., one target, Hit: 7 (1d10+ 2) piercing
damage and the target must make a DC 12
Constitution saving throw, taking 22 (4d10)
necrotic damage on a failed save, half as
much damage on a successful one.

CILDABRIN ARE A SUBTERRANEAN PREDATOR
THAT HAS A LARGE ARACHNID BODY WITH
SCORPION'S PINCERS AND TAIL. THEY DO NOT
MAKE WEBS LIKE ARACHNIDS BUT ARE ABLE TO -*
MOVE FREELY AROUND THEM. THEIR STINGER *
IS NOT POISONOUS AS THE SCORPION'S IS, !
RATHER IT IS A REPRODUCTIVE ORGAN,
FILLING THE STUNG CREATURE'S BODY WITH
HUNDREDS OF LARVAE. IF THAT CREATURE
DIES, DAYS LATER THE EGGS PUPATE AND THE
BODY BURSTS OPEN AS A SWARM OF NEWBORN
CILDABRIN EMERGE.

Combat. In combat, the cildabrin lies in wait.
They are known to lure humanoids into their
hunting grounds with small treasure piles. They
will use their mobility to their advantage, moving
to areas where they cannot be reached or where
they can find cover to hide and sneak to their
advantage.

Habitat/Society. The cildabrin is a solitary predator. They
do not mate. They inject self fertilized eggs into hosts. The
eggs hatch soon after the host dies. They live in caves and
swamps.

Ecology. Some would classify the cildabrin as a parasite
based on its reproductive habits but the cildabrin does
not rely on a host organism to live, it merely uses them as
a nest. The cildabrin eats large insects, rodents, and some
amphibians. It eats most creatures whole, tearing up larger
prey with its powerful claws before eating.

Role in Undermountain. Cildabrin like to put a body
near a loot pile and wait. Something will eventually come
along that can't resist the treasure. The cildabrin uses this
distraction to its advantage and attacks unwary travelers.




48

CRYSMAL

Small elemental, neutral evil

Armor Class 17 (natural armor)

Hit Points 78 (12d6 + 36)

Speed 30 ft., burrow 30 ft., climb 30 ft.

STR 16 (+3) DEX 14 (+2) CON 17 (+3) INT15 (+2)
WIS 10 (+0) CHA 8 (-1)

Skills Perception +3

Damage Immunities cold, fire, poison

Damage Resistances lightning; piercing and slashing
from nonmagical weapons

Condition Immunities petrified, poisoned

Senses tremorsense 30 ft.,, passive Perception 13

Languages telepathy 60 ft., Terran

Challenge 6 (2,300 XP)

Earth Glide. The crysmal can burrow through

nonmagical, unworked earth and stone. While doing

so, the crysmal doesn’t disturb the material it moves

through.

Innate Spellcasting (Psionics). The crysmal’s innate
spellcasting ability is Intelligence (spell save DC 13,
+5 to hit with spell attacks). It can innately cast the
following spells, requiring no components:

At will: detect thoughts, locate object, minor
illusion

1/day each: animate objects (gemstones and rocks
only), mind spike*, phantasmal force

ACTIONS

Multiattack. The crysmal makes two attacks with its
legs and one with its stinger.

Legs. Melee Weapon Attack: +6 to hit, reach 5 ft.,
one target. Hit: 10 (2d6 + 3) slashing damage.

Stinger. Melee or Weapon Attack: +6 to hit, reach
5 ft., one target. Hit: 10 (2d6 + 3) piercing damage
plus 10 (3d6) psychic damage.

*Appears in Xanathar’s Guide to Everything

THE CRYSMAL IS A CRYSTALLINE CREATURE THAT
RESEMBLES A LARGE SCORPION WITHOUT PINCERS. THEY
ARE TYPICALLY FORMED FROM BERYL, CORUNDUM, OR
QUARTZ AND RANGE IN COLOR FROM SMOKY WHITE TO
SHADES OF PINK AND GREEN. THEIR BODIES REVERBERATE
SLIGHTLY, RESONATING WITH PSIONIC ENERGY. THE
CRYSMAL'S STINGER IS A LARGE, JAGGED PIECE OF CRYSTAL
HEAVILY INFUSED WITH PSIONIC POWER.

Combat. Due to its crystalline body, the crysmal is
highly resistant to many forms of attack. It uses this to
its advantage and attempts to close the distance with
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enemies quickly, shrugging off attacks during the approach.
Crysmals, similar to the xorn, are able to move through
unworked stone as easily as air and use this to close on
dangerous opponents. The crysmal uses its sharp crystalline
appendages to slash at enemies and stab them with its
scorpion-like stinger. The elemental’s stinger, the source of
its psionic abilities, sends intense pain signals to the target’s
brain, felling even much larger foes.

Crysmals are natural psions capable of detecting sentient
creatures, locating objects (which they most often use to
find crystal geodes to devour or use in reproduction), and
forming illusions. They are also able to animate rocks and
gemstones, using them as projectile weapons, and assault
their target’s mind with psionic attacks.

Habitat/Society. Crysmals are native to the Elemental
Plane of Earth but can be found on the Material Plane in
deep subterranean dungeons and mines, where they seek
out large crystal formations. They do not form permanent
lairs, choosing to roam in small packs of 2-6 crysmals.
Within a pack, crysmals seem to have clearly defined tasks,
such as scouting new tunnels or testing a dungeon corridor
for traps. It is unclear how the crysmals decide which
individuals perform these tasks.

Ecology. Much like the xorn, crysmals devour precious
gemstones and other mineral matter for subsistence. It
has been reported that if a crysmal is fed a diet of highly
precious stones, such as diamonds and sapphires, they
develop more powerful psionic abilities. Crysmals also use
crystals as a reproductive method. Up to two times a year, a
crysmal can perform a psionic process that forms a crystal
geode into a crysmal, granting it both its physical shape
and sentience. These newly produced crysmals will join its
parent’s pack until the pack becomes too large to sustain
itself.

Crysmals were created by and often serve Ogrémoch,
the Prince of Evil Earth. They have also been known to ally
themselves with the dao and other evil earth elementals.
Crysmals often come into conflict with xorn, with whom
they compete for precious gemstones to devour.

Role in Undermountain. Undermountain extends deep
enough below Waterdeep to have entered the crysmal’s
domain. These creatures often serve dao as scouts
and guardians, so if you plan to add an earth genie to
Undermountain, these make great minions. A cunning
adventuring party may also want to follow a pack of
crysmals from the shadows, hoping to be led to a formation
of valuable gemstones or even a planar gate.



DARKENBEAST

Medium monstrosity, neutral evil

Armor Class 12

Hit Points 52 (8d8 + 16)

Speed 10 ft., fly 30 ft.

STR16 (+3) DEX13 (+1) CON 15 (+2) INT6 (-2)
WIS 10 (+0) CHA 3 (-4)

Damage Vulnerabilities radiant

Skills Perception +3

Senses darksight 120 ft., passive Perception 13

Languages Telepathy 120ft.

Challenge 3 (450 XP)

Keen Hearing and Sight. The darkenbeast has

advantage on Wisdom (Perception) checks that rely

on hearing or sight.

Light Sensitive. Darkenbeasts have disadvantage
on all attack rolls, saving throws, and skill checks
if exposed to bright light. A darkenbeast that takes
10 or more points of radiant damage immediately
reverts to its true form.

Dive. If the darkenbeast moves at least 20 ft straight
toward a target and then hits with a bite attack on
the same turn, the target takes an extra 7 (2d6)
bludgeoning damage. If the target is a creature, it
must succeed on a DC 13 Strength saving throw or
be knocked prone.

ACTIONS

Multiattack. The darkenbeast makes two attacks, two
with its talons or one with its bite and one with its
talons.

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target, Hit: 7 (1d8 + 3) piercing damage.

Talons. Melee Weapon Attack: +5 to hit, reach 5 ft.,
one target, Hit: 10 (2d6 + 3) slashing damage.

THESE CREATURES ARE NOT BORN, THEY ARE CREATED.
CRAFTY, EVIL WIZARDS USE THEM TO TERRORIZE PEOPLE
DURING THE NIGHT. IN THE DAYLIGHT, THEY REVERT TO
THE CREATURES THEY WERE CREATED FROM COVERING
THE CONNIVER'S TRACKS NEATLY. DARKENBEASTS HAVE
BLACK, LEATHERY SKIN AND LOOK LIKE GIANT BATS WITH
TAILS. THEY HAVE EQUESTRIAN HEADS WITH ROWS OF
POINTED TEETH.

Combat. In combat, they avoid attacking targets with
torches unless commanded to by their creator. A creature
holding a torch who is attacked by a darkenbeast may catch
glimpses of the creature’s true form while it is in the light.

Habitat/Society. Darkenbeasts do not have a habitat or
society. They are created and revert to their true form in
sunlight.

Ecology. Darkenbeasts are unnatural and do not fit into
any ecosystem.

Role in Undermountain. During the Guild Wars,
mercenaries carried weapons openly in the streets and
brutal street fights happened often. There was one more
cunning and more subtle who used terror to achieve
political ends and consolidate power. It is believed that the
darkenbeast was originally created by spell casting races
living in Undermountain.

Darkenbeasts are the horrific and obedient enforcers
of shadowy lords below the city. They guard vaults and
treasure troves. They are the perfect solution as they will
likely never see sunlight; they will never revert back to their
original form.

CREATE DARKENBEAST
5th-level transmutation
[War Wiz]

Casting Time: 1 minute
Range: 20 foot cube

Components: V, S, M (Wyvern’s blood and one crushed
black jet worth at least 100 gp for each darkenbeast to
be created)

Choose up to three Beasts for this spell. The animals

to be transformed must all be a Beast of CR 1 or below
with and size Large or smaller. The creature must also
be non-magical and have an Intelligence score of 6

or less. The spell automatically fails on a creature that
does not meet these requirements. This spell can only
be cast in darkness and at night. Once complete, the
poor beasts begin a gruesome transformation into
darkenbeasts. The effect lasts until daylight strikes the
beast. At that time, the creature automatically reverts to
its true form. Slain darkenbeasts also revert at this time.
The Daylight and Dispel Magic spells end this effect as
do other spells or effects that produce daylight.

At Higher Levels. When you cast this spell using a 6th-
level spell slot or higher, you may select one additional

target for each slot level above 5th.

| remember teaching
Khelben “Blackstaff” this
spell after | founo it in
Undermountain. In hindsight
that wwas probably a bao
ioeaq.

MONSTERS
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CurseD ADVENTURER

Medium undead, chaotic evil

Armor Class 16 (ring mail, shield)

Hit Points 76 (9d8+36)

Speed 40 ft.

STR 18 (+4) DEX 12 (+1) CON 18 (+4) INT 16 (+3)
WIS 10 (+0) CHA 11 (+0)

Saving Throws Strength +7, Constitution +7,
Wisdom +3

Skills Arcana +6, Athletics +7, Perception +3, Stealth
+4

Damage Resistances necrotic, bludgeoning, piercing,
and slashing from nonmagical weapons

Damage Immunities cold, fire, poison,

Condition Immunities charmed, exhaustion,
frightened, paralyzed, poisoned

Senses darkvision 60 ft. passive Perception 13

Languages Common

Challenge 8 (3900 XP)

Combat Casting. The cursed adventurer can perform

the somatic components of spells even when they

have weapons or a shield in one or both hands.

Magic Resistance. The cursed adventurer has
advantage on saving throws against spells and other
magical effects.

Rejuvenation. If the cursed adventurer is destroyed, it
regains all its hit points in 1 hour unless holy water is
sprinkled on its remains or a dispel magic or remove
curse spell is cast on them.

Spellcasting. The cursed adventurer is a 5th-level
spellcaster. Its spellcasting ability is Intelligence
(spell save DC 13, +5 to hit with spell attacks). It
requires no somatic or material components to cast
its spells. The cursed adventurer has the following
wizard spells prepared:

Cantrip (at will): minor illusion

1st level (3 slots): magic missile, shield
2nd level (2 slots): blur, scorching ray
3rd level (1 slot): fireball

Undead Fortitude. |f damage reduces the cursed
adventurer to O hit points, it must make a
Constitution saving throw with a DC of 5 + the
damage taken, unless the damage is radiant or from
a critical hit. On a success, the cursed adventurer
drops to 1 hit point instead.

Undead Traits. The cursed adventurer does not
require, food, water, or sleep. It must meditate at
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least 4 hours a day uninterrupted to regain its spell
slots.

ACTIONS

Multiattack. The cursed adventurer makes two
attacks with its longsword.

Longsword. Melee Weapon Attack: +6 to hit, reach
5 ft., one target. Hit: 8 (1d8+4) slashing damage + 7
(2d6) necrotic damage.

CURSED ADVENTURERS ARE FALLEN DUNGEON DELVERS
AND WOULD-BE HEROES, TETHERED TO THE MORTAL REALM
BY POWERFUL NECROMANTIC MAGIC. THEY RETAIN ALL
THE MEMORIES OF THEIR PREVIOUS LIFE, BUT THROUGH
DARK MAGIC, THEY ARE UNABLE TO PASS ONTO THEIR FINAL
REWARD IN THE OUTER PLANE IN ACCORDANCE WITH THEIR
GOD AND ALIGNMENT. INSTEAD, THEY ARE STUCK FOREVER
IN A HALF-LIFE, HUNTING THE LIVING OUT OF HATRED AND
SPITE FOR THEIR OWN CURSED CONDITION. THEIR UNDEAD
NATURE GIVES THEM GREAT POWER AND IMMORTALITY,

BUT THE MAGIC THAT CREATED THEM PERMANENTLY
STUNTS THEIR ABILITY TO GROW INTELLECTUALLY, LOCKING
THEM IN A PERMANENT STATE OF DESPAIR, ANGER, AND
RESENTMENT OF THEIR CONDITION.

Powerful necromancers often recruit them into their
ranks as powerful lieutenants with the promise of freeing
them from their unlife in return for slaying the mortals they
so desperately hate.

Combat. Cursed adventurers prefer ambushes, trying
to hit as many targets as possible with a fireball spell, then
attacking at range with its other damaging spells. It will
then move in to pick off the survivors, attacking the clerics
and spellcasters first to minimize the potential damage they
might do to it.

Habitat/Society. Cursed adventurers live a half-life,
roaming the deep places of dungeons where they fell. They
can be found in other great dungeons around the world,
as the circumstances needed to create them are simple to
create. They are often minions of dread necromancers,
serving as powerful undead lieutenants in undead armies,
as long as they are allowed to wreak havoc on the living.

Ecology. As intelligent undead who hate the living with
a passion, they seek out places where they can do the most
damage to those that they hate. They will stalk adventurers
for days, waiting for a prime opportunity to strike.

Role in Undermountain. Having run afoul with one
of Halaster’s traps or mad schemes, a cursed adventurer
forever roams the halls of Undermountain, striking out at
the living as it languishes in an undead nightmare, unable to
pass on to the outer planes of the gods and eternal rest.

The Dread Necromancer Archard Walthorn has several
cursed adventurers in his army within Undermountain.



Others can be found alone, stalking the living in hopes of
slaying them without mercy to slake their misplaced thirst
for vengeance.

DEEpsPAWN

Huge aberration, chaotic evil

Armor Class 16 (natural armor)

Hit Points 195 (17d12 + 85)

Speed 10 ft., fly 30 ft. (hover), swim 30 ft.

STR22 (+6) DEX12 (+1) CON 21 (+5) INT 20 (+5)
WIS 12 (+1) CHA 13 (+1)

Saves Con +9, Int +9, Wis +5

Skills Arcana +9, Nature +9, Perception +5

Damage Immunities poison

Condition Immunities poisoned

Senses darkvision 120 ft., passive Perception 15

Languages Deep Speech

Challenge 12 (8,400 XP)

Birth Spawn. The deepspawn can create an

exact copy of any creature it has eaten, 4

as long as that creature’s :

type was not celestial, ‘

elemental, fey, fiend, or o

undead and it was size Huge

or smaller. After selecting a

spawn to create, the deepspawn

must wait 1d4 days to form the

spawn inside of its body, after

which it erupts, birthing itself.

The deepspawn can only create

one spawn at a time but can

control an unlimited number at

once. The spawn are controlled

by the deepspawn, as if by a

dominate monster spell.

Flesh Mending. If the
deepspawn has more than

0 hit points, it regains 5 hit
points at the start of its turn.

Innate Spellcasting. The
deepspawn’s innate spellcasting
ability is Intelligence (spell save
DC 17, +9 to hit with spell attack).
It can innately cast the following
spells, requiring no material

components: -~

At will: detect thoughts,
water breathing (self only)

3/day: hold monster (cast as a 7th-level spell)
1/day: heal (self only)
Magic Resistance. The deepspawn has advantage
on saving throws against spells and other magical
effects.

ACTIONS

Multiattack. The deepspawn makes six attacks: three
with its biting arm and three with its tentacle arm.

Biting Arm. Melee Weapon Attack: +10 to attack,
reach 10 ft., one target. Hit: 11 (1d10 + 6) piercing
damage.

Tentacle Arm. Melee Weapon Attack: +10 to
attack, reach 10 ft., one target. Hit: 10 (1d8 + 6)
bludgeoning damage. The target is grappled (escape
DC 16) if it is a Large or smaller creature and the
deepspawn doesn't have three other creatures
grappled. Until this grapple
ends, the target is
restrained.
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LEGENDARY ACTIONS

The deepspawn can take 3 legendary actions,
choosing from the options below. Only one
legendary action option can be used at a time,
and only at the end of another creature’s turn. The
deepspawn regains spent legendary actions at the
start of its turn.

Command Spawn. The deepspawn commands a
creature it has spawned within 120 feet of it that
it can see. The creature moves up to their speed
without provoking opportunity attacks.

Biting Arm Attack (2 Actions). The deepspawn
makes a biting arm attack.

Detect. The deepspawn makes a Wisdom
(Perception) check.

DEEPSPAWN ARE TERRIFYING ABERRATIONS OF UNKNOWN
ORIGIN. THEIR BODY IS A FLOATING, RUBBERY SPHERE
COVERED IN FOLDS OF SAGGING GREY AND BROWN
FLESH. THEY HAVE SIX ARMS THAT THEY USE TO DEFEND
THEMSELVES AND MANIPULATE OBJECTS IN THEIR
ENVIRONMENT. THREE OF THE ARMS RESEMBLE GIANT
OCTOPRPUS TENTACLES, COMPLETE WITH SUCTION CUPS
USED FOR GRASPING FINE OBJECTS. THE OTHER THREE
TERMINATE IN WHAT APPEARS TO BE A SERPENT'S MAW,
FULL OF RAZOR-SHARP FANGS. THE DEEPSPAWN ALSO
HAS OVER 4O LONG, RETRACTABLE EYESTALKS, BUT
RARELY EXTENDS MORE THAN THREE AT A TIME, KEEPING
THE REMAINDER TUCKED SAFELY BETWEEN THE SLIPPERY
FLESH OF ITS SPHERICAL BODY.

The alien creatures are most known for their ability
to produce thralls of anything they have devoured. A
deepspawn lair is often guarded by creatures rarely found
together, making for an unpredictable challenge even for
the most well-experienced adventurers.

Combat. When threatened, a deepspawn uses its thralls
for protection, caring nothing for their lives. If forced
to fight, the deepspawn uses hold monster and grapples
as many opponents as possible. Once its opponents are
crippled, they are easily devoured through its biting arms.

Most likely due to the violent way their thralls are born,
deepspawn have adapted a weak form of regeneration,
which allows them to mend wounds over time. Once per
day, the deepspawn is able to produce the effects of a heal
spell on itself, although it is unlikely the magic actually
originates from a deity. Deepspawn also possess limited
psychic abilities, using detect thoughts to sense intruders in
their lair.

HALASTER’S HOARD

Habitat/Society. Deepspawn lair in the upper levels of the
Underdark or in large cave systems just below the surface.
They prefer large subterranean complexes that support a
wide variety of thralls. They often lair near deep underwater
rivers or lakes, using their natural swimming ability and
water breathing to evade intruders or seek out new and
strange things to devour. Deepspawn are highly intelligent
and ensure that their lairs have multiple escape routes
and other emergency measures, such as traps and stores
of magical items, which they can manipulate with their
tentacle arms. These items are also used by valuable thralls.

Deepspawn are always encountered alone and seem not to
care about others of their kind. The aberrations have existed
in the Underdark longer than history has been recorded and
have successfully defended their lairs against dwarves, drow,
illithids, and aboleths.

Ecology. Deepspawn eat any organic material but prefer
still-living meat. After devouring a creature, even if it were
dead when the deepspawn discovered it, the deepspawn
retains a perfect memory of the creature indefinitely.
Anytime thereafter, the deepspawn can begin to grow
an exact copy of the creature inside of its spherical body,
stretching and bloating as the creature matures over several
days. Once the creature has grown to full size, it tears itself
from the deepspawn in a violent, gory display. The offspring
is fiercely loyal to the deepspawn, which controls its thralls
through a telepathic link. The deepspawn uses its restorative
abilities to recover from the birthing process.

The thralls themselves retain all of their abilities, traits,
knowledge, and other characteristics from life but are
clearly not the original creature. They act unnaturally rigid
and some have superficial deformities from the birthing
process, such as extra digits, sagging skin, or a thin mucus
membrane covering their bodies.

Birthing spawn regularly requires a large amount of
energy, forcing the deepspawn to seek out plentiful hunting
grounds regularly. If a deepspawn is well-fed, however, it
poses catastrophic problems for communities near its lair.
Once it has built up a sizable army, deepspawn will attempt
to seize small settlements or towns. Underdark populations
who suspect a deepspawn is in the area must work quickly
to slay it or cull its offspring.

Role in Undermountain. Deepspawn exist to seek out
new creatures to devour and birth. Undermountain has a
wide variety of denizens and foolhardy adventurers ready
to be added to an enterprising deepspawns list. Deepspawn
serve no one and rarely ally with any other creatures, but
they could control entire levels of the complex due to their
strength and an endless supply of thralls.



DISENCHANTER

Large monstrosity, neutral

Armor Class 10

Hit Points 51 (6d10 + 18)

Speed 50 ft.

STR 13 (+1) DEX 10 (+0) CON 17 (+3) INT15 (+2)
WIS 12 (+1) CHA 10 (+0)

Skills Arcana +4

Damage Immunities bludgeoning, piercing, and
slashing from nonmagical attacks

Senses passive Perception 11

Languages Disenchanter

Challenge 3 (700 XP)

Sense Magic. The disenchanter senses magic within

120 feet of it at will. This trait otherwise works like

the detect magic spell but isn’t itself magical.

ACTIONS

Drain Magic. The disenchanter drains magic from
an object or ongoing magical effect it can see
within 10 feet of it by touching it with its snout. If
the object isn’t being worn or carried, the object

is permanently drained of its magic. If the object is
being worn or carried by a creature, the creature can
make a DC 12 Dexterity saving throw to avoid the
disenchanter’s touch. If the disenchanter touches a
creature with ongoing magical effects, the creature
can make a DC 12 Dexterity saving throw to avoid
the disenchanter’s touch. On a failure, any ongoing
magical effects on the creature end.

REACTIONS

Intercept Spell. If the disenchanter is the target of

a spell with a visible, physical effect, such as magic
missile, it can use its reaction to make aDC 15
Dexterity saving throw to intercept the effect with its
snout. On a success, the spell has no effect on the
disenchanter. Other targets are affected normally.

THE DISENCHANTER RESEMBLES A CAMEL WITH BRIGHT-
BLUE FUR AND A LONG, FLEXIBLE SNOUT SIMILAR TO AN
ELEPHANT'S. THESE STRANGE CREATURES ARE ABLE TO
SENSE MAGIC AND ABSORB IT THROUGH THEIR SNOUTS,
CONSUMING IT FOR SUSTENANCE. DISENCHANTERS ARE
THOUGHT TO HAVE BEEN CREATED BY THE PHAERIMM,
AN ANCIENT RACE OF ABERRATIONS WHO WARRED WITH
THE NETHERESE. THEY ARE INTELLIGENT AND SPEAK
THEIR OWN LANGUAGE, ALTHOUGH SOME CHOOSE TO
LEARN COMMON TO FACILITATE INTERACTION WITH OTHER
CREATURES.

Combat. Disenchanters are docile creatures when left
alone, but are voracious eaters. If starved, disenchanters
often come into conflict with adventurers, since they are
likely to have large amounts of magic items and spellcasting
abilities. If forced to consume magic auras from other
creatures, disenchanters prefer to use their speed to quickly
move about, devouring as much as they can before escaping.
Their thin, spindly legs are not suitable for kicking and they
lack the jaw strength to deal more than superficial damage
with their toothless bite. Remarkably, their magical hides
turn away all but magical weapons.

Habitat/Society. Scholars debate the disenchanter’s
origin, but the prevailing theory is that they were either
created by the phaerimm or came with them from their
home plane. They are found within and to the east of
the Anauroch desert. Every 150 years there is a notable
migration of disenchanters to the area surrounding Raven’s
Bluff, a metropolis on the eastern shores of the Dragon
Reach, near the Sea of Fallen Stars. The disenchanters exist
in the area for several months and then migrate back to
the Anauroch. The reason for this migration is unknown,
although some believe the creatures can sense a regular
surge in the Weave in the area.

Although the disenchanters speak their own language,
they have no discernable society. They often wander alone,
seeking out magic to devour. It is possible that they served
a greater role to the phaerimm, but have since lost that
purpose.

Ecology. Little is known about the disenchanter’s
reproductive cycle. Some scholars believe they are created
spontaneously every 150 years during the unexplained
migration, while others believe they split into two
individuals once they have consumed enough magical
energy.

Disenchanters do not have natural predators due to
their magical hides. It is believed that their reliance on a
difficult-to-acquire food source controls the disenchanter
population.

Role in Undermountain. Disenchanters are not typically
found in dungeon complexes or subterranean locations.
However, they are a fantastic guardian for a dungeon
denizen concerned about adventurers and their packs laden
with magic swords and wands. Disenchanters are intelligent
and could be convinced to assist another creature if it were
given reliable access to food sources.
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Disir

Medium humanoid, lawful evil

Armor Class 12 (bone plates and caustic slime)

Hit Points 27 (5d8 + 5)

Speed 30 ft.

STR13 (+1) DEX 15 (+2) CON 13 (+1) INT13 (+1)
WIS 10 (+0) CHA 2 (-4)

Damage Resistances fire

Senses darksight 60 ft., passive Perception 10

Languages Undercommon

Challenge 1 (200 XP)

Vile Appearance. This creature is covered with a

foul-smelling, caustic gel. While quite effective at

protecting the creature it also grants advantage on

Dexterity checks to avoid or escape grapples and to

escape non-magical restraints. At the end of each of

its turns, any target damaged by the disir or engaged

in a grapple with the disir during its turn must make

a DC 10 Constitution saving throw or be paralyzed

for one minute. The target may repeat the saving

throw at the end of each of its turns, ending the

effect on itself with a success.

ACTIONS

Bite. Melee Weapon Attack: +3 to hit, reach 5 ft., one

target, Hit: 8 (2d6 + 1) piercing damage.

Tongue. Melee Weapon Attack: +3 to hit, reach 5 ft.,
one target, Hit: 6 (2d4 + 1) slashing damage.

THE DISIR IS A VILE, AWFUL SMELLING CREATURE WHO
STALKS THE MAZE OF WARRENS IN UNDERMOUNTAIN
RAVENOUS FOR JUICY, FRESH MEAT. THEY LOOK LIKE A
HUNCHED HUMANOID AND MOVE WITH AN EERIE SIDEWAYS
SHUFFLE. THEY ARE COVERED WITH A STICKY FILM OF
SLIME THAT CAUSES GREAT PAIN LIKE THE STING OF A
JELLYFISH. VITAL AREAS ARE PROTECTED BY JAGGED
BONE PLATES AND OSSIFIED FLESH. THEY ARE OFTEN SEEN
"LICKING" THEIR PREY WITH WIDE, RASP-LIKE TONGUES
THAT RIP MEAT FROM THE BONE. THEY ARE OFTEN
MISTAKEN FOR SOME TYPE OF UNDEAD.

Combat. In combat, desir attack in small groups,
immobilizing one foe at a time before killing and feeding.
Often they will surround foes and grapple them. They will
also maneuver to try to corner their prey. If their quarry
should flee, they will not likely pursue, rather they will
begin feeding on the creatures they have subdued.

Habitat/Society. The desir is unnatural and have no
natural predators. It lives underground but may venture
to the surface if food becomes scarce. They do not have
a society, nor do they seem to reproduce. One leading
hypothesis held by cryptozoologists is that they are created.

HALASTER’S HOARD

Ecology. The desir is unnatural and can be devastating
to an ecosystem because it is an invasive, voracious species
that has no natural predators. It does not appear to succumb
to disease. Thankfully they do not have a way to reproduce
(that is known of). The desir is a carnivore.

Role in Undermountain. Desir are not undead but are
easily mistaken for undead. They walk with a slow shamble,
they smell putrid and their feeding habits are horrifying to
witness. Do they share at least one trait with the undead?
Are they created? It is a valid question given the creature
seems to do nothing but feed. In the catacombs beneath
the city an abandoned laboratory was discovered and these
vile creatures came pouring out as soon as the stuck portal
was breached. The room was filled with odd contraptions;
some humming, some glowing. Are these creatures a
failed experiment or a successful one? There were few
clues left behind in the secret study; what was recovered is
nigh unintelligible. Who's chamber was this? Who made
these creatures and why? Can solving the mysteries of this
chamber help stop these abominations?

Gathering the gooey
secretion of the odisir is a
Fruitless ventare. It ories
oery quickly. Those woho
manage to successfally
preseroe it oon’t get mauch
FOR their effort. The tell-
tale sign of such creatures
is the craumbly ocher trail
Of gritty crygstals. They are
haro to study up close; they
are very aggressioe.



Dreap NECROMANCER

Medium undead, neutral evil

Armor Class 17 (elven chain)

Hit Points 136 (16d8+64)

Speed 30 ft.

STR 18 (+4) DEX 14 (+2) CON 18 (+4) INT 13 (+1)
WIS 16 (+3) CHA 18 (+4)

Saving Throws Strength +7, Constitution +7,
Wisdom +6

Skills Arcana +5, Athletics +8, Insight +7, Religion
+5, Perception +7, Intimidate +8

Damage Vulnerabilities radiant

Damage Resistances necrotic, psychic, bludgeoning,
piercing, and slashing from nonmagical weapons

Damage Immunities poison

Condition Immunities charmed, exhaustion,
frightened, paralyzed, poisoned, stunned

Senses darkvision 60 ft., passive Perception 17

Languages Common, Abyssal, Draconic,
Infernal, Elvish, Dwarvish
Challenge 10 (5900 XP)

Combat Casting. The dread necromancer can
perform the somatic components of spells even

when it has weapons or a shield in one or both
hands.

Command Undead. As an action, the dread
necromancer targets one undead creature it can
see within 30 feet. The target must make a Wisdom
saving throw. On a failed save, the target must obey
the dread necromancer’s commands for the next
24 hours, or until the dread necromancer uses this
ability again. An undead whose challenge rating is
equal to or greater than the dread necromancer’s
level is immune to this effect.

Fear Aura. Any creature hostile to the dread
necromancer that starts its turn within 5 feet of the
dread necromancer must make a DC 16 Wisdom
saving throw, unless the dread necromancer
is incapacitated. On a failed save, the creature
is frightened until the start of its next turn. If a
creature’s saving throw is successful, the creature is
immune to the dread necromancer’s Fear Aura for
the next 24 hours.

)7’ Innate Spellcasting. The dread

“ ¥ necromancer can innately cast the

following spells, requiring only verbal
components.

At will: Planeshift (Self only to the
Shadowfell)

Magic Resistance. The dread

necromancer has advantage on saving
throws against spells and other
magical effects.

Negative Energy Burst. The dread
necromancer can emit a burst of
negative energy from its body, harming
living creatures within 5 feet of her.
This burst deals 9 (2d8) necrotic
damage. A successful DC 16 Wisdom
saving throw reduces damage by half.
Undead creatures within this burst
are healed the same amount
of hit points as the damage
being dealt to living creatures.

Spellcasting. The Dread
Necromancer is a 5th-level
spellcaster. Its spellcasting ability
is Charisma (spell save DC 15,
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to hit with spell attacks +8, Necromancy spell save
DC 16, spell attack bonus +9) All spell save DCs and
attack modifiers are increased by one for spells from
the school of Necromancy (see below; granted by
the wraithsword).

Cantrips (at will): blackbolt (4d4), agony (2d12),

putrefy wound, lesser

1st level (4 slots): inflict wounds, chromatic orb,

putrefy wound, cause fear, false life

2nd level (3 slots): ray of enfeeblement, mind

spike, blindness/deafness

3rd level (2 slots): summon undead, animate dead
Undead Fortitude. |f damage reduces the dread
necromancer to O hit points, it must make a
Constitution saving throw with a DC of 5 + the
damage taken, unless the damage is radiant or from
a critical hit. On a success, the dread necromancer
drops to 1 hit point instead.

Undead Traits. The dread necromancer does not
require, food, water, or sleep. It must meditate at
least 4 hours a day uninterrupted to regain its spell
slots.

ACTIONS

Multiattack. The dread necromancer makes two
attacks with its wraithsword

Wraithsword. Melee Weapon Attack: +8 to hit, reach
5 ft., one target. Hit: 11 (2d6+4) slashing damage.

DREAD NECROMANCERS ARE LORDS OF THE UNDEAD,
COMBINING MARTIAL PROWESS WITH MYSTICAL MIGHT TO
COMMAND UNDEAD FORCES TO DO THEIR BIDDING. WHILE
MORTAL CREATURES ARE CAPABLE OF STUDYING THE MAGIC
OF THE DREAD NECROMANCER, MOST SEEK OUT METHODS
OF ATTAINING UNDEATH FOR THEMSELVES TO DRAW

UPON THE STRENGTH OF THE GRAVE TO ENHANCE THEIR
ALREADY POTENT ABILITIES.

Dread necromancers travel with an entourage of greater
and lesser undead, bound by either magic or oath to serve
them in their dark endeavors. They often serve a more
powerful undead master, such as a lich, as a general in their
undead armies and seeking forbidden arcane knowledge
wherever it can be ferreted out.

Combat. Dread necromancers fight by sending in hordes
of expendable undead minions to overwhelm opponents.
They keep their undead artillery spellcasters in the rear,
assaulting their foes from afar while the enemy is engaging
with the grunt troops. They will cast spells to bolster their
forces and attack but are more than willing to engage in
melee with their greatsword, attacking with spell and sword
in equal measure.

HALASTER’S HOARD

Habitat/Society. Dread necromancers are found in
populated areas where raw materials for their undead
minions are readily available. Mortal dread necromancers
are able to blend in better than their undead counterparts,
who prefer the more traditional dark lair or ancient crypt,
as it fits their idiom much better than a civilized apartment
in Waterdeep or a fine home in Neverwinter.

Ecology. Dread necromancers draw their power from the
Shadowfell, able to move between the dark plane and the
Material Plane at will. There, they gather like-minded allies
to build armies to serve themselves or their dark masters.
They can be found anywhere, however, as the path of a
dread necromancer is alluring to all those who seek power.

Role in Undermountain. The dread necromancer,
Archard Walthorn, can be found scouring Undermountain
for treasure for his unknown master. He is accompanied
by powerful undead minions, both mindless and wickedly
intelligent. He seeks the many Vaults of Halaster and the
treasures stored within them to further his own goals
and overthrow his dark master, thereby seizing power for
himself.

NEW SPELLS AND THE WRAITHSWORD
Agony

Illusion cantrip

Casting Time: 1 Action

Range: 15ft

Components: V, S

Duration: Instantaneous

You target one creature and overwhelm their sense of
touch with the illusion of unimaginable pain. The agony
manifests itself in a manner unique to each targeted
creature. Targeted creatures must make an Intelligence
saving throw or take 1d12 psychic damage.

The spell’'s damage increases when you reach 5% level
(2d12), 11% level (3d12), and 17 level (4d12).

Blackbolt

Necromancy cantrip
Casting Time: 1 action
Range: 60 feet
Components: V, S
Duration: Instantaneous

With a gesture, a bolt of black fire streaks from your
hand towards a creature within range. Make a ranged
spell attack against the target. On a hit, the target takes

2d4 necrotic damage and must make a Constitution




saving throw. On a failed save, purple ribbons of stolen
life flies back towards you as you may roll the Hit Die of
the creature and gain the hit points rolled as temporary
hit points as you absorb the life force ripped from the
creatures’ body. Hit dice rolled in this manner are only
used to determine temporary hit points gained and are
not expended.

The spell’s damage increases when you reach 5% level
(4d4), 11 level (6d4), and 17t level (8d4). In addition,
when conditions are met that allow you to roll for
temporary hit points, you add an additional die when
you reach 5% level (2 HD), 11t level (3 HD), and 17
level (4 HD).

Putrefy Wound, lesser
Necromancy cantrip

Casting Time: 1 reaction, when a creature within range
of the spell takes damage.

Range: 60 feet
Components: V, S
Duration: Instantaneous

You are constantly seeking opportunities to inflict

that little extra loss of life to those unfortunate low-
life’s about you. When a creature within range takes
damage, you can use your reaction to force them to
make a Constitution saving throw, taking 1d12 necrotic
damage on a failed save

The spell’s damage increases when you reach 5% level
(2d12), 11* level (3d12), and 17t level (4d12).

Putrefy Wound

1st-level necromancy

Casting Time: 1 reaction, when a creature within range
of the spell takes damage.

Range: 60 feet
Components: V, S, M (bone ash)
Duration: Instantaneous

Your awareness of the life force across the battlefield
allows you to react the instant an enemy is wounded.
When a creature within range takes damage, you can
use your reaction to force them to make a Constitution
saving throw. A creature takes 2d10 necrotic damage
on a failed save, and half as much damage on a
successful one.

At higher levels: When you cast this spell using a spell
slot of 2" level or higher, the damage increases by
1d10 for every spell level above 1¢'.

Conjure Undead

3d-level conjuration

Casting Time: 1 Action

Range: 60 feet

Components: V, S

Duration: Concentration, up to 1 hour

You summon undead creatures that appear in
unoccupied spaces that you can see within range.
Choose one of the following options for what appears:
One undead creature of challenge rating 2 or lower, two
undead creatures of challenge rating 1 or lower, four
undead creatures of challenge rating 1/2 or lower, or
eight undead creatures of challenge rating 1/4 or lower.
Each undead creature disappears when it drops to O hit
points or when the spell ends. The summoned creatures
are friendly to you and your companions. Roll initiative
for the summoned creatures as a group, which has its
own turn. They obey any verbal commands that you
issue to them (no action required by you). If you don’t
issue any commands to them, they defend themselves
from hostile creatures, but otherwise, take no actions.
The GM has the creatures’ statistics.

At Higher Levels: When you cast this spell using

certain higher-level spell slots, you choose one of the
summoning options above, and more creatures appear:
twice as many with a 5th-level slot, three times as many
with a 7th-level slot, and four times as many with a 9th-
level slot.

Wraithsword

Greatsword, uncommon, (requires attunement by a
spellcaster)

Given as a gift to Archard Walthorn by his mysterious
master, the wraithsword enhances his necromantic
powers and serves as a badge of office. Forged from
steel mined deep within the Shadowfell and tempered
with the blood of the living, it hums audibly with power
when used as a focus for necromantic rituals and when
striking death blows upon living targets.

The wraithsword grants +1 to saving throws DCs
and magic Attack rolls for spells from the school of
necromancy. It counts as a magical weapon for the
purposes of damage reduction and can be used as
a focus item for spellcasters proficient in Martial

weapons.
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EYEWING

Large monstrosity, lawful evil

Armor Class 14

Hit Points 59 (7d10 + 21)

Speed fly 30 ft.

STR 16 (+3) DEX 14 (+2) CON 17 (+3) INT4 (-3)
WIS 12(+1) CHA 3 (-4)

Damage Resistances cold

Condition Immunities exhaustion, prone

Skills Perception +3 Stealth +4

Senses darksight 60 ft., passive Perception 13

Languages-

Challenge 3 (900 XP)

Keen Sight. The eyewing has advantage on Wisdom

(Perception) checks that rely on sight.

ACTIONS

Multiattack. The eyewing makes two attacks, two
with its talons or one with its tail and one with its
tears.

Talons. Melee Weapon Attack: +5 to hit, reach 5 ft.,
one target, Hit: 13 (2d6 + 6) slashing damage.

Tail. Melee Weapon Attack: +4to hit, reach 10 ft.,
one target, Hit: 13 (2d6 + 6) bludgeoning damage.

Tears (Recharge 5-6) The eyewing sheds a tear that
splashes over a 10-foot cube. Each creature in the
affected area must make a DC 12 Dexterity saving
throw, taking 7 (2d6) points of poison damage on a
failed save, or half as much on a successful one.

THE EYEWING IS A CREATURE OF THE ABYSS. IT HAS A
HUGE EGG-SHAPED BODY, A 1 S-FOOT WINGSPAN AND A
LONG SPINDLY TAIL COVERED WITH BARBS. IN THE MIDDLE
OF ITS BODY IS A BULGING 4-FOOT WIDE EYEBALL, BLACK
IN COLOR SAVE FOR A RED PUPRIL. THIS EYE HAS A SEVERE
CASE OF CONJUNCTIVITIS, WEERING PUTRID, SLIMY TEARS
THAT MAT ITS FUR AND SPLASH AS IT FLIES. IN A FEW
HOURS, THESE TEARS DRY AND HARDEN INTO A CHALKY
RESIN.

Combat. In combat, these creatures will use their tails
to grapple enemies and then drop a tear directly on them.
They will fight to the death and always attack good aligned
creatures first.

Habitat/Society. The eyewing is a servitor race that
does not eat, sleep, or drink. It does not have emotion or
language; it is the perfect enforcer. Eyewings do not mate,
they are purely creations of the Abyss.

Ecology. The eyewing is an unnatural aberration. It does
not rest. It is always in flight. It will always attack good-
aligned creatures on sight.

HALASTER’S HOARD

Role in Undermountain. The sighting of this creature
is a sign that lower realms, like the Abyss, are in chaos
once again. Emerging from forgotten passages deep below
Undermountain, eyewings stalk narrow tunnels and vast
chambers in search of new victims.

Oh, ges, 've hearo of the
Ooreaoeo Egewings bdt it’s
been a while since l've seen
one...

Fasn FaLata

Medium humanoid (whisper gnome), neutral

Armor Class 20 (monk’s belt)

Hit Points 195 (26d6+104)

Speed 60 ft., Teleport 60 ft.

STR 14 (+2) DEX 20 (+5) CON 18 (+4) INT 10 (+0)
WIS 18 (+4) CHA 16 (+3)

Saving Throws Strength +8 , Dexterity +11,
Constitution +8, Intelligence +6 , Wisdom +8,
Charisma +9

Skills Arcana + 6, History +6, Insight +10, Perception
+10, Persuasion +9, Stealth +17, Sleight of Hand
+11, Survival +10

Damage Immunities poison

Condition Immunities charmed, frightened, poisoned

Senses darkvision 60 ft, truesight 30 ft. passive
Perception 21

Languages all, Telepathy 3 0Oft.

Challenge 20 (25,000 XP)

Legendary Resistance (2/Day) If Fash fails a saving

throw, he can choose to succeed instead.

Evasion. When Fash is subjected to an effect that
allows him to make a Dexterity saving throw to take
only half damage, he instead takes no damage if he

succeeds on the saving throw, and only half damage
if he fails.

Magic Resistance. Fash has advantage on saving
throws against spells and other magical effects.



Innate Spellcasting. Fash can innately cast the
following spells, requiring only somatic components.
The spells harness the power of Kj, and are not
subject to antimagic fields or counterspells:

At will: darkness, invisibility, mage hand, message,
minor illusion, prestidigitation, pass without trace,
silence

Master of Darkness. Fash has advantage when
attacking in dim light or darkness.

Magical Weapons. Fash’s attacks are considered
magical.

The Unsleeping Eye. Fash does not require sleep and
is immune to all magic that would put him to sleep.
He has advantage on all initiative rolls and cannot be
surprised unless he is incapacitated.

Treasures of Undermountain. Fash has a monk’s belt,
a +3 amulet of mighty fists, a +3 adamantine kama
(which he has named Shadow’s Harvest), a scroll

of teleportation (keyed to a circle in his home in
Waterdeep), and the unsleeping eye of the golden
dragon, all of which are accounted for in his statistic
block.

Trapspringer. Fash has expertise in the use of
Thieves’ Tools.

Undermountain Expert. Fash has advantage on all
checks regarding Undermountain.

Whisper Gnome Stealth. Fash has advantage on all
Dexterity (Stealth) checks. In addition, he doubles
his proficiency bonus on all Stealth checks.

ACTIONS

Multiattack. Fash makes three kama attacks and two
unarmed attacks, or three shuriken attacks.

+3 Adamantine Kama. Melee Weapon Attack: +14 to
hit, reach 5 ft., one target. Hit: 14 (1d12+8) slashing
damage.

Unarmed Strike. Melee Weapon Attack: +14 to

hit, reach 5 ft., one target. Hit: 14 (1d12+8)
bludgeoning damage, and the target must make a DC
19 Constitution saving throw with disadvantage or
be stunned until the end of Fash’s next turn.

Shuriken. Ranged Weapon Attack: +14 to hit, reach
20/60 ft., one target. Hit: 11 (1d12+5) piercing
damage.

REACTION

Deflect Missile. \n response to being hit by a

ranged weapon attack, Fash deflects the missile.

The damage he takes from the attack is reduced by
1d10+8. If the damage is reduced to O, Fash catches
the missile if he has a free hand and it's small
enough to hold in one hand.

LEGENDARY ACTIONS

Fash can take 2 Legendary Actions, choosing from
the options below. Only one legendary action can
be used at a time, and only at the end of another
creature’s turn. Spent legendary actions are regained
at the start of each turn.

Unarmed Strike. Fash can make an unarmed attack.

Vanish. Fash can cast invisibility and take the Hide
action

Teleport. Fash can teleport up to 60 feet from his
current position.

Disengage. Fash can take the Disengage action.

FasH FALATH 1S ONE OF WATERDEER'S FOREMOST
EXPERTS ON UNDERMOUNTAIN. [HE IS A MEMBER IN
GOOD STANDING WITH THE WATERDEEP ADVENTURERS'
GUILD, A REGULAR AT THE YAWNING [PORTAL, AND RUMOR
LENDS THAT HE IS QUITE POSSIBLY A HIGH-RANKING
HARPER AGENT. IHE TAKES ON HIGH RISK 'TOUR GROUPS"
FOR THOSE WHO WANT TO DARE THE DANGERS OF
UNDERMOUNTAIN WITH AN EXPERT GUIDE AT THEIR SIDE
TO FIND WHAT THEY HOPE WILL BE TREASURE, LOST LORE,
OR FOR SOME OTHER REASON THAT NEVER ACTUALLY
CONCERNS FASH. AS LONG AS HE IS WELL PAID, IN
ADVANCE, HE'LL TAKE THEM AS DEEP AND AS FAR AS THEY
ARE WILLING TO GO.

Rumors abound about Fash’s encyclopedic knowledge of
Undermountain. The only thing that is known as truth is
that he went down with a party some 20 years ago and was
the only one to return from the expedition -1 year after they
had left - alive and loaded down with a king’s ransom in
treasure. He has never spoken of it but continues to delve
into Undermountain to this day. It is rumored that he killed
something as powerful as a Pit Fiend at the lowest level of
Undermountain in one-on-one combat after the rest of his
party had died, but he will neither confirm nor deny that
rumor.

Despite his wealth and power, Fash is sedate and quiet like
most whisper gnomes (sidebar: whisper gnomes). He keeps
mostly to himself and takes care of the small enclave of
whisper gnomes that make their home in Waterdeep, who
want for nothing due to his care and generosity.
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Combat. While in Undermountain, Fash prefers a Whisper Gnome Stealth: You have advantage on all
“live and let live” attitude. He will avoid combat with the Dexterity (Stealth) checks
inhabitants with his incredible powers of stealth if at all
possible. However, if combat is inevitable, or his clients get
in too deep, he will cloak an area in magical darkness and
proceed to stun, then kill the most powerful opponent first,
working his way down the proverbial monster food chain
until they are all dead. His incredible speed and mobility
are unmatched by all but the most powerful creatures,
and they will give him and his tour groups a wide berth if
possible to avoid making him mad. He has many enemies
in Undermountain, but his reputation for the wanton
slaughter of his enemies, combined with his willingness to
avoid combat, all together makes them think twice about
starting a fight.

Whisper Gnome Training: You are trained in Stealth

Whisper Gnome Magic: You know the mage hand and
minor illusion cantrips. Once per long rest, you can
cast pass without trace once, and it recharges after a
long rest. Charisma is your spellcasting ability for these
spells.

Habitat/Society. Fash Falsath lives in a comfortable,
cozy, and well-appointed house in a small whisper gnome
enclave in Waterdeep. He prefers simple comforts and
enjoys the quiet, introverted lifestyle of his people.
The community is entirely supported by Fash, ¥
whose wealth far exceeds what any one person, even N
one as long-lived as a gnome, could ever spend. The /7 ®J
community pursues the arts, academic pursuits, e
and follow their passions as few can.

A "bﬂ)’

NI

Ecology. Whisper gnomes are related to the
Shadowfell as regular gnomes are to the Feywild.
They are hardy and quick, and supernaturally
stealthy. They tend to be quiet and introverted, and less
rambunctious as their cousins. They can be found in their
own enclaves, within gnomish or halfling communities,
and in human lands.

Role in Undermountain. Fash Falath regularly takes
well-paying clients on Undermountain expeditions. He
can be contacted for a contract via agents in the Yawning
Portal, where he regularly meets with clients. His current
clients are a group of manic gnome big game hunters
mounted on gnomish pygmy war rhinos, on safari for
rare monster carcasses to have stuffed, mounted, and
animated for display in their garish, gaudy merchant lord
mansions.

WHISPER GNOMES AS A PLAYABLE RACE

Native to lands bordering the Shadowfell, whisper
gnomes have been altered significantly from their more
fey cousins. The following information can be used to
create a whisper gnome player character:

Ability Score Increase: +2 Dexterity, +1 Constitution © % N
Size: Small ‘, .
/,_

Speed: 30 ft.
Darkvision: 60 ft.

Keen Senses: You are trained in Perception

HALASTER’S HOARD



Feyr, CoMMoN

Small aberration, chaotic evil

Armor Class 15 (natural armor)

Hit Points 65 (10d6 + 30)

Speed 20 ft.

STR 14 (+2) DEX 10 (+0) CON 16 (+3) INT5 (-3)
WIS 11 (+0) CHA 7 (-2)

Damage Vulnerabilities radiant

Condition Immunities charmed, frightened

Senses darkvision 120 ft., passive Perception 10

Languages —

Challenge 3 (700 XP)

Banished by Day. If the feyr ends its turn in sunlight,

it dies.

ACTIONS

Bite. Melee Weapon Attack: +4 to hit, reach 5 ft.,
one target. Hit: 6 (1d8 + 2) piercing damage. Each
creature within 120 feet of the feyr that can see it
must make a DC 13 Wisdom saving throw or drop
whatever it is holding and become frightened of the
feyr for 1 minute. While frightened in this way, the
creature must take the Dash action and move away
from the feyr by the safest available route on each
of its turns, unless there is nowhere to move. If the
creature ends its turn in a location where it doesn’t
have line of sight to the feyr, the creature can repeat
the Wisdom saving throw. On a successful save, the
effect ends for that creature.

FEYR, GREATER

Medium aberration, chaotic evil

Armor Class 16 (natural armor)

Hit Points 136 (16d8 + 64)

Speed 30 ft.

STR 20 (+5) DEX 10 (+0) CON 18 (+4) INT 16 (+3)
WIS12 (+1) CHA 12 (+1)

Skills Stealth +6

Damage Vulnerabilities radiant

Damage Immunities psychic

Condition Immunities charmed, frightened

Senses darkvision 120 ft., passive Perception 11

Languages Deep Speech, telepathy 60 ft.

Challenge 7 (2,900 XP)

Innate Spellcasting (Psionics). The feyr's innate

spellcasting ability is Intelligence (spell save DC 14,

+6 to hit with spell attacks). It can innately cast the

following spells, requiring no components:

1/day each: calm emotions, confusion, crown of
madness, enemies abound*

ACTIONS
Multiattack. The feyr makes three bite attacks.

Bite. Melee Weapon Attack: +8 to hit, reach 5 ft.,
one target. Hit: 12 (2d6 + 5) piercing damage. Each
creature within 120 feet of the feyr that can see it
must make a DC 15 Wisdom saving throw or drop
whatever it is holding and become frightened of the
feyr for 1 minute. While frightened in this way, the
creature must take the Dash action and move away
from the feyr by the safest available route on each
of its turns, unless there is nowhere to move. If the
creature ends its turn in a location where it doesn’t
have line of sight to the feyr, the creature can repeat
the Wisdom saving throw. On a successful save, the
effect ends for that creature.

Invisibility. The feyr magically turns invisible until
it attacks or casts a spell, or until its concentration
ends (as if concentrating on a spell).

*Appears in Xanathar’s Guide to Everything

FEYRS (PRONOUNCED "FEARS") ARE LIVING NIGHTMARES
SUFFUSED WITH ARCANE ENERGY. THEY ARE FOUND IN
TWO VARIETIES: THE SMALLER, UNINTELLIGENT COMMON
FEYR AND THE LARGER, CUNNING GREATER FEYR. BoTH
TYPES OF FEYR LOOK SIMILAR, ALTHOUGH GREATER FEYRS
ARE CONSIDERABLY LARGER. THEIR BODY IS A SQUAT
SPHERE OF FOLDED FLESH SIMILAR TO A BRAIN, WHICH
IS SUPPORTED BY TWO THICK TENTACLES. SIX SMALLER
TENTACLES USED TO MANIPULATE OBJECTS PROTRUDE
FROM ITS UNDERSIDE. A FEYR'S FLESH RESEMBLES A
GROTESQUE RAINBOW, COLORED IN HUES OF PURPLE,
BLUE, YELLOW, AND SICKLY GREEN. THE FRONT OF THEIR
SPHERICAL BODY IS DOTTED WITH FIVE IRREGULARLY
SHAPED AND SIZED YELLOW EYES. COMMON FEYRS

HAVE ONE FANGED MOUTH, WHEREAS GREATER FEYRS
HAVE THREE SEPARATE MOUTHS, EACH OPERATING
INDEPENDENTLY.

Combat. Both common and greater feyrs attack with their
fanged maws. Their attacks are so hideous and gruesome
that they inflict supernatural terror in anyone who
witnesses the feyr savage its victim. When a feyr attacks, it
seeks to frighten as many creatures as possible. Greater feyrs
are also able to cast emotionally resonant spells, creating
apathy and madness. Common feyrs attack mindlessly,
often rushing headlong into groups. Greater feyrs, however,
use their ability to turn invisible to stalk and toy with their
prey, heightening its fear before striking.

Common feyrs are slain immediately by sunlight. They do
not fear the sun, however, and will hunt until the sun rises,
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willingly meeting their end. Greater feyrs are not hindered
by the sun but prefer to avoid it when they can. They will
retreat back to their lairs during the day, returning the
following night to continue the hunt.

Habitat/Society. Common feyrs are created when
the psychic remnants of nightmares mingle with latent
arcane energy. As such, they need both a large number of
creatures and spellcasters in a small area. They are most
often encountered in large metropolitan areas, especially if
it is gripped by war, plague, or political turmoil. Common
feyrs rarely live longer than a night and do not concern
themselves with creating lairs.

When multiple common feyrs are created in the same
area, they will seek each other out. If three common feyrs
discover one another, they merge into a greater feyr. The
greater feyr then goes about spreading fear, which will often
lead to the creation of more feyrs. Greater feyrs will find an
abandoned or secluded area to make its lair, emerging at
night to cause fear and chaos throughout the city.

Ecology. Feyrs exist only to cause chaos, fear, and panic.
When hunting, they will attack any creature in sight. They
do not devour their victims, however, which leads some to
believe they feed oft of the fear itself.

Role in Undermountain. Waterdeep, a densely populated
city with its share of troubles, is the ideal breeding ground
for feyrs. If a trio of common feyrs were able to form a
greater feyr, it may have found its way into the upper levels
of Undermountain, where it makes its lair. They could
also be found as a captive research subject in an illithid’s
laboratory.

GosLIN Ace

Small humanoid (aberration), neutral evil

Armor Class 15 (leather armor)

Hit Points 60 (11d6 +22)

Speed 30 ft.

STR 10 (+0) DEX 18 (+4) CON 14 (+2) INT 10 (+0)
WIS 14 (+2) CHA 9 (-1)

Skills Perception +4 Stealth +6

Senses darkvision 60 ft., passive Perception 14

Languages Common, Goblin

Challenge 2 (450 XP)

Crack Shot. Goblin aces ignore half and quarter cover

when using firearms.

Fearless. The goblin ace is immune to fear.

Flying Ace. The goblin ace adds double its
proficiency bonus to all Vehicle (Air) checks.

Keen Senses. Goblin aces have advantage on all
Wisdom (Perception) checks made using sight.

ACTIONS

Multiattack. The goblin ace makes two rapier attacks
or two revolver attacks.

Rapier. Melee Weapon Attack. +6 to hit, reach 5 ft,,
one target. Hit: 8 (1d8+4) piercing damage.

Revolver. Ranged Weapon Attack. +6 to hit, reach
40/120 ft., one target. Hit: 13 (2d8+4) piercing
damage.
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Stick of Dynamite (3/day). As an action, a goblin ace
can light a bundle of dynamite and throw it at a point
up to 60 feet away. Each creature within 15 feet

of that point must make a DC 13 Dexterity saving
throw, taking 17 (5d6) bludgeoning damage on a
failed save, or half as much damage on a successful
one.

THE GOBLIN ACE IS AN ARTIFICIAL BREED OF GOBLIN
CREATED FROM BIOMAGICAL EXPERIMENTATION BY THE
MAD MAGE, [HALASTER. THROUGH THE CREATIVE USE OF
CUSTOM-DEFINED DEMIPLANAR QUALITIES, A WELL-PAID
COMPLETELY AMORAL PSYCHIC, AND A SMATTERING OF
GENIUS, HE GAVE THE GOBLINS SUPERIOR PHYSICAL TRAITS,
COMPLETE IMMUNITY TO FEAR, AND AN INBORN ABILITY TO
BUILD AND FLY MAGICAL AIRCRAFT.

The goblins are identical, save for one feature: one breed
is bright green, and the other is canary yellow. Bred to hate
the other color goblin on a genetic level, the goblin aces
live only to fight and kill their opposite color in sacred air
combat, flying in their deadly biplanes powered by the
undead shades of fallen goblin aces.

Combat. Goblin aces are rarely fought outside of their
biplanes, and they are almost never alone. They fight with
absolute fearlessness and ferocity, being unable to even
comprehend the concept of fear to the point of lacking
a self-preservation instinct. They form a psychic gestalt
with the undead spirits that power the machinery of their
biplanes, allowing them to pilot the craft like it was their
own body. They instinctively understand aerial combat and
are terrifying to behold when faced in the air.

If they do ever fight outside of their aircraft, they will
attempt to stay at range and gun down their opponents
with their revolvers. They are proficient with all manner
of firearm and explosive weapons but are as likely to blow
themselves up as they are their enemy the more destructive
their weapon gets.

Habitat/Society. The goblin aces were bred by Halaster
to inhabit an area of Undermountain he created/
discovered, a section of the Plane of Air sectioned oft and
forcibly attached to the spatially flexible geography of
Undermountain. It contains two large air nodes, floating
islands filled with everything the goblins need to build
their planes and weapons to kill their opposite color. The

‘Greens’ live on Sky Node Verdigris, and the “Yellows’ live on
Sky Node Meringue. The demiplane appears to be massive,
seeming to stretch for hundreds of miles in every direction,
with only blue sky and fluffy clouds above and below.

In reality, the demiplane is much smaller. The edges loop
around to the opposite end, so flying out one edge will bring
you immediately onto the opposite side. The size fluctuates,
so it is impossible to accurately measure the domain.
However, the two air nodes stay at a constant distance
between one another, allowing the goblins to continue in
their perpetual war unabated.

Ecology. Goblin aces do not require food or drink; they
are sustained on self-generated psychic energy, as Halaster
used a similar technique to create them that the Psiocracy of
Jhaamdath (The Grand History of the Realms, WotC, 2007)
used to breed Elans over two-thousand years ago. They
breed asexually, splitting off into a new goblin ace when
the population gets low due to warfare with their opposite
color. They live a spartan, martial lifestyle focused on
dogfighting and killing the other color goblins. Some have
been seen taking to the worship of Yan-Ci-Bin (Prince of
Evil Air, Princes of the Apocalypse, page 220, WotC, 2015),
who approves of their existence as destructive and mighty
creatures of the air.

The air nodes are covered in fields of hemp and groves
of bamboo, which they use to build the biplanes. All the
metals and trade goods that the goblins need is built
deep within the air nodes in automated magical factories
built by Halaster to keep them forever supplied to fight
their endless war. The supplies are magically teleported
to their quartermaster’s warehouse on an as needed basis.
Each node supports multiple air bases, including the
infrastructure to build and service aircraft.

Role in Undermountain. Goblin aces were created for the
amusement of Halaster, or at least whichever of his clones
created them. Their domain may be found at random in
Undermountain, as the entrance moves with the whims of
Halaster and his maddening dungeon domain. Entering
their demiplane is easier than leaving, and the extremely
xenophobic goblins do not take kindly to anyone, save
goblins of their own hue. But those that do manage to get
in and out can learn the powerful technomagical secrets
behind the goblins’ amazing technology.
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GoLEM, DiaMonD

Large construct, unaligned

Armor Class 17 (natural armor)

Hit Points 180 (19d10 + 76)

Speed 30 ft.

STR 22 (+6) DEX 10 (+0) CON 19 (+4) INT3 (-4)
WIS 11 (+0) CHA 1 (-5)

Damage Immunities acid, fire, lightning, poison,
psychic; bludgeoning, piercing, and slashing from
nonmagical weapons that aren’t adamantine

Condition Immunities charmed, exhaustion,
frightened, paralyzed, petrified, poisoned

Senses darkvision 120 ft., passive Perception 10

Languages understands the languages of its creator
but can’t speak

Challenge 14 (11,500 XP)

Immutable Form. The golem is immune to any spell

or effect that would alter its form.

Magic Resistance. The golem has advantage on
saving throws against spells and other magical
effects.

Magic Weapons. The golem’s weapon attacks are
magical.

ACTIONS
Multiattack. The golem makes three slam attacks.

Slam. Melee Weapon Attack: +11 to hit, reach 5 ft.,
one target. Hit: 22 (3d10 + 6) bludgeoning damage.

Blinding Ray (Recharge 4-6). The golem fires a
beam of brilliant light in a 5-foot-wide, 30-foot-
long line. Each creature in the line must make a

DC 17 Constitution saving throw. On a failed save,
a creature takes 22 (5d8) radiant damage and is
blinded until the beginning of the golem’s next turn.
On a successful save, it takes half as much damage

and isn’t blinded.

Globe of Limited Invulnerability (Recharge 6).

Until the end of the golem’s next turn, a faintly
shimmering barrier springs into existence in a 5-foot
radius sphere around the golem. Any spell of 4th
level or lower cast from outside the barrier can’t
affect creatures or objects within it, even if the spell
is cast using a higher level spell slot. Such a spell can
target creatures and objects within the barrier, but
the spell has no effect on them. Similarly, the area
within the barrier is excluded from the areas affected
by such spells.




Shard Spray (Recharge 5-6). The golem sprays
diamond shards in a 20-foot radius centered on
it. Each creature in that area must make a DC 17
Dexterity saving throw or take 27 (6d8) piercing
damage or half as much damage on a successful
save.

GoLEM, EMERALD

Large construct, unaligned

Armor Class 16 (natural armor)

Hit Points 136 (16d10 + 48)

Speed 30 ft.

STR 20 (+5) DEX 10 (+0) CON 17 (+3) INT3 (-4)
WIS 11 (+0) CHA 1 (-5)

Damage Immunities acid, fire, poison, psychic;
bludgeoning, piercing, and slashing from
nonmagical weapons that aren’t adamantine

Damage Resistances lightning

Condition Immunities charmed, exhaustion,
frightened, paralyzed, petrified, poisoned

Senses darkvision 120 ft., passive Perception 10

Languages understands the languages of its creator
but can’t speak

Challenge 11 (7,200 XP)

Immutable Form. The golem is immune to any spell

or effect that would alter its form.

Innate Spellcasting. The golem’s innate spellcasting
ability is Constitution (spell save DC 15, +7 to hit
with spell attacks). It can innately cast the following
spells, requiring no material components:

3/day: lightning bolt

1/day: cloudkill

Magic Resistance. The golem has advantage on
saving throws against spells and other magical
effects.

Magic Weapons. The golem’s weapon attacks are
magical.

ACTIONS
Multiattack. The golem makes two slam attacks.
Slam. Melee Weapon Attack: +10 to hit, reach 5 ft.,

one target. Hit: 21 (3d10 + 5) bludgeoning damage.

REACTIONS

Blinding Flash. When the golem is attacked by
a creature within 10 feet of it that it can see, it
can flash with a sudden green light, imposing

disadvantage on the creature’s attack roll. An attacker
that can’t be blinded is immune to this effect.

GoLEM, Rusy

Medium construct, unaligned

Armor Class 15 (natural armor)
Hit Points 112 (15d8 + 45)
Speed 30 ft.
STR 19 (+4) DEX 10 (+0) CON 16 (+3) INT3 (-4)
WIS 11 (+0) CHA 1 (-5)
Damage Immunities fire, lightning, poison,
psychic; bludgeoning, piercing, and slashing from
nonmagical weapons that aren’t adamantine
Condition Immunities charmed, exhaustion,
frightened, paralyzed, petrified, poisoned
Senses darkvision 120 ft., passive Perception 10
Languages understands the languages of its creator
but can’t speak
Challenge 9 (5,000 XP)
Bound. The golem is magically bound to an amulet,
which is attuned to by the golem’s controller.
While the controller is wearing the amulet and is
within 200 feet of the golem, the controller can
telepathically command the golem without using an
action. The golem can only receive basic commands,
such as “Defend me,” “Carry this item,” or “Attack
that creature.” If the golem has not received any
commands or the amulet is more than 200 feet
away, it stands inert but will defend itself to the best
of its ability.

Immutable Form. The golem is immune to any spell
or effect that would alter its form.

Magic Weapons. The golem’s weapon attacks are
magical.

ACTIONS

Multiattack. The golem makes two slam attacks.
Slam. Melee Weapon Attack: +9 to hit, reach 5 ft.,
one target. Hit: 15 (2d10 + 4) bludgeoning damage.
REACTIONS

Intercept Attack. When a creature the golem can
see attacks its controller and the controller is within
5 feet of the golem, the golem and controller swap
places and the golem becomes the target of the
attack.
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GEMSTONE GOLEMS ARE LARGE MAGICAL CONSTRUCTS the Mad Mage himself, could have possessed a gemstone
ANIMATED BY ONE OR MORE POWERFUL SOULS, TYPICALLY  golem and have left it behind.

OF SPELLCASTERS. LIKE ALL GOLEMS, GEMSTONE GOLEMS

CAN BE SHAPED INTO MANY DIFFERENT APPEARANCES TO

SUIT THEIR CREATOR'S DESIRES, BUT MOST OFTEN THEY

APPEAR AS FEATURELESS HUMANOIDS WITH LARGE GEODES

OF GEMSTONES PROTRUDING FROM THEIR POWERFUL

BODIES.

Combat. Diamond golems, the most powerful of the
three gemstone golems, are enchanted with a number of
offensive and defensive abilities. They primarily attack
with lightning-quick strikes from their limbs. Diamond
golems are also able to produce a searing, blinding ray of
light from either their eyes or hand, depending on their
creator’s choice. The combat-optimized golems are also 1
able to magically spray a shower of sharp diamond shards, J B 4
eviscerating anything near them. Finally, in addition ’r
to a range of immunities, diamond golems are able to
create a globe of spell invulnerability, which they use to
protect themselves and their masters. r

%

Emerald golems are enchanted with some spellcasting
abilities and are able to produce lightning bolts and
deadly gas clouds. These gemstone golems prefer to use all
of their spells to weaken their opponents before closing to
smash them with their fists. When engaged, they are able
to produce a brilliant flash of green light from their bodies,
causing many attackers to miss their mark.

Ruby golems are the physically smallest and weakest of
the three gemstone golems. These golems must be directly
commanded by their controller and have limited tactical
awareness. They are, however, equipped to protect their
controller in combat, intercepting deadly attacks on their
master’s behalf.

Habitat/Society. Gemstone golems were first created
by the Red Wizards of Thay, but are found throughout
the Realms. Construction of the larger diamond and
emerald golems can take up to a year and requires constant
enchantment by powerful arcane spellcasters. Ruby golems,
due to their smaller size, take half of the time to create.
These prized guardians are considered priceless investments
by both buyers and creators, which makes determining a
market price difficult. Some diamond golems, however,
have been sold for more gold than small Realms have in
their treasuries. Gemstone golems are used as guardians
and soldiers and rarely serve as simple servants.

Ecology. Constructs have no ecological needs and do
not impact their environments beyond the wishes of their
masters.

Role in Undermountain. Many powerful entities have
come and gone through Undermountain’s labyrinthine
halls. Some of these, perhaps even Halaster’s apprentices or
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GoLEM, VAuLT GUARDIAN

Medium construct, unaligned

Armor Class 16 (natural armor)

Hit Points 104 (11d10 + 44)

Speed 60 ft.

STR 20 (+5) DEX 14 (+2) CON 19 (+4) INT3 (-4)
WIS 11 (+0) CHA 1 (-5)

Skills Perception +6

Damage Immunities poison, psychic; bludgeoning,
piercing, and slashing from nonmagical attacks that
aren’t adamantine
Condition Immunities charmed, exhaustion,
frightened, paralyzed, petrified, poisoned

Senses truesight 120 ft., aura sight (see below),
passive Perception 16

Languages understands the languages of its creator
but can’t speak

Challenge 8 (3,900 XP)

Aura Sight. The golem can see magic auras around

objects or creatures it can perceive. The golem also

learns its school of magic, if it has one.

Immutable Form. The golem is immune to any spell
or effect that would alter its form.

Magic Resistance. The golem has advantage on
saving throws against spells and other magical
effects.

Multidimensional Weapons. The golem’s weapon
attacks are magical and affect creatures on the
Ethereal Plane.

ACTIONS
Multiattack. The golem makes two slam attacks.

Slam. Melee Weapon Attack: +8 to hit, reach 5 ft.,
one target. Hit: 16 (2d10 + 5) bludgeoning damage.

VAULT GUARDIANS ARE COMMONLY ASSOCIATED WITH THE
ZHENTARIM, WHO CONSTRUCTS AND SELLS MOST OF THE
VAULT GUARDIANS IN THE REALMS. THE GOLEM'S EYES ARE
INSET WITH RUBIES, POLISHED TO A PERFECT SPARKLE.
THESE CONSTRUCTS ARE MADE FROM A COMPOSITE OF
STONE, IRON, AND SMALL AMOUNTS OF ADAMANTIUM. THEY
CAN RESEMBLE ANY CREATURE BUT ARE MOST OFTEN
SHAPED TO LOOK LIKE HUMANOIDS OR FEARSOME BEASTS,
SUCH AS LIONS. NO MATTER THEIR FORM, THEY ATTACK
WITH TWO HEAVY APPENDAGES.

Combat. Like many golems, vault guardians use simple
attacks, preferring to smash their opponents with heavy,
devastating blows. The vault guardian is a particularly
troublesome security measure for even the most adept
dungeon delver, however, due to its magical senses.

All vault guardians are enchanted with truesight, allowing
them to perceive invisible creatures, detect illusions, pierce
magical darkness, and peer into the Ethereal Plane. This
makes them perfect sentries against both mundane and
magical intruders. If they are assaulted from the Ethereal
Plane, their fists or other appendages are enchanted to affect
both planes.

Despite their heavy construction, vault guardians are
remarkably fast and agile. This allows them to pursue
intruders who are often under the effects of movement-
increasing spells or potions.

Habitat/Society. Vault guardians, as their name suggests,
are most often found in treasure vaults. Their construction
is commissioned by wealthy nobles and paranoid mages
alike. Their production is similar to both stone and iron
golems, but are cheaper due to their size. They do, however,
require additional magic enchantments to empower their
vision and magical weapons. The exact amount required to
construct a vault guardian is unknown, but estimates range
from 40,000 to 70,000 gold pieces.

When the golem is constructed, its creator imbues it with
a single command word. When the word is spoken, the
vault guardian follows, to the best of its ability, that person’s
orders. As such, these words are closely guarded, lest the
golem be turned upon its master.

Ecology. Like all constructs, a vault guardian has no need
to eat or sleep. Their interactions with other creatures are
determined by their master’s wishes.

Role in Undermountain. Vault guardians were tailor-
made for a location like Undermountain. They could be
found still guarding a lost treasure vault or serving a faction
within the dungeon. Perhaps a group of Zhent craftsmen are
making deals with the existing factions, hoping to sell a few
of the constructs.

GoOBLIN BipLANE

Huge undead, chaotic evil

Armor Class 18 (Natural Armor)

Hit Points 142 (15d12+45)

Speed 30 ft., fly 1000 ft.

STR 19(+4) DEX 22(+6) CON 17 (+3) INT17 (+3)
WIS 16 (+3) CHA12(+1)

Saves Dexterity +10 Constitution +7

Skills Acrobatics +10 Perception +7 Stealth +10

Senses darkvision 120 ft., blindsight 120 ft. passive
Perception 17

Languages Common, Goblin, Telepathy 60 ft.

Challenge 12 (8400 XP)

Aerial Acrobat. The goblin biplane adds double

its proficiency bonus to all Dexterity (Acrobatics)

checks while flying.
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Gestalt. The goblin biplane partially possesses a
willing pilot, allowing it to use the Aid action on
the pilot’s Vehicle (Air) checks and attack rolls as a
Bonus action.

Magical Weapons. Attacks made by the goblin
biplane are considered magical.

Magic Resistance. The goblin biplane has advantage
on saving throws against spells and other magical
effects.

Turn Immunity. The goblin biplane is immune to any
effects that turns undead.

Undead Fortitude. |f damage reduces the goblin
biplane to O Hit Points, it must make a Constitution
saving throw with a DC of 5 + the damage taken,
unless the damage is radiant or from a critical hit.
On a success, the goblin biplane drops to 1 hit point
instead.

ACTIONS

Multiattack. The goblin biplane makes three machine
gun attacks.

Twin-Linked Machine Guns. Ranged Weapon Attack:
+9 to hit, reach 250/1000 ft., one target. Hit: 31
(6d8+6) piercing damage.

Strafe. All targets in a 120-foot cone must make
a DC 18 Dexterity saving throw or take 27 (6d8)
piercing damage, or half as much on a successful
save.

REACTIONS

Evasive Maneuvers. The goblin biplane adds 3 to its
AC against ranged attacks from one creature until the
start of its next turn.

GOBLIN BIPLANES ARE THE DEADLY, UNDEAD SENTIENT
AIRCRAFT FLOWN BY GOBLIN ACES. BASED ON A DESIGN
STOLEN FROM TECHNOLOGICALLY ADVYANCED GNOMES
FROM A FAR-OFF WORLD IN ANOTHER DIMENSION,
IHALASTER DESIGNED THE PLANES TO WORK ON MORE
EFFICIENT AND EASILY ACQUIRED METHODS OF MAGIC:
NECROMANCY. POWERED BY THE SPIRITS OF DEAD GOBLIN
ACES AND FUELED BY PURE RAGE, THE UNDEAD SPIRITS
POSSESS THE SIMPLE AIRCRAFT FRAME BUILT BY THE
GOBLIN ACES AND USE THEIR POWERFUL TELEKINETIC
ABILITIES TO POWER THE ENGINES AND WEAPONS OF THE
OTHERWISE SIMPLE AIRCRAFT.

The biplane frame is made from a skeleton of bamboo
and skinned with alchemically treated hemp canvas, painted
with garish designs over the base color of the goblin tribe
that created them. However, without the incorporeal spirit
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of the undead goblin ace possessing the vessel, it is nothing
more than a lifeless piece of equipment. The presence of the
spirit creates a sturdy and powerful frame out of otherwise
flimsy materials. If the possessing spirit is banished from
the structural frame of the biplane during flight, the
remaining biplane structure will immediately disintegrate
from the massive forces acting on the biplane.

After each plane is built, the goblin mechanics/shamans
summon and bind the spirit of a dead goblin ace to the
new craft. The ritual, created by Halaster himself, draws
energy from the Shadowfell to supercharge the spirit. Freed
from the distractions of a physical body and driven by pure
unadulterated hate, the goblin spirits possessing the aircraft
have an enhanced keen intellect and terrible murderous
purpose.

Combat. Goblin biplanes are often content to serve as a
glorified mount for their living counterparts, lending their
powerful telekinetic abilities and innate understanding of
aeronautics to the goblin ace pilot. Goblin biplanes are not
so much flown as they are negotiated with. If the biplane’s
temperament disagrees with a course of action, dislikes the
pilot, or is dissatisfied with the amount of carnage, it will
take over from the goblin ace entirely.

Aerial dogfighting operates on a simple set of effective
rules, known innately by all goblin aces and goblin biplanes
(See Sidebar: Dogfighting). In general, it will attempt to
seize the advantage and attack from a superior position.

Habitat/Society. The goblin biplane maintains a fragile
symbiotic relationship with the goblin aces, providing
the means to attack and kill their opposite color in aerial
combat. They are content to serve the lesser goblin aces as
vehicles as long as they stay true to their sacred mission and
provide a satisfactory level of death and destruction. If their
pilots fail to satisty the grisly desires of the spirit, it will take
over and handle the job itself, often ejecting the superfluous
pilot in the process. The biplanes don't need pilots, and are
in fact far better pilots than the goblin aces.

While capable of normal communication, the biplanes
prefer to communicate via empathic broadcast, viewing
the living goblin aces as a less evolved form of themselves,
still fettered by the weakness of the flesh, thus unworthy to
speak to in anything other than angry bursts of emotion.

Ecology. Undead spirits energized from an infusion of
necromantic energy from the Shadowfell and bound with a
powerful ritual to their prepared vessel, goblin biplanes wait
in large hangar bays for the next mission, exuding palpable
rage and anticipation at the next fight. They live only for
the next kill. If too much time passes between missions, the
biplanes will take it upon themselves to fly sorties, hunting
and killing the enemy on their own initiative.

The goblin biplanes, and by extension the goblin aces,
have only one natural enemy save their opposite color. A



blood red plane piloted by a celestial anthropomorphic
hound dog strikes out at both sides, more powerful and
skilled than any of the goblins or their undead planes. It is
rumored amongst the goblins that it has a base on a hidden
air node deep within in the domain. Sorties have been flown
to discover and destroy it, but no one has ever returned
from the missions.

Role in Undermountain. Halaster considers goblin
biplanes to be a personal masterpiece of technomagical
wizardry. He frequently visits or scries upon the vast
hidden sky domain to watch the graceful battles held by his
creations. He loves nothing more than leading adventurers
with natural flight abilities or an insatiable curiosity to the
hidden Sky Realm to throw an unexpected variable into the
goblin’s ordered lives, just to see what will happen.

DOGFIGHTING

The ranges and speeds that dogfighting takes place are
far beyond that of normal D&D combat encounters. To
simulate a dogfight between two planes, the following
suggested rules are adapted from the Dicta Boelcke,
the list of definitive rules of air combat compiled by
German Ace Oswald Boelcke during World War |, and
adapted and used by militaries around the world to this
day (Werner, 2009):

- To engage in a dogfight, the pilots roll initiative. Then,
the pilots make a positioning check, contested Dexterity
(Vehicles: Air) check or Dexterity (Acrobatics) if the
creature has no pilot.

« The winner has gained superior position.

« Each pilot now has several options in the engagement,
depending on the results of the initiative roll and

positioning contest.

TABLE 1: DOGFIGHTING OUTCOMES

Win Lose Effect

Initiative Positioning  You may initiate another

position contest as an action, or
take the Dodge action to negate
the opponent’s advantage from

a superior position.

Positioning  Initiative If the opponent attempts to
initiate another positioning
contest, you have advantage on
your Dexterity (Vehicles: Air) or
Dexterity (Acrobatics) check. If
you maintain your positioning,
you have advantage on your
next attack.

Win Win

Initiative Positioning  You have advantage on your
attack and the next positioning
contest.

Lose Lose

Initiative Positioning May whatever gods you pray to

have mercy on your soul.

GnoMisH Bic GaMe Hunter

Medium humanoid (gnome), chaotic neutral

Armor Class 17 (+1 Mithral Breastplate)

Hit Points 60 (11d6 +22)

Speed 25 ft.

STR12 (+1) DEX 16 (+3) CON 14 (+2) INT17 (+3)
WIS 14 (+2) CHA 12 (+1)

Saving Throws Constitution +4 Wisdom +4

Skills Arcana +5 Athletics +3 Nature +5 Religion +5
Perception +4 Survival +4

Senses darkvision 60 ft., passive Perception 14

Languages Gnomish, Common

Challenge 4 (1,100 XP)

Gnome Cunning: You have advantage on all

Intelligence, Wisdom, and Charisma saving throws

against magic.

Great Gnome Hunter. The gnome big game hunter
scores a critical hit on 19 and 20 when using a
Gnomish Hunting Rifle.

Rifleman. Being within 5 feet of a hostile creature
doesn’t impose disadvantage on your ranged attack
rolls.

ACTIONS

Multiattack. The gnome big game hunter makes two
Gnomish Hunting Rifle Attacks or two Gnomish
Hooked Hammer attacks.

Gnomish Hunting Rifle. Ranged Weapon Attack: +6
to hit, reach 60/90 ft., one target. Hit: 13 (2d8+4)
piercing damage. On a successful hit, a creature
must make a DC 15 Constitution saving throw or
lose 5 (1d10) hit points at the start of each of its
turns due to massive damage from an enchanted
bullet. Each time the gnome hits the wounded
target with this attack, the damage dealt by the
wound increases by 5 (1d10). Any creature can take
an action to staunch the wound with a successful
DC 12 Wisdom (Medicine) check. The wound also
closes if the target receives magical healing.
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Gnomish Hooked Hammer. Melee Weapon Attack.
+3 to hit, reach 5 ft., one target. Hit: 5 (1d4+3)
bludgeoning damage, and the target must make a DC
15 Strength saving throw or be knocked prone.

GNOMISH BIG GAME HUNTERS ARE BORED AND WEALTHY
GNOMES WHO REVEL IN THE HUNTING, KILLING AND
DISPLAYING GARISH ANIMATED TAXIDERMY IN THEIR HOMES
AND GUILD HALLS.

Being gentlemen of wealth and leisure, they are able to
arm themselves with top of the line gear, wearing magic
armor, and wielding powerful ranged weapons that push
right up to the limits of what Gond, the God of Wonders
and Technology, will allow. Some say they have been
granted dispensation by Garl Glittergold himself to wield
their deadly Gnomish Hunting Rifles.

Combat. Gnomish big game hunters ride into battle on
gnomish pygmy war rhinos, kiting enemies while blasting
away with their rifles at range. They prefer to stay at range,
but will occasionally spur their intelligent mounts to
trample and gore opponents.

They are cunning hunters and are knowledgeable about
their intended quarry. While they revel in the chaos of
battle, they make sure it is a battle that they can win before
fully engaging.

Habitat/Society. Gnome big game hunters, when not
stalking and killing prey in deadly environments, are found
in the upper echelons of gnome society. Bored merchant
lords, princelings, and the well to do have formed an
informal guild to trade knowledge, brag over kills and
generally harrumph about themselves. They alone are privy
to the knowledge of the secret gnome clan who breeds the
rhinos and builds the rifles.

Ecology. Gnomish big game
hunters are typical wealthy gnomes
when not on the hunt. They can
be found anywhere that wealthy
gnome clans can be found. Their
more fearsome personas are
encountered where adventurers
tread.

Role in Undermountain. A group
of gnomish big game hunters
can be currently found riding
gnomish pygmy war rhinos
in a monster safari through
Undermountain, guided by
Fash Falath, famous Whisper
Gnome dungeoneer and
Undermountain expert.
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GnoMisH PyeMy War Ruino

medium magical beast, chaotic neutral

Armor Class 15 (half plate barding)

Hit Points 71 (11d8 +22)

Speed 30 ft.

STR 20 (+5) DEX 10 (+0) CON 14 (+2) INT8 (+1)
WIS 14 (+2) CHA 12 (+1)

Skills Athletics +6 Perception +4

Senses darkvision 30 ft., passive Perception 14

Languages Gnomish, Common

Challenge 3 (700 XP)

Adamantine Horn. Gnomish pygmy war rhinos have

their horns coated with pure adamantine (value

2700gp), causing it to score an automatic critical hit

when striking objects with it.

Reckless. At the start of its turn, the rhino can gain
advantage on all melee weapon Attack rolls it makes
during that turn, but Attack rolls against it have
advantage until the start of its next turn.

Siege Monster. The rhino deals double damage to
objects and structures.

Trampling Charge. If the rhino moves at least 20

ft. straight toward a target and then hits it with a
gore Attack on the same turn, the target takes an
extra 5 (1d10) bludgeoning damage. If the target

is a creature, it must succeed on a DC 15 Strength
saving throw or be knocked prone. If the target is
prone, the rhino can make another gore Attack with
against it as a Bonus Action.

ACTIONS

Gore. Melee Weapon Attack: +7 to hit, reach 5 ft.,
one target. Hit: 10 (1d10+5) piercing damage.

GNOMISH PYGMY WAR RHINOS WERE BRED BY

GNOMES USING ALCHEMY AND MAGIC TO SPEED THE
SELECTIVE BREEDING PROCESS TO CREATE WHAT THEY
BELIEVED TO BE THE IDEAL MOUNT FOR EFFICIENT
DUNGEONEERING. AFTER MORE THAN A FEW

MASHED AND GORED GNOMES DUE TO INEVITABLE

ACCIDENTS, THEY MANAGED TO CREATE THE
PYGMY WAR RHINO, A SWEET, INTELLIGENT,
AND UTTERLY DESTRUCTIVE MINIATURE RHINO.

The rhinos are domesticated, and act like
sweet loyal dogs to their masters. They enjoy

scratches behind the ears, treats, and belly rubs.
They are fiercely loyal and will fight to the death to
protect their masters.

Gnomish pygmy war rhinos are extremely
expensive and rare. They are continually bred and



sold by a small insular gnomish clan, whose origins are
unknown to the other gnomish clans, and is a mystery to
other interested parties across Faerun.

Combat. Gnomish pygmy war rhinos are trained for
mounted combat, working in close concert with their riders
during a fight. They will occasionally go berserk, ignoring
their riders and going on an angry smash fest when they get
too engaged in the battle.

In addition to working as combat mounts, the rhinos
are built to tear through dungeon architecture like it was
kindling, using their powerful necks and adamantine horns
to destroy almost any obstacle encountered.

Habitat/Society. Gnomish pygmy war rhinos are found
exclusively in the possession of wealthy and/or eccentric
gnomes. Used as mounts in time of war, as mounts to crash
through deadly dungeons, or as noble steeds in service to
paladins of Garl Glittergold. They don’t exist in the wild and
are exclusively available from the secretive clan who breeds
and sells the rhinos.

They are friendly and talkative, able to speak both
Common and Gnomish, but tend to prattle on and repeat
themselves. They enjoy their work, especially when they get
to smash things to pieces.

Ecology. Gnomish pygmy war rhinos are not found in the
wild. They are exclusively bred as domesticated mounts. The
clan that breeds them has a secret method of finding them
should their riders be killed and the rhinos abandoned and
will remotely disintegrate them rather than have the secrets
of their creation be discovered by outsiders.

Role in Undermountain. A group of Gnomish big game
hunters can be currently found riding Gnomish pygmy
war rhinos in a safari through Undermountain, guided
by Fash Falath, famous Whisper Gnome dungeoneer and
Undermountain expert.

Gorbels are oumb ano
anambitious. They make
the perfect enforcer
For intelligent, malicious
races to impress. | haoe
a small pack of them
hidoden in an antechamber
in Undermountain ... now
if | could only remember
where...

GORBEL

Small monstrosity, neutral

Armor Class 13

Hit Points 22 (3d6 + 12)

Speed 30 ft.

STR 14 (+2) DEX 12 (+1) CON 18 (+4) INT6 (-2)
WIS 8 (-1) CHA 3 (-4)

Damage Immunities bludgeoning

Senses passive Perception 9

Languages -

Challenge 1/2 (100 XP)

ACTIONS

Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one
target, Hit: 5 (1d6 + 2) piercing damage.

Rake. Melee Weapon Attack: +4 to hit, reach 5 ft,,
one target, Hit: 11 (2d6 + 4) slashing damage.

Tentacle Melee Weapon Attack: +4t to hit, reach 10
ft., one target, Hit: 7 (2d4 + 2) bludgeoning damage.

REACTIONS

Explosive finale. When the gorbel is reduced to O

hit points or is subjected to a spell or effect that
would kill it instantly without dealing damage, it
explodes. Any creature within a 5-foot cube centered
on the gorbel when it explodes must make a DC 10
Dexterity saving throw or take 7 (2D6) bludgeoning
damage.

THE GORBEL IS A SHORT, STOUT, BALL-SHAPED CREATURE
WITH SIX TENTACLES AND A WIDE MOUTH FILLED WITH
POINTED TEETH. IT IS SURPRISINGLY FAST ON ITS SHORT,
THICK LEGS. SOME OF ITS TENTACLES ARE EYESTALKS,
SOME HAVE PINCERS OR CLAWS, NO EVIDENT PATTERN
EXISTS FOR THE UTILITY OF ITS TENTACLES FROM
SPECIMEN TO SPECIMEN.

Combat. In combat, the gorbel will try to grapple its
enemies and uses its rake attack with its thick, sharp claws.
They also like to pull themselves upon grappled foes and
start biting them. Blunt weapons cannot harm the gorbel; as
they bounce off its rubbery hide. Gorbels are often captured
and used by other creatures as fodder to weaken a more
powerful threat.

Habitat/Society. The Gorbel’s natural habitat is
subterranean. Gorbels eat green foliage, moss, fungi, and
small amounts of ore that cause it to explode violently when
slain. This releases millions of small spores that gestrate in
moist, dark areas. They tend to travel in packs.They eat trace
amounts of ore if malnourished.

Ecology. The gorbel has a very low fecundity rate despite
its prodigious reproductive strategy. There are no natural
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predators for this creature. They grow to full sized adults in
3 to 6 months. Though they are predominantly herbivores;
they have been known to eat certain types of slimes, oozes,
and jellies.

Role in Undermountain. Gorbels were employed to
great effect during the Troll Wars. Their explosive death
rattles shredded the rapidly healing troll flesh so badly they
couldn’t heal resulting in many trolls being killed. When the
Troll Wars ended, these creatures were kept by enterprising
traders hoping to capitalize in the gorbels uses in future
campaigns. Rumor has it that Halaster has a secret den
tull these things guarding a chest full of loot. This secret
chamber is somewhere in Undermountain.

GRISGOL

Large construct, unaligned

Armor Class 17 (natural armor)

Hit Points 190 (20d10 + 80)

Speed 30 ft.

STR 20 (+5) DEX 8 (-1) CON 18 (+4) INT 3 (-4) WIS
11 (+0) CHA 1 (-5)

Damage Vulnerabilities fire

Damage Immunities poison, psychic

Damage Resistances bludgeoning, piercing, and &

slashing from nonmagical weapons %
Senses darkvision 60 ft., passive :
Perception 10
Languages understands the
languages of its creator but can’t
speak "
Challenge 15 (13,000 XP)
Choking Dust. If the grisgol is
hit by a weapon attack that deals
bludgeoning or slashing damage, it releases
a cloud of poisonous dust. Each creature
within 10 feet of the grisgol must make 4 &
a DC 18 Constitution saving throw or
become poisoned for 1 minute.

Incite Madness. If the grisgol is killed,
any creature that examines the tattered
scrolls wrapped around the grisgol’s
body must make a DC 18 Wisdom
saving throw. On a failure, the

target becomes mad with the

belief that the scrolls contain

secret knowledge, spending

every moment trying to piece the
scrolls back together in the correct
sequence. If the target attempts a long
rest, they must make a DC 18 Wisdom
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saving throw in order to gain the benefits of the long
rest. A greater restoration spell or similarly powerful
magic can cure the target’s madness.

Limited Magic Immunity: The grisgol can’t be
affected or detected by spells of 5th level or lower
unless it wishes to be. It has advantage on saving
throws against all other spells and magical effects.

Spell Conduit. When it is created, the grisgol is
imbued with up to 10 spells of 7th level or lower
which it can cast once per day each. These spells can
be from the bard, cleric, sorcerer, warlock, or wizard
spell list. The grisgol does not have a spellcasting
ability (spell save DC 18, +10 to hit with spell
attacks) and does not require material components
to cast these spells. A typical

grisgol can cast the following

spells:




1/day each: chain lightning, circle of death,
cloudkill, cone of cold, disintegrate, feeblemind,
hold monster, prismatic spray, shield, telekinesis

ACTIONS
Multiattack. The grisgol makes two slam attacks.

Slam. Melee Weapon Attack: +10 to hit, reach 5 ft,,
one target. Hit: 21 (3d10 + 5) bludgeoning damage
and the target must make a DC 18 Constitution
saving throw or be paralyzed for 1 hour. The target
may repeat the saving throw at the end of each of
their turns, ending the effect on themselves on a
success.

A GRISGOL IS A HORRIFYING CONSTRUCT MADE UP OF
BROKEN AND DEPLETED MAGIC ITEMS FORMING A VAGUELY
HUMANOID SHAPE. THEIR SKELETON IS A COLLECTION
OF RODS, STAVES, AND WANDS. THEIR SKIN IS A WRAP

OF DEPLETED SPELL SCROLLS ACCENTED WITH BITS OF
CHAINMAIL OR OTHER MAGICAL ARMORS. TWO GLOWING
RED EYES PEER OUT FROM BEHIND A DENTED HELM OR
WORN HOOD. A GRISGOL'S CREATOR SOMETIMES ADORNS
IT WITH MAGICAL AMULETS, RINGS, OR OTHER JEWELRY.
FROM A DISTANCE, A GRISGOL IS OFTEN MISTAKEN FOR A
MUMMY DUE TO ITS WRAPPED BODY AND STIFF GAIT.

Combat. Grisgols are relentless in combat, using the
destructive spells their creators imbue into the constructs
before smashing their opponents with their fists. A grisgol’s
fist attacks are enchanted with a powerful curse that
paralyzes the target. Grisgols use simple tactics in combat,
often attacking the largest opponent until it is dead.

These rare constructs are notoriously difficult to kill. They
are immune to all but the most powerful spells and carry
a poisonous dust under their scroll wraps. Melee attackers
are often overcome by the poisonous cloud, creating an easy
target for the grisgol.

Habitat/Society. The Zhents are believed to have first
discovered how to create grisgols in the Realms. Not only
does a grisgol’s construction require dozens of magic items
and hundreds of consumed spell scrolls, but it is fueled by
a lich’s phylactery. After the lich’s body has been destroyed,
the phylactery must be used as part of the grisgol’s
construction before the lich rejuvenates. Grisgols are
incredibly rare and used to guard their creator’s most prized
treasures or the creator themselves.

Ecology. Constructs have no ecological needs and do
not impact their environments beyond the wishes of their
masters.

Role in Undermountain. Due to the grisgol’s rarity, it is
unlikely even a complex as large as Undermountain would
house more than one or two grisgols. Halaster’s assortment
of magic items and constant supply of magic-laden

adventurers means he and his apprentices would have ample
opportunity to build a grisgol. The Mad Mage has feuded
with many other evil wizards throughout the multiverse,
including liches. What better insult than to capture their
phylactery and turn them into a new guardian?

GX_11 Dire FaLcon

Huge construct, neutral good

Armor Class 18 (Natural Armor)

Hit Points 126 (12d12+48)

Speed 30 ft., fly 1200 ft.

STR 20 (+5) DEX 22 (+6) CON 18 (+4) INT 3 (-4)
WIS 16 (+3) CHA 5 (-3)

Damage Immunities poison, psychic; bludgeoning,
piercing, and slashing from nonmagical weapons

Condition Immunities charmed, exhaustion,
frightened, paralyzed, petrified, poisoned

Saves Dexterity +12, Constitution +10

Skills Acrobatics +12 Perception +8 Stealth +12

Senses darkvision 120 ft., passive Perception 17

Languages understands Common but cannot speak it

Challenge 12 (8400 XP)

Aerial Ace. The GX-11 adds double its proficiency

bonus to all Dexterity (Acrobatics) checks while

flying.

Predator’s Instincts. The GX-11 has the instincts

of a predatory bird. It can use the Aid action on

the pilot’s Vehicle (Air) checks and attack rolls as a

Bonus action.

Immutable Form. The GX-11 is immune to any spell
or effect that would alter its form.

Magical Weapons. Attacks made by the GX-11 are
considered magical.

Magic Resistance. The GX-11 has advantage on
saving throws against spells and other magical
effegts:

Siege Monster. The GX-11 does double damage
against objects and structures.
ACTIONS

Multiattack. The GX-11 Dire Falcon makes two
Vulcan Cannon attacks.

Vulcan Cannon. Ranged Weapon Attack: +12 to hit,
reach 250/1000 ft., one target. Hit: 38 (5d12+6)
piercing damage
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REACTIONS

Evasive Maneuvers. The GX-11 Dire Falcon adds 3 to
its AC against ranged attacks from one creature until
the start of its next turn.

THe GX-1 1 Dire FALCON IS A BIPLANE DESIGNED AND
BUILT BY THE ARCHON OF GoND, RANDURIEL, TO AID IN

HIS BATTLES AGAINST THE ABERRANT GOBLIN ACES IN THE
SkY ReALM IN UNDERMOUNTAIN. THEY AID HIM IN SORTIES
ON THEIR OWN BUT ARE ALSO OCCASIONALLY PILOTED

BY BRAVE HEROES FROM THE OUTSIDE RECRUITED BY
RADURIEL TO HELP IN HIS NOBLE QUEST.

GX-11 Dire Falcons are occasionally lent to heroes
outside of Undermountain to counter technological threats
that are heretical to Gond and the order of the Forgotten
Realms. Sometimes heresy must be confronted with heresy,
and the Dire Falcons exist for that reason. Rumors of aerial
battles over Thay have been passed among the Harpers for
years, as the Red Wizards attempt to push technomagic
beyond the boundaries of what is permitted by the gods.

Combat. The GX-11, when on its own, use its superior
speed and firepower to act as wingmen to Randuriel,
protecting him from the swarming hordes of goblin aces.
They attack from above and behind in swarms, working in
concert against the enemies of Gond.

Habitat/Society. The GX-11 only exist in the Sky Realm
along with Randuriel. They serve to eliminate the goblin
aces and will return to Gond’s holy realm once their
purpose is served.

Role in Undermountain. GX-11 Dire Falcons serve
to battle the goblin ace menace in the Sky Realm of
Undermountain, fighting alongside Randuriel and his

sentient biplane, Paladin’s Grace. They often serve as fighter

planes for noble fighters recruited by Randuriel.

Elminster can’t
pronounce “heudcuoa’. He
gets so flustereo... it’s
hilarious!

HALASTER’S HOARD

Heucuva

Medium undead, chaotic evil

Armor Class 14 (cloth and armor scraps)

Hit Points 26 (4d8 + 8)

Speed 30 ft.

STR 16 (+3) DEX 10 (+0) CON 14 (+2) INT6 (-2)
WIS 8 (-1) CHA 5(-3)

Damage Vulnerabilities bludgeoning, radiant

Damage Immunities poison

Condition Immunities exhaustion, poisoned

Senses darksight 60 ft., passive Perception 9

Languages understands all languages it knew in life
but can’t speak

Challenge 2 (450 XP)

ACTIONS

Claw. Melee Weapon Attack: +5 to hit, reach 5 ft.,
one target, Hit: 8 (2d4 + 3) slashing damage damage
and the target must make a DC 12 Constitution
saving throw taking 7 (2d6) poison damage on a
failed save, or half as much on a successful one.

THE HEUCUVA LOOKS LIKE A ROBED SKELETON WITH
GLOWING RED EYES WITHIN ITS VACANT EYE SOCKETS.
OFTEN TIMES THE ROBES WILL BE THOSE OF A HOLY MAN.
PERHAPS THEY MAY STILL WEAR THE HOLY SYMBOL OF
THEIR GOD. MANY METAPHYSICIANS BELIEVE HEUCUVA
WERE PRIESTS, MONKS, PALADINS, OR CLERICS WHO
NEGLECTED THEIR VOWS AND ARE CURSED TO HAUNT THE
HALLOWED GROUND THEY KNEW IN LIFE.




Combat. In combat, the heucuva will attack clerics and
paladins first, especially those of good alignment. Huecuva
also hate monks and druids. They are usually found in
pairs but there may more lurking nearby. They sometimes
accompany other undead. When killed, the heucuva
crumbles to dust. They fight to the death.

Habitat/Society. The heucuva lurks in ruins, tombs,
or abandoned temples and shrines. The area was once
an important consecrated area now fallen to decay. The
heucuva have no society, no purpose; they are driven only
by malice. They hate good-aligned creatures and will attack
them on sight. The huecuva does not sleep, nor does it eat
or drink.

Ecology. The heucuva is an unnatural undead creature
that has no place in any ecosystem. The vile touch of the
heucuva causes flesh to blacken and swell.

Role in Undermountain. Many have lost their faith and
their lives in this cursed place. The heucuva is just one
type of the roving bands of undead lurking in the shadows.
There are many burial chambers in Undermountain and the
sentries of these tombs would like nothing more than to flay
graverobbers alive.

Livine PaiNtinG

Medium construct, neutral

Armor Class 14

Hit Points 60 (8d8+24)

Speed O ft.

STR9 (-1) DEX 12 (+1) CON 4(-3) INT 10 (+0) WIS
11 (+1) CHA 17 (+3)

Damage Resistances poison; bludgeoning, piercing,
and slashing from non-magical attacks

Condition Immunities charmed, exhaustion,
frightened, paralyzed, petrified, poisoned

Senses blindsight 60 ft., (blind beyond this radius)
passive Perception 11

Languages -

Challenge 4 (1100 XP)

False Appearance. While the living painting remains

motionless, it is indistinguishable from a normal

portrait.

Haunting Visage. This creature uses its Charisma
modifier to calculate hit points instead of its
Constitution modifier.

Trapped Souls. This creature can store up to 2 Small
or Medium creatures or 1 Large creature with CR 3
or less. If these creatures are reduced to O hit points
or are subjected to a spell or effect that would kill

it instantly without dealing damage, it returns to

the painting. Each day at dawn, if the painting is not

| commissioned a portrait
Oof Moroenkainen once. He
claims he “lost” it. What a
0o000ering fool. He’s alwagys
losing things: his rRAZOR,

his notebook, his stagf, his
mino...

destroyed, these creatures are restored to maximum
hit points and all conditions affecting the creatures
end. If the painting is destroyed, the creatures die
instantly.

ACTIONS

Release Creature(s). The living painting releases

one or more of the creatures trapped within the
painting. The DM selects up to 2 Small or Medium
creatures or 1 Large creature. These creatures must
be challenge rating 3 or less. These creatures fight to
the death to protect the painting.

THE LIVING PAINTING LOOKS LIKE A PHOTOREALISTIC
PORTRAIT OF THE CREATURE(S) IN THE PAINTING. THE
EXACT DETAILS OF THE DEPRICTION ARE UP TO THE
DUNGEON MASTER, BUT EACH CREATURE STORED IN THE
PAINTING IS DEPICTED WITH EERIE, LIFE-LIKE, DETAIL.

MANY SCHOLARS HYPOTHESIZE THAT SOME OF THESE
CONSTRUCTS ARE SIMPLY A PALIMPSEST THAT HAS BECOME
SENTIENT.

Combat. In combat the living painting will release the
creatures trapped inside of it to defend itself. This creature
can lay dormant for years, even centuries. It will only attack
if it feels threatened. Most of the time it goes unnoticed for
years, subtle changes may alert the wise observer but most
miss the minute changes to the mise-en-scene.

Habitat/Society. This creatures habitat is usually urban,
but it may be found anywhere art is collected or displayed.

Ecology. This creature is an unnatural construct and it
has no place in any ecosystem.

Role in Waterdeep. During the Guild Wars, guild masters
and nobles killed each other in order to stage coups and
consolidate power. Slaying a guildmaster meant one
assumed the role of guildmaster and all the perks that
came with it. One devious way of dispatching a vain rival
was to commission a living painting of them and gift it to
them. The assassin trapped inside would emerge at night
and slay the person in their sleep. The assassin would then
return to the painting. It is suspected that more than a few
of the portraits in the Waterdeep Museum are relics of this
treacherous era.
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MaEpar

Medium monstrosity, lawful evil

Armor Class 15 (natural armor)

Hit Points 127 (17d8 + 51)

Speed 30 ft.

STR 16 (+3) DEX 16 (+3) CON 16 (+3) INT12(+1)
WIS 12 (+1) CHA 13 (+1)

Damage Resistances poison

Condition Immunities petrified

Skills Deception +4, Insight +4, Perception +4,
Stealth +6

Senses darksight 60 ft., passive Perception 15

Languages Common

Challenge 6 (2,300 XP)

Stone Touch. With its touch, the maedar is able

to petrify creatures. It is also able to reverse the

petrification process and restore petrified creatures

to life. Once the creature has been touched, it takes

one minute for the restoration to be complete.

ACTIONS

Multiattack. The maedar makes three attacks, two
slams and one touch.

Slam. Melee Weapon Attack: +6 to hit, reach 5 ft.,
< - s one target, Hit.
gt™f T 17 10 (2d6 + 3)
o bludgeoning
damage.

W Touch. Melee

- Hit: 5 (1d4+3)
bludgeoning
damage and

N the target
ANy must make
MWaDC 14

4 Constitution
check. Failure
‘by 5 or more
results in the
creature being
jinstantly
petrified.
Otherwise,

| a creature
that fails the

saving throw begins to turn to stone and is restrained.
The restrained creature must repeat the saving throw at
the end of its next turn, becoming petrified on a failure

or ending the effect on a success. The petrification

lasts until the creature is freed by the maedar, a greater

restoration spell or other similar magic.

MAEDAR ARE COMMONLY REFERRED TO AS THE "MALE
MEDUSA". THEY LOOK LIKE A TALL (6'), NUDE, MUSCULAR
MAN WITH NO BODY HAIR. THEIR SKIN IS SMOOTH AND
USUALLY LOOKS LIKE POLISHED MARBLE OR GRANITE. THEY
HAVE UNSETTLING BLACK EYES WITH NO PUPIL OR IRIS. FEW
INTREPID EXPLORERS HAVE EVER SEEN ONE, DUE TO THEIR
RARITY. THEY LIKE TO POSE AS STATUES OF THE MEDUSAS
PREVIOUS VICTIMS. THE ONLY TELL-TALE SIGN IS THE
MAEDAR IS USUALLY THE ONLY NUDE "STATUE .

Combat. In combat, the maedar will stalk and hide,
avoiding direct confrontation. They will attempt to use
stealth to gain advantage on their touch attack and then
smash restrained targets with their powerful arms.

Habitat/Society. The maedar can be found where ever
one would find a medusa. They live in pairs but do not
have communities. The Medusa give birth to very few male
children, fewer still are immune to their mother’s gaze.
Those fortunate few make up the very scarce maedar, or
male medusa. Among medusa, finding a maedar mate is
more of a status symbol than a viable procreation coupling.
Maedar mate for life, but will find another mate if their
current partner is slain. Knowing this, medusas have been
known to kill each other.

Ecology. The maedar have no natural predators. They, like
the medusa, are carnivores. The Maedar smashes petrified
victims into rubble and then turns the rubble into flesh
to fed to the pair and any offspring. They are very elusive.
Maedar will gather the offspring and flee if their mate is
killed, leaving little trace.

Role in Undermountain. There is rumored to be a large
room in Undermountain with a vaulted ceiling that is full
of statues carved with unnerving detail. Some statues are
broken. It is said that ‘something’ seems to constantly stir
deep within the shadows beyond the torch light...

Well, wohere 0o gou THINK
their babies come fFrom?
StorKks Ooropping them down
chimneys?



MiTe

Tiny humanoid, lawful evil

Armor Class 12 (leather jerkin)

Hit Points 10 (3d4 + 3)

Speed 35 ft., Climb 15ft.

STR9 (-1) DEX 14 (+1) CON 12 (+1) INT6 (-2) WIS
8 (+1) CHA 8 (-1)

Skills Perception +3, Stealth +3

Senses darksight 60 ft., passive Perception 13

Languages Undercommon

Challenge 1/8 (25 XP)

Trickster. The mite can take the Disengage, Hide, or

Help action a bonus action on each of its turns.

ACTIONS

Dagger. Melee Weapon Attack: +3 to hit, reach 5 ft.,
one target, Hit: 3 (1d4 + 1) piercing damage.

Trip. Melee Weapon Attack: +3 to hit, reach 5 ft., one
target, Hit: 2 (1d4) bludgeoning damage and if the
target is a humanoid, it must make a DC 10 Dexterity
saving throw or be knocked prone.

MITES ARE A DIMINUTIVE, SUBTERRANEAN CREATURE WHO
RELISH TRICKERY AND HAVE A PREDILECTION FOR SHINY
TRINKETS AND BAUBLES. THEY LOOK LIKE A GOBLIN BUT
HAVE A FLAT, PORCINE NOSE AND LONG POINTED EARS.
THEY HAVE BULGING, GLOWING YELLOW EYES, AND A
SLOPED FOREHEAD. THEY CAN WALK UPRIGHT BUT THEY
ARE OFTEN SEEN CRAWLING. MITES WILL SOMETIMES TRY
TO ROB ADVENTURERS DURING THE NIGHT. OFTEN, LIKE
THE GORBEL, THEY ARE CAPTURED AND USED BY OTHER
RACES AS SHOCK TROOPS TO WEAKEN AND CONFUSE MORE
POWERFUL ENEMIES.

Combat. In combat, mites will focus on one adversary at
a time, hoping to overcome them and loot them. Rarely do
they manage to kill larger creatures. Often they will entangle
themselves in the legs or feet of larger creatures and trip
them. Once the creature is down, the mites will quickly
strip what they can from the creature and flee. Rarely will
they fight to the death, if they do, it is defending their den
or because they are compelled to do so by a more powerful
creature.

Habitat/Society. Mites live underground in caves,
grottoes and the like. A mites den is strewn with moldy
scraps, rotten food, excrement, and tarnished baubles. Mites
do not take a mate, they breed. The most respected mite in a
colony is the one who has the most shinnies.

Ecology. Few creatures will eat a mite; their odious
hygiene makes them undesirable prey. Mites kill and
eat insects, rodents and small reptiles. Many naturalists
consider the mite a nuisance. They actually help to limit
local pest populations with predation.

Role in Undermountain. During a raid in the tunnels
beneath the city, a band of heroes wiped out a nest of mites.
In the treasure they returned where several of the drow’s
fabled rings of antidote. Another campaign of expeditions
is being planned to uncover where the mites got these items
and if there are any more drow caches near the surface.
Lord Baeron is looking for volunteers for these risky
excursions.

Mites are more annoying
than hazaroous. They knock
gou oown, take some stUff
ano scamper off. Here’s

a little secret | picked ap
From Tenser, they love wine.
That’'s why | allays carry
a bottle of Falstern’s Giggle-
berry wine within easy
reach, they’ll go for that
FIrst.
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Mup Man

Small monstrosity, neutral

Armor Class 13

Hit Points 42 (5d6 +25)

Speed 30 ft., Swim 10 ft.

STR17 (+3) DEX 12 (+1) CON 20 (+5) INT6 (-2)
WIS 10 (+0) CHA 3 (-4)

Damage Resistances bludgeoning, piercing, slashing

Damage Vulnerabilities cold

Condition Immunities exhaustion, grappled,
poisoned, restrained

Skills Perception +2

Senses tremorsense, passive Perception 12

Languages -

Challenge 3 (700 XP)

Mercurial Form. Mud men are made of an oily,

insubstantial muck that allows them to easily avoid

confinement. They can enter a hostile creatures

space and stop there; they can also pass through a

space as narrow as 1 inch wide without squeezing.

Any spell or effect that transforms mud to stone

instantly kills the mud man.

ACTIONS

Multiattack. The mud man makes two
attacks.

Slam. Melee Weapon Attack: +5 to hit,
reach 5 ft., one target, Hit: 12 (2d8
+ 3) bludgeoning damage.

Mud ball. Ranged Weapon
Attack: +3 to hit, range 30/90
ft., one target, Hit: 9 (2d8)
bludgeoning damage.

REACTIONS

Death Throes. If the
mud man begins
its turn with

10 hp or less it
will move into
the space of the
nearest enemy and
burst. The mud man

18 HALASTER’S HOARD

dies but the target of this reaction must succeed
on a DC 12 Constitution saving throw. On a failure
the target takes 9 (2d8) bludgeoning damage and
is restrained, half as much on success and they are
not restrained. While restrained as a result of this
action, the creature is suffocating (PHB, p183). The
restrained creature may repeat this saving throw

at the end of each of its turns, failure means the
condition continues. A success ends the restrained
condition and suffocation.

MuD MEN ARE 3 TO 4-FOOT TALL CREATURES MADE OF
MUD. THEY LOOK LIKE A MUD-COVERED HUMANOID. THEY
HAVE NO EYES, MOUTH OR ANY OTHER FEATURES. THEY
ARE A SERVANT RACE. SOMETIMES ONE CAN SPOT THEM
WHILE THEY ARE MOVING AS THEY ARE COVERED WITH
DEBRIS. MUD MEN ARE MADE, THEY DO NOT PROCREATE.

Combat. In combat Mud men are selfless in their cause to
serve their creators and will gladly fight to the death, often

| ased to ase mud men in the moat
arodnd Mgy tower dntil they got rRowOy.
Theg were like bratty chiloren slinging
mao against my tower wadlls, accosting
those passing bg. They rained one
of Ladoy Selvine’s oresses once. Her
* husband was the Guildmaster of

b the Bricklagers and bhe filled my
moat with sand and mason ash
s while | was away. | have
to sag Teodoor Seloine
ooes gooo woRrk; to this
'0ayg there is not

one crack in the



killing themselves to take out one last foe. They attack in
groups of 2 to 6 and delight in taking enemies by surprise.
They are fond of swimming under the water and tripping
foes in an attempt to drown them.

Habitat/Society. Mud men are servants. They are usually
found in grottoes, moats, ponds, anywhere one finds dirty
water. Many times one can spot them before they ambush as
they have debris like coins, clothing, and hair from previous
victims. They also smell horrid and have been known to
transmit Sewer Plague (DMG, p257) among other diseases.
They do not eat, sleep, or reproduce.

Ecology. The mud men do not have any natural predators.
They also do not disturb the balance of the ecosystem.
Druids and naturalist magic users will create them as
enforcers because they are easy and cheap to make and are
non-invasive.

Role in Undermountain. Undermountain can be a dark,
muddy place. Many errant servants roam free because their
master were slain. Wherever the ground is saturated, one
must be cautious; mud men may rise from beneath their
feet!

| have a needle man. | tuarneo
him loose in my topiary
garoen. | think he’s happy.
Occasionallg | see him chatting
ap my climbing rose buash.

Poe talked to the other plants
aboat her and apparently

she’s bao news; very clingy.

NeepLe MaN

Medium humanoid, neutral

Armor Class 13 (natural armor)

Hit Points 60 (8d8 +24)

Speed 30 ft.

STR16 (+3) DEX 12 (+1) CON 16 (+3) INT12 (+1)
WIS 14 (+2) CHA 8 (-1)

Damage Vulnerabilities fire

Damage Resistances bludgeoning, piercing

Skills Perception +4, Stealth +3

Senses passive Perception 14

Languages Common, Sylvan, Druidic

Challenge 3 (700 XP)

Brambled. A needle man is covered with thorns, any

creature attempting to grapple or is the target of a

successful grapple by a needle man takes 3 (1d6)

piercing damage. Any creature that begins its turn in

a grapple with a needle man takes 3 (1d6) piercing

damage.

ACTIONS
Multiattack. A needle man makes two attacks.

Slap. Melee Weapon Attack: +5 to hit, reach 5 ft.,
one target, Hit: 13 (3d6 + 3) piercing damage.

Needle Spray. Ranged Weapon Attack: +3 to hit,
range 30/60 ft, one target, Hit: 10 (3d6) piercing
damage.

A NEEDLE MAN LOOKS LIKE A RUDDY HUMAN WITH BARK-
LIKE SKIN. THEY ARE COVERED WITH THORNS AND SPIKES
LIKE A HYBRID OF A BRAMBLE BUSH AND CACTUS. THEY
ARE INTELLIGENT AND SENTIENT. THEY OFTEN ALIGN
THEMSELVES WITH FEY, DRUIDS, WOOD ELVES, AND OTHER
CREATURES CONCERNED WITH THE DEGRADATION OF THE
NATURAL HABITAT.

Combat. In combat, they attack in groups of two or three.
They hide among thick vegetation or hang from tree limbs.
They ambush with their Needle Spray attack and swat
adjacent enemies with thorny hands. One of their favorite
tricks is to grapple a foe to gain advantage with their Needle
Spray attack, firing the needles point blank into the foes
flesh. They are hard to injure with most blows bouncing
harmlessly off of their rough hide.

Habitat/Society. A needle man is another common
hazard for the loggers in The High Forest near Waterdeep.
They live in remote, dense, forests. They do not mate
and they are usually the magical offspring of a treant and
another sentient plant. They help other wild races slow the
timbering operations of Waterdeep’s bustling shipbuilding
industry.
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Ecology. Anything that eats plants may have a taste for
a needle man but they quickly reconsider. A needle man
remains dormant during the winter, storing up nutrients for
the active summer season.

Role in Undermountain. Halaster is rumored to have
lost a ring while tending one of his various gardens,
though none dare search for it. A needle man has found
it and gave it to the climbing rose bush as an engagement
ring. Retrieving it would be folly but well worth the risk if
successful.

J

NIGHTSHADE

Medium fey, neutral evil

Armor Class 15 (wooden breastplate)

Hit Points 45 (6d8 + 18)

Speed 30 ft.

STR15 (+2) DEX 12 (+1) CON 16 (+3) INT 11 (+0)
WIS 16 (+3) CHA 12 (+1)

Saves Con +5, Wis +5

Skills Nature +4, Survival +5

Damage Vulnerabilities fire

Damage Immunities poison; bludgeoning, piercing,
and slashing damage from wooden weapons
4 Condition Immunities poisoned

Y. Senses darkvision 60 ft., passive Perception 13

Languages Sylvan
Challenge 3 (700 XP)
Innate Spellcasting. The nightshade’s
innate spellcasting ability is Wisdom
(spell save DC 13, +5 to hit with
spell attacks). It can innately cast the
following spells, requiring no material
components:

At will: pass without trace, speak with
plants

1/day each: entangle, tree
stride

Summon Shambling Mound.
If seven or more nightshades
spend 10 minutes performing

a ritual under moonlight, they
summon and control a shambling
mound. The nightshades cannot
perform this ritual again for 1
month.

Woodland Stride. Moving through
nonmagical difficult terrain does not

cost the nightshade extra movement.

The nightshade can also pass through
nonmagical plants without being slowed
by them and without taking damage
from them if they have thorns,
spines, or a similar hazard.



ACTIONS
Multiattack. The nightshade makes two spear attacks.

Spear. Melee or Ranged Weapon Attack: +5 to

hit, reach 5 ft. or range 20/60 ft., one target.

Hit: 6 (1d6 + 3) piercing damage or 7 (1d8 + 3)
piercing damage if used with two hands to make

a melee attack, and the target must make a DC 12
Constitution saving throw, taking 7 (2d6) poison
damage on a failed save and becoming poisoned
for 1 hour. On a successful saving throw, the
target takes half as much poison damage and is not
poisoned.

NIGHTSHADES ARE THE EVIL FEY SPIRITS OF POISONOUS
PLANTS, SUCH AS BELLADONNA, HEMLOCK, AND MISTLETOE.
THEY RESEMBLE SYLVAN DWARVES, WITH SQUAT BUT
THICKLY MUSCLED BODIES, SKIN RANGING FROM SHADES
OF DARK GREEN TO NEARLY BLACK, BULBOUS NOSES, AND
THICK BEARDS. THEIR CLOTHING, ARMOR, AND HAIR ARE
TYPICALLY ADORNED WITH POISONOUS PLANTS.

Combat. Nightshades craft crude spears from knapped
stone or beaten copper and breastplates from hardwood.
The evil fey spirits slowly produce a poisonous excretion
from their pores, which they collect and use to coat their
weapons. They rely on this poison to debilitate their targets,
allowing a band of nightshades to take down a powerful
foe. Nightshades are innate spellcasters, able to speak with
and control plants. Established nightshade colonies are
led by one or more Keepers, who are gifted with druidic
spellcasting.

These creatures possess a unique immunity to weapons
made entirely from wood, such as clubs, staves, or swords
made from sharpened hardwood. Nightshades do, however,
burn easily and are easily scared oft by a fiery display.

Nightshades possess ancestral knowledge on how to
create and control shambling mounds. A band of the fey
can gather refuse from the forest and perform the ritual at
night to animate the mound into a hungry plant creature. If
a group of nightshades is able to create a shambling mound,
they use the opportunity to attack nearby humanoid
settlements.

Habitat/Society. Nightshades are found in dark,
untouched forest groves and shallow subterranean cavern
systems. The fey grow poisonous plants and twisted shrubs
and trees throughout their lairs. They are nocturnal hunters
who prowl their domains looking for small animals or
weak humanoids to kill and eat. Nightshades are cunning
opportunists and will only attack foes they are sure they can
bring down. During the day, they retreat into hollow logs,
abandoned dens, or other natural shelters. Nightshades
mate for life and remain committed to their partners, but
rarely produce more than two offspring. During the winter,

nightshades retreat into their shelters and hibernate until
spring.

Gems and other treasures have little value in nightshade
society. Magical poisons, potions, or weapons with
venomous qualities are highly prized, however. Nightshades
are deeply spiritual and seem to worship an unnamed,
formless spirit they believe to inhabit all poisonous,
deadly plants. The nightshades are led by their high queen,
Ainecotte, who resides in the Feywild.

Ecology. Nightshades eat the blood and bones of their
victims, having no need for meat. They are naturally
vile creatures and enjoy poisoning remote humanoid
settlements, watching from afar as the villagers slowly die.
Treants, dryads, and good-aligned druids and rangers will
sometimes hunt down nightshade colonies, viewing them
as an unnatural nuisance. Nightshades attempt to ally
with other evil fey in their domain, such as quicklings and
hags. Green hags find the creatures particularly useful as
a constant supply of poison and will bribe them to serve as
scouts or guardians.

Role in Undermountain. The Wyllowwood,
Undermountain’s forested level, may house several bands
of nightshades. Evil druids or wizards interested in the
studying natural poisons would also find the creatures
fascinating and may have captured several nightshades,
hoping to study them. Undermountain’s relative safety
could serve as a winter den for a large colony of nightshades
and their Keeper elders.

VARIANT: NIGHTSHADE KEEPER

Nightshade elders, called Keepers, learn druidic magic.
Add the following trait and increase the CR to 4 (1,100
XP):

Spellcasting. The nightshade is a 7th-level spellcaster.
Its spellcasting ability is Wisdom (spell save DC 13,
+5 to hit with spell attacks). It has the following druid
spells prepared:

Cantrips (at will): druidcraft, guidance, poison spray

1st-level (4 slots): detect magic, fog cloud, healing
word

2nd-level (3 slots): heat metal, hold person, spike
growth

3rd-level (3 slots): call lightning, dispel magic, plant
growth

4th-level (2 slots): blight
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Noctrat
Medium celestial, lawful good

Armor Class 12

Hit Points 40 (9d8)

Speed 30 ft., fly 60 ft.

STR 13 (+1) DEX 16 (+2) CON 10 (+0) INT 23 (+6)
WIS 18 (+4) CHA 15 (+2)

Saves Int +8, Wis +6, Cha +4

Skills Arcana +8, History +8, Insight +8, Investigation
+8, Nature +8, Perception +6, Religion +8, Stealth
+6

Senses darkvision 120 ft., passive Perception 16

Languages Celestial, telepathy 1 mile

Challenge 2 (450 XP)

Dive Attack. If the noctral is flying and dives at least

30 feet straight toward a target and then hits it with

a melee weapon attack, the attack deals an extra 9

(2d8) damage to the target.

Flyby. The noctral doesn’t provoke opportunity
attacks when it flies out of an enemy’s reach.

Innate Spellcasting. The noctral’s innate spellcasting
ability is Charisma (spell save DC 12, +4 to hit with
spell attack). It can innately cast the following spells,
requiring no material components:

At will: invisibility (self only), speak with animals,
tongues
3/day: legend lore

Keen Hearing and Sight. The noctral has advantage
on Wisdom (Perception) checks that rely on hearing
or sight.

Telepathic Insight. The noctral has advantage on
Wisdom (Insight) checks against creatures
speaking with it telepathically.

ACTIONS -

Talons. Melee Weapon
Attack: +3 to hit, reach 5
ft., one target. Hit: 6 (2d4
+ 1) slashing damage.

NOCTRALS ARE A RACE OF LARGE OWLS
NATIVE TO MOUNT CELESTIA, WHERE THEY
SERVE GREATER CELESTIALS AND DEITIES
AS ADVISORS AND LOREMASTERS.
NOCTRALS HAVE - -
LONGER LEGS

THAN A TYPICAL
OWL, ALLOWING THEM TO WALK AS
EASILY AS A HUMANOID. THEIR PLUMAGE VARIES
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GREATLY IN COLOR, FROM SNOWY WHITE TO DEEP BLACK.
ALL NOCTRALS HAVE PIERCING GOLDEN EYES AND A
REPUTATION FOR TALKING DOWN TO NON-CELESTIAL
CREATURES. THEY MEAN WELL, HOWEVER, AND SERVE THE
SeVEN [HEAVENS FAITHFULLY.

The noctrals are renowned for their wealth of knowledge
across a vast array of subjects, which they obtain through
both natural ability and the legend lore spell. A wise angel
prizes a noctral sage’s ability to gather information more
than any holy artifact. Noctrals are also used for their honed
insights, long-range telepathy, and mastery of languages,
which facilitate diplomatic causes.

Combat. Noctrals are peaceful creatures and avoid
combat whenever possible. They are not the most physically
imposing celestial and are quite frail due to their hollow
bones. Noctrals use their ability to turn themselves invisible,
their stealthy nature, and flight to avoid enemies.

Although they are not stout warriors, noctrals will
still defend Mount Celestia against fiends and other evil
creatures with their lives. If forced into combat, they fly
high into the sky and deliver a quick dive attack, escaping
back into the air before their opponent can react.

Habitat/Society. Noctrals are natives of Mount Celestia
and rarely leave the heavenly plane. When encountered on
the Prime Material Plane, they have likely been summoned
by a planar binding spell or are accompanying their angelic
patron. Although they appear as owls, noctrals live in
humanoid abodes and dress in humanoid clothing.

Nearly all noctrals serve a greater celestial, typically a
deva or planetar. After pledging themselves to an angel,
the noctral serves for life, which can span up to a century
by Prime Material reckoning. Those who do not serve
the heavenly courts operate magnificent libraries and
universities on Mount Celestia, where they happily )
instruct any pure-hearted visitors. A



Noctrals are prized members of the celestial host; abusing
one is likely to incur the wrath of a much more fearsome
foe.

Ecology. Noctrals mate and lay eggs similarly to typical
owls. Although they are highly intelligent and stately,
noctrals sometimes feel the need to satisfy a predatory
streak. They occasionally hunt small game, such as rabbits
and birds, within the Seven Heavens.

Due to their overwhelming intelligence, noctrals
sometimes find other creatures boorish and uninteresting.
They have acquired a reputation for being haughty and
difficult to approach, but not mean-spirited. An easy way
to befriend a noctral is to offer it a piece of history or other
lore it does not already know, which is often an impossible
task.

Role in Undermountain. Noctrals would not willingly
stay long in a place like Undermountain. If they are
encountered in Halaster’s dungeon, they
may be tracking down their angelic patron
or researching a piece of lost lore. A
noctral may have also been forcibly
summoned by an evil spellcasting,
hoping to squeeze knowledge
from the peaceful loremasters.

Ooze, CarnIvorous WALL

Large (see below) ooze, unaligned

Armor Class 6
Hit Points 105 (10d10 + 50)
Speed 10 ft.

STR 16 (+3) DEX 3 (-4) CON 20
(+5) INT1 (-5) WIS 6 (-2) CHA 1
(-5)

Damage Immunities fire
Condition Immunities blinded, charmed,
deafened, exhaustion, frightened, paralyzed,
prone

Senses blindsight 60 ft. (blind beyond this radius),
passive Perception 8

Languages —

Challenge 3 (700 XP)

Amorphous. The carnivorous wall can move through

a space as narrow as 1 inch wide without squeezing.

False Appearance. While the carnivorous wall
remains motionless, it is indistinguishable from a
worked stone wall.

Interlock. Using a bonus action, two or more

carnivorous walls can join together to mimic a larger
wall. When interlocked, the walls are considered one
creature for the purposes of creatures attempting to

pass between them or share their space. However,
for targeted spell effects and attacks, they are
considered individual creatures. Interlocked walls
have advantage on saving throws or ability checks
against being moved. When one interlocked wall

is reduced to O hit points, it retracts from other
carnivorous walls and spills onto the ground. A wall
can use a bonus action to detach itself.

Pyrophoric Liquid. The carnivorous wall’s internal
fluids ignite when they make contact with air. Any
creature who hits the wall with a melee attack that
deals piercing or slashing damage must make a
DC 13 Dexterity saving throw or take 7 (2d6) fire
damage. -

ACTIONS

Pseudopod. Melee Weapon Attack: +5 to hit, reach
10 ft., one target. Hit: 14 (4d6) acid damage and the
target must make a DC 13 Constitution saving throw
or be paralyzed for 1 minute. The target can repeat
the Constitution saving throw at the end of each of
their turns, ending the effect on itself on a success.

Engulf. The wall moves up to its speed. While doing
so, it can enter a Large or smaller creature or object’s
space. Whenever the wall enters a creature’s space,
the creature must make a DC 13 Dexterity saving
throw. On a successful save, the creature can choose
to be pushed 5 feet back or to the side of the wall. A
creature that chooses not to be pushed suffers the
consequences of a failed saving throw. On a failed
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save, the wall enters the creature’s space, and the
creature takes 14 (4d6) acid damage and is engulfed.
The engulfed creature can’t breathe, is restrained,
and takes 21 (6d6) acid damage at the start of

each of the wall’s turns. When the wall moves,

the engulfed creature moves with it. An engulfed
creature can try to escape by taking an action to
make a DC 13 Strength check. On a success, the
creature escapes and enters a space of its choice
within 5 feet of the wall.

THESE STRANGE OOTES ARE ABLE TO TAKE ON THE
APPEARANCE OF A TYPICAL DUNGEON WALL, CREATING

A DEADLY TRAP FOR UNWARY ADVENTURERS. A TYRICAL
CARNIVOROUS WALL IS 1 5 FEET LONG, 5 FEET WIDE,

AND 8 FEET TALL. THEY CAN, HOWEVER, RECONFIGURE
THEMSELVES TO FIT ANY DIMENSION TOTALING 4 0O cusic
FEET. PARTICULARLY YOUNG OR OLD SPECIMENS MAY BE
SMALLER OR LARGER.

Combat. Carnivorous walls are patient predators, using
their ability to assume the shape, texture, coloration,
and other characteristics of common stone walls to set
impossible-to-detect traps. When organic matter passes
within reach, the carnivorous wall lashes out with a
pseudopod and then moves to engulf its paralyzed victim as
quickly as possible. Multiple carnivorous walls can interlock
with one another, creating a deadly span of terrain.

The acidic liquid inside a carnivorous wall ignites upon
contact with oxygen, making them particularly hazardous
creatures for adventurers who prefer piercing or slashing
weapons.

Habitat/Society. Carnivorous walls are found in
subterranean dungeons, ruins, and other areas where
one may find worked stone walls. They only move rarely,
preferring to wait in ambush for months a time for their
next meal. Carnivorous walls can subsist for up to two
months without a significant meal.

If left undisturbed, carnivorous walls will slowly engulf
and erode existing walls. The process can take many months
or even years, creating a deadly challenge for dungeon
delvers. The carnivorous wall bears the weight the eroded
wall once supported. If the wall is destroyed, however, it
could cause a catastrophic structural collapse.

Carnivorous walls reproduce through asexual division.
Once a specimen is large enough, it divides itself and creates
a second creature. If the area is able to feed and house two
carnivorous walls, such as the halls of a busy dungeon, the
oozes interlock and continue to hunt together. If the area is
too scarce, the newly created carnivorous wall will leave its
parent’s domain.

Ecology. Some researchers believe the carnivorous wall is
a subtype or evolution of the infamous gelatinous cube. It is
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not fully understood how these oozes were created or if they
are naturally occurring.

Carnivorous walls attack and consume any living matter
within reach. They require approximately 150 pounds
of organic matter every 2 months to sustain their mass.
If a wall is able to feed more regularly, it will grow and
eventually divide into a second ooze.

Role in Undermountain. The obvious location for
carnivorous walls in Undermountain is the Caverns of
Ooze. They might be tended by Ghaunadaur’s cultists or a
demonologist looking to commune with Jubilex. With such
competition for prey in the Caverns, some carnivorous
walls have likely moved to other levels of Undermountain,
seeking out well-traveled hallways. For a particularly deadly
encounter, consider having the hall or chamber begin to
collapse as the adventurers slay their slimy attacker.

Osouip

Small beast, neutral

Armor Class 12 (natural armor)

Hit Points 22 (3d6 +12)

Speed 40 ft., Burrow 30 ft.

STR 14 (+2) DEX 18 (+4) CON 18 (+4) INT8 (-1)
WIS 10 (+0) CHA 6 (-2)

Skills Perception + 2, Survival +2

Senses darksight 60 ft., blindsight 30 ft, tremorsense
30 ft, passive Perception 12.

Languages -

Challenge 1/2 (100 XP)

ACTIONS

Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one
target, Hit: 5 (1d6 + 2) piercing damage.

Claw. Melee Weapon Attack: +4 to hit, reach 5 ft.,
one target, Hit: 5 (1d6 + 2) slashing damage.

THE 0SQUIP IS A LARGE, BURROWING RODENT. IT IS ABOUT
THE SIZE OF A SMALL DOG AND HAS THICK CLAWS AND HUGE
INCISORS. IT IS A VERY FAST BURROWER AND THE BANE

OF FARMERS AND CATTLE KEEPERS. WATERDAVIANS TRAIN
THEM TO DIG UP ROOTS AND STUMPS. THEY ARE ALSO SOLD
AS HOUSE PETS. THEY ARE CARNIVOROUS AND LOVE TO EAT
ACHAIERA.

Combat. In combat, the osquip attack in groups of 5 to
10. They prefer to bite but will use their claws if biting seems
ineffective. They will burrow under foes to avoid attacks of
opportunity while moving. Sometimes they will try to trip
foes by burrowing under them, causing the ground beneath
them to collapse. They will flee rather than fight to the
death, burrowing away underground.

Habitat/Society. The osquip live and breed in colonies.
Despite being inbred they are able to maintain a healthy



population. They have a kind of hive mind when it comes
to matters of protecting the nest. They work in groups, at
times, these members are mated pairs.

Ecology. The osquip is considered to be a pest. While they
do damage buildings, fences, and roads with their digging,
they are trainable. Cattle farmers kill them on sight but
other farmers who grow crops use them to turn and aerate
the soil. They eat grubs, ants, weeds, and other nuisances.
They are omnivorous scavengers and love to eat achaiera,
earning them another black mark with livestock farmers.

Role in Undermountain. The osquip have dug many
sprawling tunnels and small nests in Undermountain.
Osquip keep all the gems and precious ores they find in
their nests. Swarms of osquip will come to protect the nest
and the shiny rocks. They will fight savagely to protect it.

The osquip market in
Wateroeep is booming. Sure
they can be a pest, bat if
gou train them. They can be
a logal seroant ano great
companion. Take Rolan, for
example, he aused to be a big
pest antil | started training
him as an apprentice.

PALIMPSEST

Tiny monstrosity, neutral

Armor Class 12

Hit Points 44 (8d8 + 8)

Speed O ft., fly 10 ft.

STR 2 (-4) DEX 14 (+2) CON 10 (+0) INT 3 (-4) WIS
13 (+1) CHA 8 -1)

Damage Immunities fire; piercing and slashing from
nonmagical attacks

Senses blindsense 60 ft. (blind beyond this radius),
passive Perception 11

Languages —

Challenge 2 (450 XP)

False Appearance. While the palimpsest remains

motionless, it is indistinguishable from a sheet of

parchment.

Thin as Paper. The palimpsest can fit through a space
as narrow as 1-quarter-inch wide without squeezing.

ACTIONS

Absorption. The palimpsest targets one creature it
can see within 5 feet of it. The target must succeed
on a DC 14 Dexterity saving throw or become
restrained as the palimpsest begins to consume
the target. The palimpsest is also restrained while
consuming a target. At the beginning of each of the
palimpsest’s turns, the restrained target must make
a DC 14 Wisdom saving throw against this magic
effect. If the target fails two Wisdom saving throws,
they are absorbed and become a living illustration
on the palimpsest. The palimpsest can absorb up to
4 Small or Medium creatures or 2 Large creatures.
Absorbed creatures can be freed if a remove curse
spell is cast on the palimpsest. The palimpsest

can make a Wisdom saving throw against the
spellcaster’s spell save DC to resist this effect. On
a failure, the palimpsest releases its most recently
absorbed creature. Additionally, if the palimpsest
takes lightning damage, there is a 50% chance it
releases its most recently absorbed creature. After
48 hours of being absorbed in this way, the target
is obliterated and can only be returned to life with a
wish spell. If the palimpsest is killed, any absorbed
targets are irretrievable without a wish spell.

A PALIMPSEST IS A SHEET OF MAGICAL, SEMI-SENTIENT
PARCHMENT WITH A RAVENOUS APPETITE FOR

SOULS. ARCANISTS BELIEVE THAT OVERTIME SCROLLS
SPONTANEOUSLY BECOME SENTIENT, CREATING A
PALIMPSEST. MASTER TRANSMUTERS HAVE ALSO CLAIMED
TO HAVE CREATED PALIMPSESTS, BUT NONE HAVE DIVULGED
THEIR SECRETS IF THEY ARE TRUTHFUL.

Combat. While palimpsests are able to create small gusts
of wind to propel themselves through the air, they prefer
to lie in wait for their victims. They are able to squeeze
between the covers of a tome or fold themselves into a scroll
case. When a creature opens the book or container, the
palimpsest attacks, latching itself onto its victim, absorbing
them. After a few terrifying moments, the target is absorbed
into the parchment, creating a lifelike illustration on the
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page. Over the next 48 hours, the palimpsest feeds on the
trapped creature’s soul, after which it is obliterated. The
palimpsest’s absorption is identified as a curse by most
mages and can be reversed with a remove curse spell, but
only while the palimpsest still lives. Palimpsests have
claimed many lives due to an overzealous adventurer
believing that simply slaying the palimpsest will free their
comrade.

Palimpsests have an odd array of magical defenses,
including immunity to fire and nonmagical edged weapons.
It is believed the palimpsest evolved these wards to protect
itself from parchment’s most vile enemies. They do,
however, react to electricity and will sometimes release
their victims when subjected to a shock. Even Candlekeep’s
scholars cannot explain this and write it off as “..it’s just
magic...”

Habitat/Society. Palimpsests are typically found in the
same locations they were created: libraries, scriptoriums,
and laboratories. They have no society to speak of and
are normally encountered alone, although particularly
old libraries may have spontaneously created several
palimpsests over the ages.

Ecology. Recent research has uncovered that palimpsests
are tied to the Ethereal Plane, although they cannot
pass into that realm. The nascent theory is that when a
palimpsest devours a soul, its essence is dispersed out into
the Ethereal. What happens to that energy afterward is
still subject to much debate, however. Some believe that
an enigmatic race of planar merchants, called The Arcane,
collect the energy and use it to imbue magic items.

Role in Undermountain. There are ample opportunities to
use palimpsests in the dungeon of the Mad Mage. Halaster
and his apprentices may have discovered how to create the
creatures and filled entire false libraries with palimpsests.
What could be more enticing to an adventuring party than
kicking down a door to a seemingly unguarded trove of
Halaster’s forgotten spell tomes? Furthermore, if it is indeed
true that souls devoured by palimpsests are sent to the
Ethereal Plane, perhaps there is a planar traveler lurking
just beyond the veil who gathers the essence for treacherous
purposes.

HALASTER’S HOARD

UNDERSTANDING THE PALIMPSEST

Palimpsests can be incredibly deadly if the party

makes a wrong move after someone is absorbed.
Consider allowing characters proficient in Arcana or
with a scholarly background, such as Sage, to make an
Intelligence (Arcana) check to recall palimpsest lore.
They learn the following information, depending on the
ability check’s result. Each level is cumulative:

5-9. The monster is called a palimpsest and an absorb
creatures onto its pages. After 2 days, it consumes
their soul. They are thought to be spell scrolls made
magically sentient due to the magic runes written on
them.

10-15. The palimpsest is immune to fire and
nonmagical edged weapons. After a creature has been
absorbed, they can be freed with a remove curse spell.
If their souls are consumed, only a powerful wish spell
can restore them to life. All resurrection magic has no
effect.

16-19. Killing the palimpsest will not free creatures
it has consumed. The palimpsest is susceptible to
lightning damage and might release creatures it has
captured if shocked, but be careful not to kill it too
quickly!

20+. The souls a palimpsest consumes are ejected into
the Ethereal Plane. There is no known way to retrieve
them short of a wish spell.




ParmicuLarLy Cross House Car

Tiny magical beast, chaotic neutral

Armor Class 17

Hit Points 121 (18d4+72)

Speed 40 ft., climb 30 ft.

STR 3 (-4) DEX 24 (+7) CON 18 (+4) INT 16 (+3)
WIS 12 (+1) CHA 18 (+4)

Saving Throws Dexterity +13, Constitution +10,
Wisdom +8

Skills Arcana +9, Acrobatics +12, Perception +38,
Stealth +12

Damage Resistances bludgeoning, piercing, and
slashing

Damage Immunities cold, fire, poison, lightning

Condition Immunities charmed, frightened,
paralyzed, poisoned

Senses truesight 120 ft., passive Perception 18

Languages Common, Draconic

Challenge 17 (18,000 XP)

Legendary Resistance (2/day). If the particularly cross

house cat (PCHC) fails a saving throw, it can choose

to succeed instead.

Detect Tasty Wizard. The PCHC automatically knows
the position of anyone capable of manipulating the
Weave within 120 feet.

Evasion. When the PCHC is subjected to an effect
that allows it to make a Dexterity saving throw to

take only half damage, it instead takes no damage
if it succeeds on the saving throw, and only half

damage if it fails.
Innate Spellcasting: The PCHC's Innate Spellcasting
ability is Charisma (spell save DC 18). It can innately

cast the following spells, requiring no material
components:

At will: counterspell, dispel magic, greater
invisibility
Magical Immunity. The PCHC is immune to all

Spellcasting. The PCHC is a 5th-level spellcaster. Its
spellcasting ability is Charisma (spell save DC 18,
+10 to hit with spell attacks). It requires no somatic
or material components to cast its spells. The PCHC
has the following sorcerer spells prepared:

Cantrip (at will): minor illusion, prestidigitation, true
strike

1st level (3 slots): grease, shield

2nd level (2 slots): blur, misty step

3rd level (1 slot): haste

9 Lives. The PCHC can only return from the dead 9
times (hence the 9 lives). Once reduced to negative
hit points, the PCHC is not dead but instead must
fail 3 Death Saves. Should it succeed on its Death
Saves, it becomes conscious on 1 hit point; failure
results in the PCHC being killed. When killed, on

its initiative on the following round, the remains
instantly disappear for 12 hrs. After 12hrs, it
reappears at a chosen location (it’s favorite place,
likely a very small box) with THD less and on full hit
points. After being killed for the 9th time, the PCHC

spells and spell effects of 3 level or lower, unless - 3.

it allows them to have an agreeable effect.

Magic Resistance. The PCHC has advantage on
saving throws against spells and other magical
effects.

Mighty Wallop. The PCHC hits far harder than its
Small size should allow. Its claws are exceptionally
sharp, considered finesse weapons, and deal
magical damage.
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disappears, now utterly destroyed. If it is killed and
returns, it will find you and be very, very angry.

ACTIONS

Multiattack. The PCHC makes 2 Claw attacks and a
Bite attack or 2 Claw attacks and a Rake attack.

Claw. Melee Weapon Attack: +13 to hit, reach 5 ft.,
one target. Hit: 12 (1d12+6) slashing damage. If
both claw attacks hit, the PCHS may also make a Bite
attack.

Bite. Melee Weapon Attack: +13 to hit, reach 5 ft.,
one target. Hit: 10 (1d8+6) piercing damage, and
the PCHC can attach to the target. While attached,
the PCHC doesn’t attack. Instead, at the start of each
of the PCHC's turns, the target suffers 10 (1d8+6)
piercing damage and 19 (2d12+6) slashing damage
from a Rake attack.

The PCHC can detach itself from the target by
spending 5 feet of its movement. A creature,

including the target, can use its action to detach the
REHC

Rake. Melee Weapon Attack: +13 to hit, reach 5 ft,,
one target. Hit: 19 (2d12+6) piercing damage. The
target must be hit with 2 Claw attacks on the same
round for the target to be subject to a Rake attack.

LEGENDARY ACTIONS

The PCHC can take 2 Legendary Actions, choosing
from the options below. Only one legendary action
can be used at a time, and only at the end of another
creature’s turn. Spent legendary actions are regained
at the start of each turn.

Claw. The PCHC can make a claw attack.

Vanish. The PCHC can cast greater invisibility and
take the Hide action

Countermagic. The PCHC can cast dispel magic or
counterspell.

APOCRYPHAL TALES OF HOUSE CATS KILLING APPRENTICE
WIZARDS IN A FAIR FIGHT CIRCULATE THROUGH WIZARD'S
ACADEMIES ACROSS THE SWORD CoAsT. APPRENTICES
WALKING HOME FROM THE TAVERN WHO FAILED TO HEED
THE WARNINGS OF THE OLDER STUDENTS AND NEGLECTED
THEIR PHYSICAL FITNESS WERE OFTEN FOUND TORN TO
BITS BY CUTE AND FUZZY CATS. As THE WEAVE CHANGED
AND THE WORLD MOVED ON, HOUSE CATS NO LONGER
HAD THE KILLING POTENTIAL THEY ONCE HAD. [TALASTER,
SEEING THIS AS A LOSS TO THE WORLD, BROUGHT LOST AND
SCARED KITTENS FROM TOWNS AROUND THE MULTIVERSE
To UNDERMOUNTAIN, PUMPED THEM FULL OF MAGIC AND
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WARM BUTTERMILK, AND GAVE THEM THE RUN OF THE
PLACE, WITH THE PHRASE "Do As THoOU WILT, MY FUZZY-
WUZZUMS. THIS SHALL BE THE WHOLE OF THE LAW...BE
FREE IN MY WONDERFUL PLAYGROUND."

Combat. PCHC's live life on their own terms. They like
to play with their prey, killing indiscriminately. They go
out of their way to hunt spellcasters and use their powerful
antimagic abilities to cut them down with ease.

Habitat/Society. PCHC's are loners, wandering
Undermountain more or less at will, as many of the deadly
fauna of Undermountain have learned the hard way that
they are not worth angering. They can be found anywhere
in Undermountain, and go where they please, when
they please. Some have managed to find their way out of
Undermountain and have begun to breed in the wide world.

Ecology. Other than their remarkable intelligence,
incredible combat abilities, and powerful magic, they are
still cats. They like belly rubs, catnip, and indescribable
slaughter. Normal cats lacked the ability to be nature’s
perfect killers. Halaster simply corrected nature and made
that fact true. PCHC rarely mate, as they each believe
themselves to be the superior specimen of their kind. For
one month every seven years, their baser natures take over,
and all PCHC go into heat. The streets of the cities above
and Undermountain below are filled with unholy howls and
screeches as the PCHC do the proverbial deed. They quickly
abandon one another, and after the mothers give birth, the
kittens are left to their own devices. Though much cuter and
cuddlier than the adults, PCHC are born as physically and
magically potent as full grown adults.

Role in Undermountain. Halaster remembers the time
before the Weave shifted and this was true more often than
not. He has taken it upon himself to grant a small pride of
feral cats from Waterdeep the greater power they deserve.

PCHC’s do what they please ... at Halaster’s pleasure.
They can be found toying with monsters, eating
adventurers, or taking long naps in small containers. They
can be befriended, but do so at your own risk, as their
mercurial nature changes with the slightest whim.



Pech
Small elemental, neutral good (50%) or neutral (50%)

Armor Class 13 (natural armor)

Hit Points 44 (8d6 + 16)

Speed 25 ft.

STR18 (+4) DEX 12 (+1) CON 15 (+2) INT13 (+1)
WIS 12 (+1) CHA 14 (+2)

Condition Immunities petrified

Senses darkvision 120 ft., passive Perception 11

Languages Common, Terran

Challenge 3 (700 XP)

Innate Spellcasting. The pech’s innate

spellcasting ability is Charisma (spell

save DC 12, +4 to hit with spell attacks).

It can innately cast the following spells,

requiring no material components:

At will: mold earth*
3/day each: meld into stone, stone
shape

Group Spellcasting (Recharges After a
Long Rest). Groups of pech can work
together to cast more powerful spells.
Each pech in the group uses an action

to focus on the intended spell. Once

the appropriate number of pech have
focused on the spell, it takes effect
immediately. The spell uses the highest
innate spellcasting spell save DC in the
group. If the spell requires concentration,
all pech involved in the group spellcasting
must maintain concentration or the

spell ends. After participating in a group
spell, the pech cannot use this ability again until

it finishes a long rest. Pech can cast the following
spells using group spellcasting, requiring no material
components:

2 or more pech: transmute rock
4 or more pech: wall of stone
8 or more pech: flesh to stone

Master Stoneworker. The pech is proficient with
mason’s tool and has advantage on any ability check
made using mason’s tools.

Stone Destroyer. The pech’s weapon attacks bypass
all damage immunities and resistances when
attacking creatures made of stone, such as galeb
duhr, gargoyles, or stone golems.

ACTIONS

Multiattack. The pech makes two attacks with its
pickaxe or rock.

Pickaxe. Melee Weapon Attack: +6 to hit, reach 5 ft.,
one target. Hit: 8 (1d8 + 4) piercing damage.

Rock. Ranged Weapon Attack: +6 to hit, range 20/60
ft., one target. Hit: 7 (1d6 + 4) bludgeoning damage.

*Appears in Xanathar’s Guide to Everything

PECH ARE SHORT, THIN AND HUMANOID IN SHAPE, WITH
TWO ARMS, LEGS, AND AN ELONGATED, FLAT FACE. THEIR

ROCK-HARD SKIN RANGES FROM GREY TO PALE YELLOW
WITH DARK HAIR COLORS. THEY HAVE LONG, FLAT HANDS
USED TO GRIP TOOLS MUCH LARGER THAN THEIR SITE
SHOULD ALLOW. PECH HAVE LARGE WHITE OR YELLOW
EYES WITHOUT PUPRILS. THEY DRESS IN SIMPLE ROUGH
SPUN CLOTHING OR OFTEN NO CLOTHING AT ALL.

Combat. Pech are generally good creatures and attempt
to avoid combat whenever possible. However, they are
unusually strong for their size and will work together to
bring down foes if forced into a confrontation. All pech
are proficient in the use of pickaxes, hammers, and other
mining implements, which they also use as weapons if
needed. Pech have a long history of battling evil elementals
on the Elemental Plane of Earth and have developed
techniques to pierce their often impenetrable hides.

The pech’s greatest asset in combat, however, is one
another. A single pech is able to mold unworked earth, meld
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into stone walls, and shape stone magically, but with the
assistance of their allies, pech are able to work much more
powerful magic.

Habitat/Society. Pech are native to the Elemental Plane of
Earth but many have made their way to the Material Plane,
fleeing persecution by Ogrémoch, the Prince of Evil Earth
and his allies. They are found in deep subterranean lairs
where they enjoy making finely-carved mines and working
stone. A pech artisan rivals even the most accomplished
of dwarves in their ability to carve beauty from the earth’s
rough environments. Pech lairs have many choke points,
which the inhabitants will close off with a wall of stone spell
should they be invaded.

Pech live in clans of 10-30 individuals, containing equal
numbers of both males and females. Most clans support an
egalitarian society where every voice is considered before
the clan acts. They are normally led by a small group of
elders, but many also hold regular elections to introduce
new leadership.

Pech mate for life and live alongside their families in the
same clan. Some pech clans that have regular contact with
humanoid cultures have developed systems for marriage
and more complex familiar relationships.

Ecology. Clans of pech carve out intricate cavern systems
and sometimes come into conflict with other subterranean
creatures. Most clans attempt diplomacy first, but if forced
to fight, each adult pech will take up arms to defend their
domain. Pech understand the value of precious metals and
gemstones and will purposefully mine these to trade with
other creatures. The pech themselves do not cherish gold,
diamonds, or other valuables, preferring to trade for items
that increase the clan’s safety and prosperity.

Role in Undermountain. Undermountain’s subterranean
halls, especially those reaching deep under Mount
Waterdeep, could support clans of pech. Depending on
the clan’s nature, they may either be eager to meet an
adventuring party or wary of them. In either case, they are
not likely to attack first. If the party is facing off against
a difficult stony foe, such as a powerful diamond golem,
allying with pech could be invaluable.

RapurieL, SkY Rancer o GoNp (GREATER Houmd

Archon)
Medium celestial, lawful good

Armor Class 20 (+3 leather armor)

Hit Points 127 (17d8+51)

Speed 40 ft.

STR 14 (+2) DEX 23 (+6) CON 16 (+3) INT 10 (+0)
WIS 16 (+3) CHA 20 (+5)

Saving Throws Dexterity +11 Constitution +8
Wisdom +8
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Skills Insight +8 Perception +13 Persuasion +8
Stealth +11, Survival +8

Damage Resistances poison, necrotic, radiant,
bludgeoning, piercing, and slashing from
nonmagical weapons.

Damage Immunities lightning

Condition Immunities charmed, exhaustion,
frightened, petrified, possessed

Senses truesight 120 ft, passive Perception 23

Languages all, Telepathy 120 ft.

Challenge 16 (15,000 XP)

Legendary Resistance (2/Day) If Randuriel fails a

saving throw, it can choose to succeed instead.

Angelic Weapons. Randuriel’s weapon attacks are
magical. When it hits with any weapon, the weapon
deals an extra 18 (4d38) radiant damage (included in
the attack)

Blessing of the Flying Ace. Randuriel can grant
worthy allies the knowledge and skills to fly in one
of Gond'’s biplanes, the handcrafted GX-11 Dire
Falcons. There is no limit on the number of blessings
he can bestow, and any given blessing will last

until he dismissed. The blessing grants expertise in
Vehicles (Air).

Flying Ace. Randuriel adds double its proficiency
bonus to all Vehicle (Air) checks.

Keen Senses. Randuriel has advantage on all Wisdom
(Perception) checks and adds double its proficiency
modifier to the Perception skill.

Lightning Reflexes. Randuriel has advantage on
initiative checks.

Magic Resistance. Randuriel has advantage on saving
throws against spells and other magical effects.

Innate Spellcasting. Randuriel’s spellcasting ability is
Charisma (spell save DC 18). Randuriel can innately
cast the following spells, requiring only verbal
components:

At will: aid, detect evil and good, feather fall, magic
circle, protection from evil and good, teleport (self
only, no mishap possible)
3/day: cure wounds (6" level), greater invisibility
1/day: control weather, raise dead
Psychic Link. Randuriel is linked psychically to
his mighty biplane, Paladin’s Grace. When flying,
they can operate in perfect harmony as one mind,
switching places in the initiative order at will.

ACTIONS



Multiattack. Randuriel makes two rapier attacks or
one blunderbuss attack.

Bite. Melee Weapon Attack: +7 to hit, reach 5 ft., one
target. Hit: 6 (1d6+2) piercing damage + 18 (4d8)
radiant damage.

Rapier. Melee Weapon Attack: +11 to hit, reach 5 ft.,
one target. Hit: 10 (1d8+6) piercing damage +18
(4d8) radiant damage.

Blunderbuss. Ranged Weapon Attack: +11 to hit,
reach 30/60, one target. Hit: 14 (2d8+6) piercing
damage and 18 (4d8) radiant damage.

LEGENDARY ACTIONS

Randuriel can take 2 Legendary Actions, choosing
from the options below. Only one legendary action
can be used at a time, and only at the end of another
creature’s turn. Spent legendary actions are

regained at the start of each turr

Relentless Antagonist.
Randuriel can make
one attack with
either his rapier,
his blunderbuss,

or Paladin’s Grace
machine guns if
piloting the vehicle

Maneuver.
Randuriel can
make a Vehicle
(Air) check

to reposition
Paladin’s Grace.

Serpentine.
Randuriel can take
the Dodge action.

Spellcasting.
Randuriel can
cast a spell.

UNLIKE THE

HouND ARCHON
PRESENTED IN
MONSTERS OF THE
GuiLo (pG. T 3),
RANDURIAL IS A
GRrEeATER HouND
ARCHON SENT BY THE
GOND HIMSELF TO KEEP

THE DEADLY GOBLIN ACES AND
THEIR UNDEAD WARPLANES

CONTAINED WITHIN UNDERMOUNTAIN. [71S DIVINE MISSION
IS TO EVENTUALLY DESTROY THE ABOMINATIONS TO THE
WONDERBRINGER PERMANENTLY. [1E HUNTS THEM FROM
HIS SECRET FLOATING ISLAND RELENTLESSLY, ATTACKING
FLIGHTS OF GOBLIN ACES AND DESTROYING THE PLANES
AND PILOTS WITH INCREDIBLE SKILL AND DIVINE POWER.

Randuriel is cordial, friendly, and charismatic. He is
persistent and methodical in his goal to wipe out the goblins
but has to work against Halaster’s mad scheme to keep the
goblins in perpetual war. Halaster has thoroughly thought
through what needs to be done to maintain the goblins
perpetual war, and the evil warmongering creatures breed
faster than Raduriel can kill them.

Combat. Randuriel takes the fight to the goblin aces in
his sentient biplane, Paladin’s Grace, with skill and ferocity
that defines hound archons. He attacks from above, blasting
enemy planes with holy firepower granted to him by Gond

in his divine mandate. He prefers hit and run tactics
hecause even though he is more powerful
than the goblins, he is greatly
outnumbered.

Habitat/Society.
Randuriel lives alone
in a small concealed

air node hidden

within one of the
perpetual storms
that float about in
the Sky Realm of
Undermountain.
The small floating
island holds
a quaint and
comfortable house
and a hanger bay
where Paladin’s
Grace remains,
meditating until
the holy call of
battle.

Ecology.
Randuriel is a
celestial being,
an angel of
good. While he
doesn't require
food or drink,
he maintains a
simple and spartan

daily routine on his
air node when not
in direct combat with
the goblin aces. His piety to Gond
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is reflected in his daily routine. Randuriel can be found
tinkering with the GX-11 Dire Falcon biplanes, created
with the blessings of Gond and put into service on the
chance that he can recruit suitable heroes to his cause.

Role in Undermountain. Randuriel is on a mission from
Gond to wipe out the goblin aces and destroy their heretical
necrotechnology and abuse of smokepowder. He will stop at
nothing to destroy all the goblins. If a group of noble heroes
find their way to the Sky Realm, he will seek them out to
recruit them in his noble quest, being rewarded by Gond if
they help Randuriel succeed in his mission.

RascLinN

Small beast, neutral

Armor Class 13

Hit Points 55 (7d6 + 21)

Speed 40 ft.

STR 14 (+2) DEX 18 (+4) CON 16 (+3) INT11 (+1)
WIS 12 (+1) CHA 14 (+2)

Damage Resistances poison

Condition Immunities poisoned

Senses passive Perception 11

Languages Common, Druidic

Challenge 2 (450 XP)

Keen Sight and Smell. The rasclinn has advantage on

Wisdom (Perception) checks that rely on sight or

smell.

Plant Bane. The rasclinn’s teeth and claws are
considered magical for purposes of overcoming
damage immunity and damage resistance for
creatures of the plant subtype.

ACTIONS
Multiattack. The rasclinn makes two attacks.

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target, Hit: 11 (2d8 + 2) piercing damage.

Rend. Melee Weapon Attack: +5 to hit, reach 5 ft.,
one target, Hit: 16 (4d6 + 2) slashing damage.

REACTIONS

Rage: If the rasclinn begins its turn with less than
half of it maximum hit points, it gains advantage on
all attack rolls and saving throws.

A RASCLINN LOOKS LIKE A SILVER METALLIC FOX WITH

A REPTILIAN TAIL AND DEEP SET ORANGE EYES. THEIR
TEETH AND CLAWS ALSO HAVE A METALLIC SHEEN. THESE
CREATURES WERE ONCE HUNTED TO NEAR EXTINCTION
FOR THEIR CLAWS, TEETH, AND PELTS. WATERDAVIANS
OUTLAWED HUNTING RASCLINN WHEN THEY DISCOVERED
THE REASON FOR THEIR LUMINOUS COAT. THEY ATTACK,
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KILL AND EAT CARNIVOROUS PLANTS RICH IN METALS
AND NUTRIENTS. RASCLINN HATE PLANTS AND EAT THEM
EXCLUSIVELY. THEY ARE ALSO KEPT AS PETS.

Combat. In combat, the rasclinn will attack only if
cornered. They will attack only plants unless starving. It can
eat meat to survive but prefers plants. They like to use their
rend attack to rip up the plant roots. Rasclinn are hard to
kill; they fly into a rage when injured and often will fight to
the death as a result.

Habitat/Society. The wild rasclinn live in forests where
they kill and eat plants. Domesticated rasclinn are used for
weeding and pest control. Rasclinn like to eat carnivorous
plants which are rich in metals and nutrients crucial to the
rasclinns diet. Carnivorous plants hinder logging operations
around Waterdeep and the recovering rasclinn population
are trained to eat all manner of hostile or invasive plant life.
The rasclinn mate once a year and a litter yields 2 to 4 pups.

Ecology. Larger predators will eat rasclinn though the
fight will be dire. The rasclinn’s teeth and claws are fortified
by their high metal intake. The rasclinn are herbivores but
may eat nutrient-rich organs if starving.

Role in Undermountain. Many exotic and dangerous
plants grow in Undermountain. When food is scarce or
their habitat threatened, rasclinn will retreat underground
and feast on the vile flora of the darkness. The rasclinn who
adapt to the maddening depths are feral and rabid. They
attack anything they see.

| think Loro Shilom first
took one as a pet, after that
It became anfashionable

to wear rasclinn pelts. He
recognized the utility of the
Creature. Some of the tribes
to the north still hunt them
bat they no longer bring
their hides to our markets

.-- now Skdllport? That’s
another story altogether!



Suapow Asp

Tiny monstrosity, neutral evil

Armor Class 15

Hit Points 17 (7d4)

Speed 30 ft.

STR 4 (-3) DEX 20 (+5) CON 11 (+0) INT 3 (-4) WIS
12 (+1) CHA 7 (-2)

Skills Perception +3, Stealth +7

Damage Resistances bludgeoning, piercing, and
slashing from nonmagical weapons

Senses blindsight 10 ft., darkvision 120 ft., passive
Perception 13

Languages —

Challenge 1 (200 XP)

Ambush. On the first round of each combat, the

shadow asp has advantage on attack rolls against a

creature that hasn’t taken a turn yet.

Shadow Stealth. While in dim light or darkness, the
shadow asp can take the Hide action as a bonus
action. Its Stealth bonus is also improved to +9.

Sunlight Weakness. While in sunlight, the shadow
asp has disadvantage on attack rolls, ability checks,
and saving throws.

ACTIONS

Bite. Melee Weapon Attack: +7 to hit, reach 5 ft., one
target. Hit: 1 piercing damage and the target must
make a DC 13 Charisma saving throw against poison.
On a failure, the target’s shadow animates, becoming
a shadow (MM, p269). During this time, the
target does not cast a shadow. If the shadow is
slain, it returns to the target with no further
effect. If a remove curse spell is cast on the
shadowless creature, the effect ends. On a
success, the target is immune to shadow
asp poison for 24 hours.

SHADOW ASPS APPEAR AS NATURAL ASPS
WITH BLACK, UNADORNED SCALES. UPON
CLOSER INSPECTION IT IS CLEAR THEIR
BODIES ARE PARTIALLY INSUBSTANTIAL,
SHIFTING AND MOVING WITH THE
SHADOWS THEMSELVES. THE MAGICAL
SNAKES MAKE PRACTICALLY NO NOISE
AS THEY STALK THEIR PREY.

Combat. Shadow asps rely on their
superior stealth to hunt their targets in the dark
tombs and forgotten desert ruins of Har’Akir. The asps use
their dark domains to set deadly ambushes for intruders,
striking quickly before retreating and letting their magical
venom do its work. While the shadow asp’s bite is not

dangerous to a hardy adventurer, their venom causes the
victim’s shadow to magically animate. The shadow is not
under the asp’s control but has an innate desire to kill the
from which it came.

Habitat/Society. Shadow asps are commonly found
throughout Har’Akir, Ravenloft’s desert realm ruled by the
mummy lord, Anhktepot, as tomb and vault guardians.
They are thought to be created by clerics and wizards of that
dark realm, but the exact process is still unknown outside
Har’Akir. Some believe they are bound to the area in which
they were summoned, whereas others claim an entire brood
of shadow asps can be made to serve a royal bloodline. It
is important to note that while the shadow asp can create
undead shadows, they are themselves not undead.

These creatures are fiercely territorial and attack any
living creature that enters their domain. Due to the nature
of their venom, it is likely several shadows share the asps’
domain. Strangely there is not always enough corpses in the
lair to account for the number of shadows, leading to more
than one legend of a Har’Akir tomb robber still searching
for their stolen shadow.

Ecology. Shadow asps are not a part of the natural order,
nor are they concerned with creating a niche. Researchers
are unable to say how the creatures subsist, but the leading
theory assumes their lifespan is determined when they are
created and do not require further nourishment.
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Role in Undermountain. The Mists have come to the
Realms many times, and to the Sword Coast in particular
in recent history. It is possible that a planar traveler with
knowledge of Ravenloft has returned from Har’Akir
with a brood of shadow asps and taken up residence
in Undermountain. These unique creatures may be of
particular interest to yuan-ti or other serpentine monsters,
such as nagas.

SHock VINE

Large plant, neutral

Armor Class 15 (natural armor)

Hit Points 114 (12d10 +438)

Speed 5 ft.

STR 20 (+5) DEX 8 (-1) CON 18 (+4) INT6 (-2) WIS
8 (-1) CHA 3 (-4)

Damage Resistances bludgeoning

Condition Immunities blinded, deafened, paralyzed,
petrified, prone, stunned

Senses blindsight 30 ft. passive Perception 9

Languages understands Common and Druidic but
cannot speak.

Challenge 7 (2,900 XP)

False Appearance. \While the stone vine remains

motionless, it is indistinguishable from ivy vine.

ACTIONS
Multiattack. The shock vine makes three attacks.

Tendril. Melee Weapon Attack: +8 to hit, reach 15 ft.,
one target, Hit: 18 (3d8 + 5) slashing damage.

Slam. Melee Weapon Attack: +8 to hit, reach 15 ft,
one target, Hit: 15 (3d6 + 5) bludgeoning damage.

Ensnare. Melee Weapon Attack: +8 to hit, reach 15
ft., one target, Hit: 12 (2d6 + 5) piercing damage
and the target must make a DC 14 Constitution
saving throw, taking 7 (2d6) poison damage and

is restrained. A success halves the damage and the
target is not restrained. The restrained creature must
repeat this saving throw at the end of its next turn.
Failure results in the condition continuing. Failure
by 5 or more results in the creature becoming
incapacitated. One success ends these conditions.

These invasive vines are voracious eaters. The shock vine
has thick twisted vines and dark green, four-pointed leaves.
Most times wary travelers will spot the remains of previous
victims and the debris they left behind. Many of the vines
also have thorns that deliver coma-inducing poison. They
look innocuous enough but are aggressive and relentless
when hungry. They are always hungry.
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Combat. In combat, the shock vine will attack the legs
and feet first, going for a trip. It will use its poison on one
victim at a time. Once a victim is incapacitated, the shock
vine will bind the target, pull it to the ground, and slowly
drain the fluid from the target until nothing but a desiccated
husk remains.

Habitat/Society. Shock vines are sometimes
planted near buildings as part of a security measure.
Normally they grow in a dense woods far from a water
source, as they do not need such sustenance. They are
sometimes found to act independently in groups of 2 or
more.

Ecology. These invasive vines are voracious eaters. The
shock vine is a carnivorous plant that eats nearly anything
that is unfortunate enough to encounter it. Rasclinn are its
most notorious predator.

Role in Undermountain. Shock vines are planted in
subterranean choke points as a security measure. They
are low maintenance, aggressive, and invasive; a perfect
primary perimeter defense measure for sentient beings
wishing to protect settlement or lair.

| hao planted a few shock
oines around Mmy tower but
| never got therm to grow.
They were not as chatty as
mgy other plants. Perhaps
that’s why they mooed on.

SLIG
Medium humanoid (goblinoid), lawful evil

Armor Class 18 (chainmail, shield)

Hit Points 16 (3d8 + 3)

Speed 30 ft.

STR 18 (+4) DEX 10 (+0) CON 12 (+1) INT8 (-1)
WIS 10 (+0) CHA 6 (-2)

Skills Athletics +4, Perception +2

Senses darksight 60 ft., passive Perception 12

Languages Common, Goblin, Slig

Challenge 1/2 (100 XP)

Taunt: Once per turn as a bonus action, the slig may

taunt a target that is able to hear or see the slig. The

target must make a DC 10 Charisma saving throw.

On a failure, the target is angered and suffers a -2 to

AC but gains +2 to hit until the end of its next turn.

On a success, nothing happens.



ACTIONS Ecology. Slig are omnivorous scavengers. They do
sometimes cook their food. Slig are killed by large
predators. They kill and eat many invasive pests. They

Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one

target, Hit: 7 (1d6 + 4) piercing damage. dislike and are untrusting of non-goblinoid races.

Spear. Melee Weapon Attack: +4 to hit, reach 5 ft,, Role in Undermountain. The Slig of Undermountain
one target, Hit: 7 (1d6+ 4) piercing damage, or 8 have a temple in a large chamber far beneath the city. The
(1d8+4) piercing damage if used with two hands. walls of the temple are adorned with gemstones and a

glittering treasure. This is the trophy room. This is a cache

Spear, Rangeelicapenifit g o gl oe of everything they have won or stolen. The room is guarded

20/60 ft., one target, Hit: 7 (1d6+ 4) piercing

by slig champions.
damage.
Spit. Ranged Weapon Attack: +2 to hit, range 10/40 ‘
ft., one target, Hit: 3 (1d6) poison damage, and The Slig champion is a single

the target must make a DC 10 Constitution saving
throw, taking an additional 7 (2d6) poison damage
on a failed save, half as much on a successful one.

minoed creatdre. It enjoys
o only the souno of battle
L&Y ano the thrill of victory.

THE SLIG ARE A BIGGER, MORE ROBUST COUSIN OF
GOBLINOID RACES. THEY HAVE AN ALMOST CANINE HEAD
AND EARS, A THICK HIDE, A VESTIGIAL TAIL, AND A MOUTH
FULL OF CROOKED, POINTED TEETH.

Combat. In combat they are ruthless marauders. They
seek and kill quickly and leave no survivors. They hate
humans and especially elves. They will attack these races
first. They like to use their Taunt ability and then use the
Spit attack while their foes guard is down. They will also
use the Spit attack if they have already thrown their spear.

The Slig langaage is one |
know bat | can’t speak it
withodat being ill. It requires
one to haove a lot of phlegm
in their throat. 'm sare
the lingering sodr taste of
oomit helps too; It is a vile
tongae. The sgnonygms FOr
“FOO0” ano “poop” are often
interchangeable.

They will bite if unarmed and cornered. They will not flee.

Habitat/Society. Slig live underground in caves and hunt
forests, swamps, and fields. The slig are crude, brutal, and Ay :
filthy. They hate weakness and are very athletic. Despite \ & — [y
being lower than average intelligence, they play many types \
of sports that condition them for combat. They are also
skilled linguists. They have their own language and many
speak Goblin and Common as well. Slig hierarchy is based
on skill in battle and athletic prowess. Slig bury their dead.
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SLiG CHAMPION
Medium humanoid (goblinoid), lawful evil

Armor Class 18 (chainmail, shield)

Hit Points 32 (5d8 + 10)

Speed 30 ft.

STR 20 (+5) DEX 12 (+1) CON 14 (+2) INT8 (-1)
WIS 10 (+0) CHA 6 (-2)

Skills Athletics +4, Perception +2

Senses darksight 60 ft., passive Perception 12

Languages Common, Goblin, Slig

Challenge 1 (200 XP)

Taunt: Once per turn as a bonus action, the slig

champion may taunt a target that is able to hear or

see the slig. The target must make a DC 12 Charisma

saving throw. On a failure, the target is angered and

suffers a -2 to AC but gains +2 to hit until the end of

its next turn. On a success, nothing happens.

ACTIONS

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target, Hit: 8 (1d6 + 5) piercing damage.

Spear. Melee Weapon Attack: +5 to hit, reach 5 ft.,
one target, Hit: 8 (1d6+ 5) piercing damage, or 9
(1d8+5) piercing damage if used with two hands.

Spear. Ranged Weapon Attack: +3 to hit, range
20/60 ft., one target, Hit: 8 (1d6+ 5) piercing
damage.

Spit. Ranged Weapon Attack: +3 to hit, range 10/40
ft., one target, Hit: 4 (1d8) poison damage, and

the target must make a DC 10 Constitution saving
throw, taking an additional 9 (2d8) poison damage
on a failed save, half as much on a successful one.

SLIG CHAMPIONS ARE HUGE, THICKLY MUSCLED SLIGS.
THEIR LEATHERY SKIN IS CRISSCROSSED WITH MANY SCARS.
THEY COMMAND GREAT RESPECT IN THE TRIBE. THEY ARE
TASKED WITH PROTECTING THE TRIBE'S TROPHY ROOM(S)
AND BREEDING WARRENS FROM RAIDERS.

Combat. In combat, the slig champion will fight
cooperatively with their comrades to quickly defeat and
destroy enemies. They often mutilate the bodies of enemies
and fashion grizzly trophies from the remains.

Habitat/Society. Slig champions live underground in
caves and hunt forests, swamps, and fields. Slig champions
are crude, brutal, and filthy. They hate weakness and are
very athletic. Despite being lower than average intelligence,
they play many types of sports that condition them for
combat. They are also skilled linguists. They have their own
language and many speak Goblin and Common as well. Slig
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hierarchy is based on skill in battle and athletic prowess. Slig
bury their dead.

Ecology. Slig are omnivorous scavengers. They do
sometimes cook their food. Slig are killed by large
predators. They kill and eat many invasive pests. They
dislike and are untrusting of non-goblinoid races. Slig
champions kill for sport, they seek to hone their combat
skills and become more efficient at killing.

Role in Undermountain. The slig champion command
those sligs delegated to guarding the slig temples within
Undermountain. A slig champion commander cares little
for the sligs beneath him and will willingly sacrifice those
sligs before closing in to battle.

SLIME WoRrM
Huge beast, unaligned

Armor Class 16 (treasure coating)

Hit Points 133 (14d10 + 56)

Speed 20 ft., burrow 20 ft.

STR 18 (+4) DEX 8 (-1) CON 17 (+4) INT1 (-5) WIS
8 (-1) CHA 4 (-3)

Saves Con +7, Wis +2

Skills Stealth +5

Senses blindsight 30 ft., tremorsense 60 ft., passive
Perception 9

Languages —

Challenge 6 (2,300 XP)

Camouflage. While the slime worm remains

motionless in a pile of coins or other treasure,

creatures have disadvantage on Wisdom (Perception)

ability checks to spot it.

ACTIONS

Bite: Melee Weapon Attack: +7 to hit, reach 10 ft.,
one target. Hit: 17 (3d8 + 4) piercing damage. If the
target is a Large or smaller creature, it must succeed
on a DC 15 Dexterity saving throw or be swallowed
by the worm. A swallowed creature is blinded and
restrained, it has total cover against attacks and other
effects outside the worm, and it takes 17 (5d6) acid
damage at the start of each of the worm’s turns. If
the worm takes 20 damage or more on a single turn
from a creature inside it, the worm must succeed on
a DC 18 Constitution saving throw at the end of that
turn or regurgitate all swallowed creatures, which

fall prone in a space within 10 feet of the worm. If
the worm dies, a swallowed creature is no longer
restrained by it and can escape from the corpse by
using 15 feet of movement, exiting prone.



SLIME WORMS ARE PREDATORY ANNELIDS WHO HAVE
ADAPTED TO LIFE IN TREASURE-FILLED DUNGEONS. THEIR
THICK, SEGMENTED BODIES EXCRETE A STICKY MUCUS,
WHICH THEY USE TO ADHERE COINS AND OTHER TREASURE
TO THEIR BODIES. THE AVERAGE SLIME WORM IS S FEET
IN DIAMETER AND 3 O-FEET-LONG, WEIGHING 15,000
POUNDS.

Combat. Slime worms burrow into large treasure hoards
and wait for unsuspecting looters. Their hides are covered
in coins and other treasures, which they use as both
camouflage and armor. Once they sense prey using their
tremorsense, the slime worm attacks the largest creature,
quickly devouring it.

Habitat/Society. Slime worms lair in areas rich in
treasure, such as hidden dungeons and crypts. Some are
kept as guardians for large vaults, providing an economical
alternative to golems and other magically-crafted sentries.

Like many annelids, slime worms are hermaphrodites.
Two or more mature slime worms couple once a year,
impregnating each individual. They return to their lairs
and spin a large cocoon, burying it in a pile of treasure.
After 3 months, the cocoon breaks open, producing 2 to 3
hatchling slime worms. They immediately cover themselves
in treasure and begin seeking out their own domains. A
hatchling slime worm is 10-feet-long and grows to mature
size within a year.

Ecology. Slime worms seek out treasure hoards large
enough to support their massive size, often relocating
several times in their life. Researchers are unsure how
the worms are able to sense treasure or whether it is an
inherited ancestral trait. The beasts will devour any living
matter, but most often prey upon greedy humanoids who
wander too close to their lairs.

Role in Undermountain. Every dungeon has its
treasure hoards, and there is a lot of dungeon in

Undermountain. Dozens of slime worms may have taken up

residence in the Mad Mage’s chambers, coating themselves
in ancient treasures. If there are areas without stone
flooring, a slime worm could use its burrowing capabilities
to easily traverse the area, seeking out a new lair.

STICKY TREASURES

A slime worm'’s adhesive body is covered in
treasures. Removing all of the coins and items
requires either a DC 16 Wisdom (Survival) or DC
15 Strength check and 3 hours of diligent work. If
the characters use strong alcohol as a solvent, they
have advantage on the check. A typical slime worm is
covered in 2,500 gp worth of coins, gemstones, and
other small treasures. There is a 50% chance the slime
worm has a magic item stuck

to it. If it does, roll once on Magic Item Table F (DMG,
chapter 7). If the slime worm is encountered as part
of a treasure hoard, reduce the hoard’s value by this
amount.

STONE SNAKE

Huge monstrosity, unaligned

Armor Class 17 (natural armor)

Hit Points 82 (11d12 + 11)

Speed 30 ft.

STR 19 (+4) DEX 12 (+1) CON 13 (+1) INT1 (-5)
WIS 10 (+0) CHA 3 (-4)

Skills Perception +3, Stealth +4

Damage Immunities fire, poison

Damage Resistances piercing and slashing from
nonmagical weapons that aren’t adamantine

Condition Immunities petrified, poisoned

Senses blindsight 10 ft., darkvision 60 ft., passive
Perception 13

Languages —

Challenge 5 (1,800 XP)

Stone Camouflage. The stone snake has advantage

on Dexterity (Stealth) checks made to hide in rocky

terrain.
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ACTIONS

Bite. Melee Weapon Attack: +7 to hit, reach 10 ft.,
one target. Hit: 11 (2d6 + 4) piercing damage and
the target must make a DC 14 Constitution saving
throw against poison. On a failed save, the creature
magically begins to turn to stone and is restrained. It
must repeat the saving throw at the end of its next
turn. On a success, the effect ends. On a failure,

the creature is petrified until freed by the greater
restoration spell or other magic.

Slam. Melee Weapon Attack: +7 to hit, reach 10 ft.,
one target. Hit: 15 (2d10 + 4) bludgeoning damage.
If the target is a creature, it must make on a DC 14
Strength saving throw or be knocked prone.

STONE SNAKES LOOK MUCH LIKE THEIR GIANT
CONSTRICTOR SNAKE COUSINS, BUT THEIR SCALES ARE
INTERLOCKING SECTIONS OF STONE-LIKE MATERIAL, SIMILAR
TO GRANITE. THE SNAKE'S COLORATION RESEMBLES
GRANITE, RANGING FROM WHITE TO ROSY PINK WITH VEINS
OF DARK GREYS AND BLACKS. THESE COLORS RESEMBLE
GRANITE NATIVE TO THE STONE SNAKE'S ENVIRONMENT,
PROVIDING NATURAL CAMOUFLAGE.

Combat. The stone snake has two primary forms of
attack: a quick jab with their heavy, broad head and a
venomous bite that delivers a magical venom capable
of petrifying the target. The snakes rely on their nearly
impervious bodies to withstand attacks from predators
native to their domains.

After their petrifying venom takes effect, the victim
slowly turns to granite, resembling the snake’s own hide.
The snake then drags the target back to its lair, where it is
devoured by it and any hatchlings it may be guarding.

Habitat/Society. Stone snakes are habitually found in
mated pairs protecting a clutch of eggs. Their eggs, which
resemble irregularly-shaped chunks of granite, take nearly
two years to hatch, forcing the pair to devote many of
their resources to protecting the unhatched young. When
the young hatch, they are only a foot long and bright
white. Over the first six months of their lives, they grow
rapidly, tripling in size as they develop camouflaging
hues along their stony hide. Once they are able to hide in
their environment, they are pushed from the nest by their
parents.

Deep cavern systems with naturally occurring mineral
resources are the most likely environment to house
stone snakes. Some surface dwelling species have been
encountered in mountain ranges or along prominent
canyons.

Ecology. Stone snake’s consume mineral matter for
subsistence, preferring granite and other dense stone. They
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cannot, however, digest certain gemstones, which can often
be found discarded in their lairs. These gemstones include
diamonds, emeralds, sapphires, and zircon. They prefer

to eat naturally occurring minerals in their subterranean
domains but will hunt living creatures, using their poison to
create a food source, if food is scarce.

Scholars still debate the stone snake’s origin. Similar
species have been found on the Elemental Plane of Earth,
which lend credence to the belief they are extraplanar
creatures. Others believe they were created by a powerful
medusa, who imparted the terrible power of her curse onto
the first stone snake.

Role in Undermountain. Stone snakes are regularly found
in the Underdark and might have come to Undermountain
in search of food. Moreover, they are prized pets for
alchemical and arcane researchers, who have found their
venom, when safely extracted, can be used as a reagent
in powerful potions and magic items that duplicate the
stoneskin spell. Artificers looking to create gemstone golems
may hire adventurers to scour a stone snake den in search of
diamonds and emeralds.

SWORD SPIDER

Large beast, unaligned

Armor Class 15 (natural armor)

Hit Points 78 (12d10 + 12)

Speed 30 ft., climb 30 ft.

STR 14 (+2) DEX 18 (+4) CON 13 (+1) INT2 (-4)
WIS 11 (+0) CHA 4 (-3)

Skills Stealth +7

Senses blindsight 10 ft., darkvision 60 ft., passive
Perception 10

Languages —

Challenge 5 (1,800 XP)

Spider Climb. The sword spider can climb difficult

surfaces, including upside down on ceilings, without

needing to make an ability check.

Web Sense. While in contact with a web, the sword
spider knows the exact location of any other creature
in contact with the same web.

Web Walker. The sword spider ignores movement
restrictions caused by webbing.

ACTIONS

Multiattack. The spider makes three attacks: one with
its bite and two with its sword legs.

Bite. Melee Weapon Attack: +7 to hit, reach 5 ft.,
one target. Hit: 8 (1d8 + 4) piercing damage and
the target must make a DC 12 Constitution saving
throw, taking 9 (2d8) poison damage on a failed



save, or half as much on a successful one. If the
poison damage reduces the target to O hit points,
the target is stable but poisoned for 1 hour and is
paralyzed while poisoned in this way, even after
regaining hit points.

Sword Leg. Melee Weapon Attack: +7 to hit, reach

5 ft., one target. Hit: 11 (2d6 + 4) slashing damage
and the target must make a DC 12 Constitution
saving throw or become wounded. A wounded target
takes 2 (1d4) damage for each wound due to blood
loss at the start of their turn. The wounded creature,
or a creature within 5 feet of it, can use an action

to make a DC 15 Wisdom (Medicine) check to end
the effect of all such wounds on it on a success.
Additionally, one hit point of magical healing will end
the effect of all such wounds on the creature.

Web (Recharge 5-6). Ranged Weapon Attack:

+7 to hit, range 30/60 ft., one creature. Hit: The
target is restrained by the webbing. As an action,
the restrained target can make a DC 12 Strength
check, bursting the webbing on a success. The
webbing can also be attacked and destroyed (AC
10; hp 5; vulnerability to fire damage; immunity to
bludgeoning, poison, and psychic damage).

SWORD SPIDERS ARE A SUBSPECIES OF GIANT SPIDERS
KNOWN FOR THEIR BLADED LEGS. THE SPIDERS HAVE
EVOLVED A SPECIAL RATOR-SHARP CHITINOUS COAT ON
EACH OF THEIR EIGHT LEGS, WHICH THEY USE TO HUNT

PREY. THEY RESEMBLE A GIANT SPIDER IN EVERY OTHER
WAY.

Combat. Sword spiders use their bladed legs as primary
weapons. After ambushing their prey, the sword spider
rears up on its rear six legs and slashes with its forelegs. The
chitinous blades make long, deep cuts that continue to bleed
until healed or the victim dies. Like all giant spiders, they
also have a venomous bite capable of paralyzing their prey,
which they carry back to their dens and encase in webbing.

Habitat/Society. Sword spiders can survive in most
temperate climates but prefer dark forests or subterranean
locations. They are found throughout the Sword Coast
and Underdark with a particularly large population in the
Cloakwood, just south of Baldur’s Gate. They are normally
encountered alone but are sometimes tamed by ettercaps.

The Spider Queen’s children, the drow, keep sword spiders
as elite house guardians. Drow surface raiding parties are
sometimes accompanied by half a dozen sword spiders,
controlled by an Arachnomancer or Priestess of Lolth.

Ecology. Sword spiders are descended from a similar
breed native to the Mhair Jungles of Halruaa. They
were introduced to the drow and have since spread
throughout Toril. They resemble typical spiders in regard to
reproduction and diet.

Role in Undermountain. Sword spiders are a common
threat throughout the Sword Coast. They could have been
introduced to Undermountain years ago and have since
made a colony there. Sword spiders are likely to be found
serving drow, who have been spotted in Undermountain
over the years.

TENTAMORT

Small monstrosity, neutral

Armor Class 13 (natural armor)

Hit Points 71 (11d8 + 22)

Speed 20 ft., climb 20 ft.

STR 18 (+4) DEX 13 (+1) CON 15 (+2) INT3 (-4)
WIS 14 (+2) CHA 6 (-2)

Saves Con +4

Skills Perception +4, Stealth +5

Senses blindsight 60 ft. (blind beyond this radius),
passive Perception 14

Languages —

Challenge 4 (1,100 XP)

Keen Smell. The tentamort has advantage on Wisdom

(Perception) checks that rely on smell.
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Sticky Tentacles. The tentamort can climb difficult
surfaces, including upside down on ceilings, without
needing to make an ability check.

Tentacles. The tentamort has two tentacles it uses as
weapons. Each tentacle can be attacked (AC 16; 20
hit points). Destroying a tentacle deals no damage
to the tentamort. The tentamort regrows destroyed
tentacles after finishing a long rest.

ACTIONS

Multiattack. The tentamort makes two attacks:
one with its constricting tentacle and one with its
stinging tentacle.

Constricting Tentacle. Melee Weapon Attack: +6

to hit, reach 10 ft., one target. Hit: 9 (2d4 +4)
bludgeoning damage and the target is grappled
(escape DC 15). Until this grapple ends, the target is
restrained and the tentamort can’t use this attack on
another target.

Stinging Tentacle. Melee Weapon Attack: +6 to hit,
reach 10 ft.,, one target. Hit: 6 (1d4 +4) piercing
damage. The target must make a DC 15 Constitution
saving throw. On a failed save, the target takes 14
(4d6) poison damage and is poisoned for 1 minute.
At the end of this time, the target must repeat

the saving throw. On a failure, the creature takes

31 (7d8) poison damage and is poisoned until it
finishes a long rest. The target dies if reduced to O
hit points by this poison.

TENTAMORTS ARE STRANGE DUNGEON PREDATORS
THOUGHT TO BE DISTANTLY RELATED TO SQUIDS. THEIR
BODY CONSISTS OF A SMALL CENTRAL SPHERE COVERED
IN A THIN CHITINOUS SHELL. THIS SPHERE CONTAINS ALL
OF THE CREATURE'S ORGANS AND CONTROLS THE REST OF
ITS BODY, WHICH CONSISTS OF A TOTAL OF 8 TENTACLES.
TENTAMORTS DO NOT HAVE EYES, RELYING ON A
SPECIALIZED ORGAN THAT ALLOWS THEM TO DETECT BODY
HEAT. THE SIX SMALL TENTACLES SPROUTING FROM THE
UNDERSIDE OF THE TENTAMORT'S BODY END IN SUCTION
CUPS, WHICH IT USES TO CLIMB VERTICAL SURFACES. Two
LARGER TENTACLES, MEASURING 1O FEET IN LENGTH

AND 2 FEET IN DIAMETER, EXTEND FROM THE TOP OF
THE SPHERICAL BODY. THE TENTAMORT USES THESE

AS ITS WEAPONS. ONE OF THE TENTACLES GRASPS AND
CONSTRICTS PREY WHILE THE OTHER EXTRUDES A LONG,
THIN, BONE-LIKE NEEDLE THAT INJECTS A DEADLY POISON.

Combat. Tentamorts drag themselves through dungeon
corridors, using their keen sense of smell to find a well-
traveled doorway or intersection. They use their suction-
cup tentacles to climb onto the ceiling or above a doorway,
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pulling up their large tentacles until they are ready to

attack. When a creature crosses into the tentamort’s reach, it
attacks with its constricting tentacle, creating an easy target
for its deadly sting. The poison injected through the needle
softens the target’s muscle tissue, liquifying internal organs
over the course of a minute. If the poison is effective and
the target dies, the tentamort sucks out the liquefied organs
through its stinger.

Habitat/Society. Tentamorts lair predominantly in
dungeon settings, but some are found in swamps and
wetlands. In dungeon complexes, they group together in
nests ranging from 4 to 8 individuals, claiming a well-
traveled portion of the area as their domain. In swamps,
they spread out, with an individual tentamort controlling a
1-mile-radius hunting ground. In either location, explorers
are likely to find the dried, brittle corpses a tentamort so
often leaves behind.

Like earthworms, tentamorts are hermaphroditic. They
give birth to clusters of young, typically totaling a dozen
individuals, of which half survive to adulthood. Although
they are not social creatures, tentamorts instinctively
understand that they can bring down larger prey if they
work together. A nest of tentamorts works together to
the best of their ability, sharing food sources as equally as
possible.

Ecology. Tentamorts are hunted by humanoids who share
their domain, such as goblins and orcs. The humanoids use
ranged weapons to quickly kill the tentamort, staying out
of the monster’s reach; a tribe that learns how to harvest
tentamort poison is a deadly force indeed.

Role in Undermountain. Hunting tentamorts and
returning their poison glands to certain factions within the
dungeon may provide the characters with much-needed
allies. Tentamorts also make a fantastic random encounter,
surprising the party as they cross into a new chamber.

TREN

Medium humanoid, neutral evil

Armor Class 13 (shield)

Hit Points 30 (4d8 + 12)

Speed 30 ft., Swim 40 ft.

STR 16 (+3) DEX 10 (+0) CON 16 (+3) INT6 (-2)
WIS 10 (+0) CHA 6 (-2)

Skills Perception +2, Stealth +2

Senses darksight 60 ft. passive Perception 10

Languages Troglodyte

Challenge 1 (200 XP)

Chameleon Skin. The tren has advantage on Dexterity
(Stealth) checks made to hide.



Stench. Any creature other than a tren or troglodyte that
starts its turn within 5 feet of the tren must succeed on
a DC 12 Constitution saving throw or be poisoned until
the start of the creature’s next turn. On a successful saving
throw, the creature is immune to the stench of all tren for 1
hour.

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

ACTIONS

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target, Hit: 7 (1d8 + 3) piercing damage.

Longsword. Melee Weapon Attack: +5 to hit, reach 5
ft., one target, Hit: 7 (1d8 + 3) slashing damage or 8
(1d10 +3) slashing damage if used with two hands.

THE TREN ARE A RACE OF PRIMITIVE TROGLODYTES WHO
LIVE UNDERGROUND. THEY LOOK LIKE LARGE, THICKLY
MUSCLED LIZARD MEN. THEY, LIKE MANY OF LIZARDMEN
STOCK, THEY PREFER STEEL WEAPONS. THEY CARRY
SHIELDS BUT THEIR PEAR-SHAPED BODY AND CHAMELEON
ABILITY MAKE ARMOR USE A .
CLUMSY PROPOSITION. /' /

Combat. In combat, tren J i /
use their Chameleon ability /§ ’,”
to lay in wait. They ambus
those who venture past.
Wary adventurers may &
be tipped off from 3
the awful smell they
emit as a defense :
mechanism. They
will usually try to
overwhelm foes by S
knocking them
down or by
pushing them

The tren are a savage ano
awarlike race. Thankgally
they oon’t come to the
sdurface as they are overy
sensitioe to light. If the Loros
ano Ladies of Wateroeep
knew of halfg of the things
that walk or crawl beneath
their feet, they wodlo leave
ano never return.

into pits, traps, or hazards. In water, they will try to pull
enemies under and drown them. They will flee if they think
they cannot win, but while fighting, they will press every
advantage.

Habitat/Society. Tren lairs and warrens are often near a
water source. They are hearty and ponderous on land but
deadly in water. The tren are a superstitious lot, often only
committing to an action if the omens are good.

Ecology. Tren are omnivorous scavengers, though they
prefer meat. They eat mammals, reptiles and amphibians.
Though they attack humanoids, they don’t usually eat
them. Tren do not mate, they breed. Females are bigger and
dominant. They select the mates from within and without
the tribe. The males guard the warrens while the females
hunt and bring food back to the nest.

Role in Undermountain. The tren have various tribes that

4 squabble for territory in Undermountain. The tribe with

| the most metal weapons and fertile females tends to assert
its claims most pugnaciously. Humans may discover that

raiding a tren warren may be a more convenient way to

acquire gear and provisions than returning to the surface.

VipEr TREE
Huge fiend, neutral evil

Armor Class 15 (natural armor)

Hit Points 126 (12d12 + 48)

Speed O ft. (immobile)

STR 21 (+5) DEX 8 (-1) CON 18 (+4) INT5 (-3) WIS

12 (+1) CHA 8 (-1)

Damage Vulnerabilities fire

Damage Resistances bludgeoning, piercing
-‘. Damage Immunities acid, cold, poison

: Condition Immunities poisoned

Senses blindsight 10 ft., darkvision 60 ft.,
\ passive Perception 11

Languages Abyssal
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Challenge 9 (5,000 XP)

Living Branches. The viper tree’s branches are
multicolored snakes. While the tree has many
branches, the viper tree can only control up to 5

at a time. Each branch can be attacked (AC 20;

12 hit points; same immunities, resistances, and
vulnerabilities as the viper tree). Destroying a branch
deals no damage to the viper tree. If a branch is
destroyed, another one takes its place on the viper
tree’s next turn.

Magic Resistance. The viper tree has advantage
on saving throws against spells and other magical
effects.

Multiple Heads. Due to the viper tree’s multiple
heads, it has advantage on saving throws against
being blinded, charmed, deafened, frightened,
stunned, and knocked unconscious.

ACTIONS

Multiattack. The viper tree makes as many bite
attacks as it has active branches.

Bite. Melee Weapon Attack: +8 to hit, reach 10

ft., one creature. Hit: 8 (1d6 + 5) piercing damage
plus 7 (2d6) poison damage, and the target must
succeed on a DC 15 Constitution saving throw or
their Dexterity score is reduced by 1d4. The target
dies if this reduces its Dexterity to 0. Otherwise, the
reduction lasts until the target finishes a short or
long rest.

VIPER TREES ARE STRANGE FIENDS NATIVE TO THE ABYSS.
SOME MYTHOLOGIES BELIEVE THEY ARE THE FORGOTTEN
OFFSPRING OF A VICIOUS SERPENT WHO GNAWS AT

THE ROOTS OF THE WORLD. FROM A DISTANCE, VIPER
TREES APPEAR TO BE LARGE WHITE BEECH TREES WITH
UNUSUAL BANDED OR MOTTLED MARKINGS. UPON CLOSER
INSPECTION, HOWEVER, ONE REALIZES THAT THE TREE'S
BRANCHES ARE A MASS OF WRITHING SNAKES AND THE
BARK IS SMOOTH AND SCALED.

Combat. When a potential meal wanders too close, the
viper tree lashes out with its serpentine branches, striking
a single opponent several times. The branches inject an
insidious venom that attacks the target’s central nervous
system, causing them to lose mobility in their extremities.
If subjected to large doses of the venom, the target’s organs
cease functioning.

While a single viper tree might have hundreds of
branches, it can only control 5 of them at a time as
independent weapons. If a branch is killed, the creature’s
brain, which is located deep in the heartwood of the tree,
wakes up another branch, animating it as a weapon. The
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viper tree regrows branches slowly as if it were a natural
tree. Some viper trees have evolved to be able to detach their
branches, sending them forth as weapons against ranged
attackers.

Habitat/Society. Viper trees are a hybrid of fiend, serpent,
and plant. Once a month, the viper tree lays a clutch of 10 to
20 eggs, which lay at the base of the tree for a month until
they hatch. The newly hatched viper trees, which resemble
typical serpents, spread away from their parent in search
of prey. Once they find something small enough to kill,
typically manes or quasit, they plant themselves in their
victim’s body, slowly feeding on it. As the viper tree grows,
its body grows to encapsulate the head, which serves as the
adult tree’s heartwood. Over time, additional serpent heads
sprout from the top of the creature, creating a tree-like
appearance. Viper trees feed on blood and other organic
material that seeps into the ground through a system of
scaly roots.

Viper trees are found throughout the Abyss but are
common on the 45th through 47th layers, a realm known
as Azzagrat, ruled by the demon lord Graz’zt. There are
legends of entire forests of viper trees in The Dark Prince’s
realm. Powerful demons, such as mariliths and balors, are
known to cultivate copses of viper trees, using them to
defend their armies in the Blood War.

Viper trees speak a primitive form of Abyssal, which
they use to warn one another of approaching enemies or
prey. Many true demons find conversing with viper trees
demeaning and fruitless.

Ecology. The viper tree is found throughout the Abyss and
can seemingly grow anywhere it finds its first meal. They are
a natural force of the Abyss and do not ally with a particular
demon lord or seem interested in the larger Blood War.
They are intelligent enough to follow simple orders, such as
not attacking demons who bring it food.

Role in Undermountain. A viper tree would make a
prized treasure for a demon-worshiping cult or might be
the subject of intense study for a researcher interested in the
Lower Planes. Reptilian humanoids might worship a viper
tree as an avatar of their god, sacrificing adventurers to its
roots.

VARIANT: CRAWLING BRANCHES
Some viper trees have the following trait.

Crawling Branches. As a bonus action, the viper tree
detaches one of its active branches. The branch is a
Medium sized creature with AC 20, 12 hit points, and
a 30 ft. speed. It has all of the same traits as the viper
tree but may only make a single bite attack. Detached
branches count toward the viper tree’s limit of 5 active
branches. Destroying a branch deals no damage to the

viper tree.



WATCHSPIDER

Medium beast, unaligned

Armor Class 14 (natural armor)

Hit Points 40 (9d8)

Speed 50 ft., climb 50 ft.

STR13 (+1) DEX 17 (+3) CON 12 (+1) INT3 (-4)
WIS 12 (+1) CHA 4 (-3)

Skills Perception +3, Stealth +7

Senses blindsight 10 ft., darkvision 60 ft., passive
Perception 13

Languages —

Challenge 2 (450 XP)

Alert. The watchspider cannot be surprised while
it is conscious. Additionally, it has advantage on
advantage on Dexterity checks made to determine
initiative.

Ambush. On the first round of each combat, the
watchspider has advantage on attack rolls against a
creature that hasn’t taken a turn yet.

Evasive Strike. If the watchspider makes a melee
weapon attack against a creature, it doesn’t
provoke opportunity attacks from that creature for
the rest of the turn, whether it hits or not.

Spider Climb. The watchspider can climb difficult
surfaces, including upside down on ceilings,
without needing to make an ability check.

Web Sense. \While in contact with a web, the
watchspider knows the exact location of any other
creature in contact with the same web.

ACTIONS
Multiattack. The watchspider makes two bite attacks.

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft.,
one target. Hit: 6 (1d6 + 3) piercing damage, and the
target must make a DC 13 Constitution saving throw
or be poisoned for 1 minute. While poisoned in this
way, the target is also paralyzed. The creature can
repeat the saving throw at the end of each of its
turns, ending the effect on itself on a success.

WATCHSPIDERS ARE A SELECTIVELY BRED
SUBSPECIES OF GIANT SPIDER. THEY ARE SMALLER
THAN THEIR MORE MONSTROUS COUSINS, RANGING
FROM S TO 6 FEET IN DIAMETER, BUT ARE MUCH

QUICKER AND SLIGHTLY MORE INTELLIGENT.
THEY ARE TRAINED AS GUARDIANS AND SENTRIES,
SIMILAR TO CANINES. THEY ARE INTELLIGENT
ENOUGH TO LEARN BASIC COMMANDS AND HAND
SIGNALS AND RARELY TURN ON THEIR MASTERS.
UNLIKE MOST SPECIES OF GIANT SPIDER, THE
WATCHSPIDER CANNOT PRODUCE WEBBING BUT IS
NATURALLY ADERPT AT CRAWLING THROUGH EXTANT
WEBS.

Combat. Watchspiders are trained to attack from
stealth and dart between multiple enemies, poisoning
each with their bite. Once a group of intruders has
been subdued, they continue to bite their opponents,

reapplying their venom until help arrives or the
intruders are slain. Watchspiders use their incredible speed
and mobility to retreat from dangerous foes, climbing up
walls and ceilings to find cover.

Habitat/Society. Watchspiders are selectively bred
and rarely found in the wild unless they have escaped
confinement. They are popular in Waterdeep, where rich
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Waterdhavian noble houses and trade guilds have replaced
more traditional canines with these fearsome spiders. Some
watchspider owners drape their vaults in permanent web
spells, creating a deadly trap for intruders.

Similar to canines, watchspiders can learn simple hand
and vocal commands. Unlike a canine, however, they have
difficulty discerning individuals from one another. If a
watchspider is meant to not attack an individual, there is
a long process of introducing the individual slowly to the
watchspider. Generally, only the spider’s trainer is seen with
the beasts and will remove them from the areas they guard
when others require entry.

Ecology. Watchspiders are thought to have originated on
Tharsult, an island in the Shining Sea, south of Calimshan.
The spiders were bred for Calimport’s pashas but have
spread throughout Faertin. They resemble typical giant
spiders in regard to reproduction and diet.

Role in Undermountain. There are a great number of
watchspiders in Waterdeep, so it is reasonable they would
be found in Undermountain as well. A noble on the run
may have retreated into Undermountain and taken her
watchspiders with her. It is also likely that watchspiders have
escaped from noble houses over the years and may have
made a home for themselves in the underground complex,
where food is plentiful.

WEMIC

Large monstrosity, neutral good

Armor Class 14

Hit Points 125 (10d10 + 70)

Speed 40 ft.

STR 18 (+4) DEX 14 (+2) CON 24 (+2) INT9 (-1)
WIS 13 (+1) CHA 11(+0)

Skills Perception +3, Stealth + 4

Senses darksight 60 ft., passive Perception 13

Languages Common, Wemic

Challenge 6 (2300 XP)

Keen Hearing, Sight, and Smell. The wemic has

advantage on Wisdom (Perception) checks that rely

on hearing sight or smell.

Charge. If the wemic moves at least 30 feet straight
toward a target and then hits it with a Spear attack
on the same turn, the target takes an extra 10 (3d6)
piercing damage.

ACTIONS

Multiattack. The wemic makes two attacks; one
with its claws and one with its spear or two with its
longbow. If unarmed, it will bite and claw.

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one
target, Hit: 11 (2d6 + 4) piercing damage.
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Claw. Melee Weapon Attack: +6 to hit, reach 5 ft.,
one target, Hit: 13 (2d8 + 4) slashing damage.

Spear. Melee Weapon Attack: +6 to hit, reach 5 ft.,
one target, Hit. 7 (1d6+ 4) piercing damage, or 8
(1d8+ 4) piercing damage if used with two hands.

Spear. Ranged Weapon Attack: +4 to hit, range
20/60 ft., one target, Hit: 7 (1d6+ 4) piercing
damage.

Longbow. Ranged Weapon Attack: +4 to hit, range
150/600 ft., one target, Hit: 4 (1d8) piercing
damage.

A WEMIC IS PART HUMAN, PART LION. IT HAS THE TORSO
OF A HUMAN AND THE BODY OF A LION. THEY HAVE
GOLDEN FUR AND ARE VERY MUSCULAR. THE HAVE SPLIT-
PUPIL, FELINE EYES. MALES HAVE A LONG BLACK MANE.
WEMICS USE WEAPONS, MORE THAN A FEW TRIBES HAVE
IRON. THE WEMIC ARE KNOWN FOR THEIR SKILLS WITH A
LONGSPEAR.

The wemic prioe never fally
trusted mMost hamans. We haoe
an alliance with them bt they
know of odur treachery with
the bariaar. They will help us

if it helps them more. They
have been exploited in the past
bat have overcome, not Mmany
indigenous races can claim that.
Still thoagh, when oealing with
aoemics, it is wise to remember
that they codald easily eat god.

Combat. In combat, the wemic will usually aid each other
in attacking the largest threat first. Obvious magic users
and the like are preferred targets even to intimidating melee
threats. They will always try to charge opponents before
locking into melee with them. They will coordinate with
allies and move to flank whenever possible. They also like
to grapple enemies so allies can charge the foe, devastating
them.

Habitat/Society. Wemics live anywhere and must adapt
to the milieu. They use tools and weapons and have a
language. It is a type of sign language, using gestures and
onomatopoeia. There are as many dialects as there are
tribes but most prides are able to communicate basic ideas
without too much trouble. They believe everything has a
spirit, some divine essence.



Ecology. Wemics are omnivorous predators. They hunt
and gather food. They plant crops and return for the harvest
but hunting is preferred to raising animals for the slaughter.
They view it as unsporting. Wemic mate for life but
partnerships are dictated by the females. The sleeker, craftier
females do most of the hunting while the males raise the
cubs and protect the pride.

Role in Waterdeep. In their unending war on the
unnatural creatures that emerge from the abyss that is
Undermountain, some tribes of Wemics have ventured
into the catacombs to slay the evil where it spawns. The
wiser of the packs do not linger long. They know what
becomes of the natural creature if exposed to the discordant
darkness for too long. Wemics lost in Undermountain will
be mangely, rabid, and completely insane. They will attack
anything and fight to the death.

WRAITH SPIDER

Large undead, neutral evil

Armor Class 15 (natural armor)

Hit Points 82 (11d10 + 22)

Speed 30 ft., climb 30 ft.

STR 14 (+2) DEX 18 (+4) CON 14 (+2) INT 2 (-4)
WIS 11 (+0) CHA 4 (-3)

Skills Stealth +8

Damage Resistances cold; bludgeoning, piercing,

and slashing from nonmagical weapons that aren’t

silvered

Damage Immunities necrotic, poison

Condition Immunities charmed, exhaustion,
poisoned

Senses blindsight 10 ft., darkvision 60 ft., passive
Perception 10

Languages —

Challenge 4 (1,100 XP)

Spider Climb. The wraith spider can climb difficult

surfaces, including upside down on ceilings, without

needing to make an ability check.

Web Sense. While in contact with a web, the wraith
spider knows the exact location of any other creature
in contact with the same web.

ACTIONS

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one
target. Hit: 8 (1d8 + 4) piercing damage plus 7 (2d6)
necrotic damage. The target must make on a DC 14
Constitution saving throw or its hit point maximum
is reduced by an amount equal to the damage taken.
This reduction lasts until the target finishes a long
rest. The target dies if this effect reduces its hit point
maximum to O.

WRAITH SPIDERS APPEAR MUCH LIKE A LIVING GIANT
SPIDER WITH A FEW PROMINENT DIFFERENCES. EACH OF
THE SPIDER'S EIGHT EYES ARE HOLLOW AND EMIT A SUBTLE
DARKNESS. LIKEWISE, THEIR FANGS DO NOT DRIP WITH
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VENOM LIKE THEIR LIVING COUNTERPARTS BUT ARE
SHROUDED IN BLACK NECROTIC ENERGIES. DESPITE THEIR
NAME, THEY ARE NOT INCORPOREAL CREATURES. THESE
UNDEAD SPIDERS ARE CREATED BY THE DROW LADY OF THE
DeAD, KIARANSALEE'S, WORSHIPERS.

Combat. Wraith spiders attack using their powerful fangs,
which transmit life-draining necrotic energy into their
victim. When encountered alone, they use tactics similar to
living giant spiders but are unable to produce webbing. They
cling to walls and ceilings, waiting to drop on unsuspecting
prey. Drow matrons, especially those loyal to Kiaransalee,
often incorporate wraith spiders into their house guard.

Habitat/Society. Wraith spiders are typically found
alongside their drow mistresses. The process for creating
wraith spiders is a closely held secret amongst Kiransalee’s
faithful. After a giant spider has died, they carefully remove
its venom glands and enchant them with necromantic
magic, turning the venom into a life-sapping magic
concoction. After replacing the venom glands, the spider’s
corpse is buried for a tenday as the Lady of the Dead’s
followers make sacrifices over the grave. When the spider is
exhumed, it lives again as a wraith spider.

The wraith spider is not magically bound to its master
and retains a semblance of free will. Kiransalee’s priestesses
sometimes use their divine gifts to exert dominance over
the newly created wraith spider, forcing it to serve them.
Others are sold as house guards or used in darker rituals.

Ecology. If a wraith spider is left on their own, they act
much like a living giant spider. They will seek out food, even
though their undead natures do not require them to eat.
They have no goals other than to slay the living, at which
they excel.

Role in Undermountain. Wherever the drow have been,
so too have wraith spiders. There have been and may still
continue to be drow outposts within Undermountain.
Wraith spiders make for perfect guardians as they do not
require a steady food source and do not succumb to old age
or disease. Consider placing these alongside any drow or
with drow allies.

WRAITHWORM

Medium monstrosity, neutral

Armor Class 15 (natural armor)
Hit Points 110 (17d8 + 34)
Speed 20 ft.
STR 18 (+4) DEX 13 (+1) CON 14 (+2) INT2 (-4)
WIS 10 (+0) CHA 4 (-3)
Skills Perception +3, Stealth +7
Damage Resistances cold, necrotic
Senses blindsight 10 ft., passive Perception 13
Languages —
Challenge 6 (2,300 XP)
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Paralyzing Gaze (Corporeal Form Only). When

a creature starts its turn within 15 feet of the
wraithworm and is able to see the wraithworm’s
eyes, the wraithworm can magically force it to
make a DC 14 Wisdom saving throw, unless the
wraithworm is incapacitated. On a failed saving
throw, the creature is paralyzed for 1d4 rounds.

Unless surprised, a creature can avert its eyes to
avoid the saving throw at the start of its turn. If the
creature does so, it can’t see the wraithworm until
the start of its next turn, when it can avert its eyes
again. If the creature looks at the wraithworm in the
meantime, it must immediately make the save.

Wraithform (2/Day). The wraithworm uses a bonus
action to become incorporeal for 1 minute or until
it ends the effect early as a bonus action. While
incorporeal, the wraithworm has the following traits:

Damage Resistances. Bludgeoning, piercing, and
slashing from nonmagical weapons

e Incorporeal Movement. The wraithworm can
move through other creatures and objects as if
they were difficult terrain. It takes 5 (1d10) force
damage if it ends its turn inside an object.

ACTIONS

Bite. Melee Weapon Attack: +7 to hit, reach 5 ft.,
one target. Hit: 8 (1d8 + 4) piercing damage plus

18 (4d8) poison damage. If the target takes poison
damage from this attack, they must succeed on a

DC 14 Constitution saving throw or gain one level of
exhaustion. This is considered a magical effect.

THE WRAITHWORM IS A MAGICAL GIANT SNAKE WITH DARK
BROWN OR BLACK SCALES, GLOWING GREEN EYES, A BROAD
HEAD, AND THIN BONY PROTRUSIONS EXTENDING FROM
THEIR SERPENTINE BODIES JUST PAST THE HEAD. THESE
BONE SPURS ARE MEANT TO WARD OFF PREDATORS AND
ARE NOT TYPICALLY USED WHEN THE WRAITHWORM IS
ENGAGED IN COMBAT.

Combat. Wraithworms are slow and lethargic, relying on
their strength and stealth to overcome prey. A wraithworm’s
powerful bite injects a magical venom that causes frigidly
cold temperatures to grip the target’s organs. The effect
is similar to prolonged exposure in cold environments.

The magical snakes are also able to paralyze targets with a
magical gaze attack, which saps the creature’s strength to
control their bodies.

The wraithworm is able to shift into a ghostly form,
existing partially on the Border Ethereal. This unique
ability gives the creature its name and is essential to its
hunting and combat tactics. Wraithworms use this ability to



approach prey from unpredictable angles and make an easy
retreat if an encounter turns dangerous. Even outside of
this form, the wraithworm is resistant to cold and necrotic
damage, which led many scholars to erroneously label the
creature as undead.

Habitat/Society. Although regularly found on the
Material Plane, the wraithworm most likely originated on
Minethys, a sandstorm-swept layer of Carceri. This theory
lends support to the otherwise natural snake’s magical
abilities. On the Material Plane, they seek out dry, arid
landscapes but are capable of living in most climates.

Wraithworms are solitary creatures and only seek out
other wraithworms to mate once every five years. They do
not create dens or burrows as they are constantly on the
move, searching for prey. Unlike their undead namesake,
however, they do require rest and will find an easily-
defensible area to sleep when required.

Ecology. The best explanation for the wraithworm’s
unique set of abilities is that they were a naturally occurring
species that somehow became trapped in the Outer Planes.
Over time, the mundane creatures were permanently altered
by planar magic and given supernatural abilities. They have
been reintroduced to the Material Plane by planar travelers
and unsecured planar gateways.

Although more than capable of killing powerful
humanoids, the wraithworm is content hunting small
animals. They rarely attack humanoids and other large
prey unless provoked. Although they possess a strange
set of magical abilities, they do not significantly disrupt
ecosystems.

Role in Undermountain. Like mundane snakes, it is
possible for the wraithworm to be domesticated and
trained. Their supernatural abilities make them prime
targets as subjects of worship for primitive humanoids such
as grimlocks or troglodytes. They might also be kept as
prized pets or guardians by a snake cult or nest of yuan-ti.

Xi
Medium fiend, lawful evil

Armor Class 16 (natural armor)

Hit Points 117 (18d8 + 36)

Speed 30 ft.

STR 18 (+4) DEX 15 (+2) CON 14 (+2) INT 10 (+0)
WIS12 (+1) CHA 14 (+2)

Saves Dex +5, Wis +4, Cha +5

Skills Perception +4, Stealth +8

Senses blindsight 30 ft., passive Perception 14

Languages telepathy 120 ft.

Challenge 7 (2,900 XP)

Ethereal Sight. The xill can see 120 ft. into the
Ethereal Plane when it is on the Material Plane, and
vice versa.

Implant Eggs. The xill can take 10 minutes to
magically implant eggs in an incapacitated, paralyzed,
or unconscious living creature. If greater restoration
or similar magic is cast on the target, the eggs die
and pass harmlessly from the target. The eggs take

2 days to hatch, after which they begin eating the
target. The target takes 16 (3d10) damage each

day and their hit point maximum is reduced by an
amount equal to the damage taken. The target dies
if their hit point maximum reaches O and 1d4 young
xill burst forth from the target’s body, killing the
target. After the eggs have hatched, only a wish spell
can stop the process.

Magic Resistance. The xill has advantage on saving
throws against spells and other magical effects.

ACTIONS
Multiattack. The xill makes four attacks.

Bite. Melee Weapon Attack: +7 to hit, reach 5 ft.,
one target. Hit: 6 (1d4 + 4) piercing damage and the
target must succeed a DC 15 Constitution saving
throw or be poisoned for 1 hour. While poisoned in
this way, the target is also paralyzed.

Claw. Melee Weapon Attack: +7 to hit, reach 5 ft.,
one target. Hit: 7 (1d6 + 4) slashing damage and the
target is grappled (escape DC 14).

Longsword. Melee Weapon Attack: +7 to hit, reach 5
ft., one target. Hit: 8 (1d8 + 4) slashing damage or 9
(1d10 + 4) slashing damage if used with two hands.

Javelin. Melee or Ranged Weapon Attack: +7 to hit,
reach 5 ft. or range 30/120 ft., one target. Hit: 7
(1d6 + 4) piercing damage.

Planestep. The xill begins passing into the Ethereal
Plane from the Material Plane, or vice versa. Until the
beginning of the xill's next turn, attacks made against
it have disadvantage as the xill slowly fades from the
plane. At the beginning of the xill’s next turn, it fully
crosses over. The xill can bring one willing creature
or one incapacitated, paralyzed, or unconscious
creature with it.

XILL ARE VAGUELY INSECTOID FIENDS FOUND ON THE
ETHEREAL PLANE. THEY HAVE FOUR CLAWED ARMS, ROWS
OF RIDGES AND HORNS ON THEIR ELONGATED HEADS, AND
A SMALL MAW OF VENOMOUS FANGS. THEY HAVE BRIGHT
RED LEATHERY SKIN WHICH SOME XILL CLANS DECORATE
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WITH DARK-COLORED TATTOOS. SOME CLANS WEAR
ELABORATE CLOTHING AND JEWELRY AND CRAFT HIGH-
QUALITY ARMS AND ARMOR, WHEREAS OTHERS APPEAR
MORE SAVAGE, BARELY CLOTHING THEMSELVES AND
RELYING ON THEIR NATURAL ARMAMENTS.

Combat. Xill are planar ambush predators, using their
ability to peer into the Material Plane from the Ethereal
to set deadly traps. They stalk areas that slow or impede
their prey, ambushing them from across the veil as the
victims deal with whatever natural hazard is in the area.
Less sophisticated xill forego weapons and tear at their
opponents with natural weapons. Cultured xill attack with
swords and javelins and utilize unit-based tactics against
more experienced enemies.

All xill seek to keep their prey alive, either knocking them
out or paralyzing them with a venomous bite. After the
target has been neutralized, they are brought to the xill’s lair

on the Ethereal Plane and used as incubators for xill eggs.
- ,.,;}':.L’(-:
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Habitat/Society. Xill are found exclusively on the Ethereal
Plane or on the Prime Material and Inner Planes when
conducting raids. On the Ethereal Plane, the savage Lower
Clans roam the transitive plane as nomads, whereas the
elevated High Clans have established settlements. Some
planar scholars, however, theorize that the xill may actually
be outcast devils that originated in the Nine Hells. The more
sophisticated xill of the High Clans show some mastery of
Infernal, lending credit to this belief.

Xill society can be broadly categorized into two large clan
structures: the High Clans and the Lower Clans. Dozens are
individual clans comprised of 30-100 xill per clan make up
these larger societal structures, often carrying out disputes
and wars amongst each other.

The High Clans xill lead sophisticated lives and pursue
craftsmanship, artistry, and philosophical and religious
beliefs. They rarely leave the Ethereal Plane, which has
brought into question how they acquire the creatures
necessary for them to reproduce. Rumors spread through
the planes that the High Clans keep large settlements of
humanoid slaves, which they breed and care for to use as
incubators for their eggs. No planar traveler has seen these
slave colonies, however, or at least have not returned to the
tell the tale. The High Clans seek out trade opportunities
and forge alliances with other fiends and evil-aligned planar
beings, especially devils. Each individual clan has its own
system of government, but most are based on physical
might or reproductive success.

The Lower Clans xill are savage, nomadic hunters. They
raid the Material Plane often, leading many to believe that
all xill are from the Lower Clans. They tend to travel in
smaller bands, as their clans are fractious, often settling

~.. internal disputes violently. Xill from the Lower Clans have
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. little concern for material goods and seek only to eat,
. reproduce, and gain personal power within their society.
oy, Some scholars believe the Lower Clans accurately portray

the xill as they were before being influenced by other
. planar creatures, especially devils.

Ecology. Xill live for 50-75 years and reproduce 2-4
times during their lifespan. To do this, they magically
implant eggs inside of a living victim, which hatch and then
consume the victim from the inside out. The xill's need for
living creatures to satisfy their reproductive cycle underlines
the entirety of the fiends’ existence.

Role in Undermountain. A hunting band of Lower Clans
xill could be waiting near a trap or other devious hazard in
" Undermountain, hoping to quickly capture a few

¢ adventurers. An envoy from the High Clans may be
o ‘meeting with a powerful wizard to discuss
P the details of a slave trade. Halaster is sure
3 to have warded many of Undermountain’s
chambers against ethereal intrusions. A group of xill
may be interested in what lies beyond these barriers and



are seeking to dispel them, bringing them into conflict with
Halaster and his allies.

YucoLoTH, BAERNALOTH
Large fiend (yugoloth), neutral evil

Armor Class 19 (natural armor)

Hit Points 231 (22d10 + 110)

Speed 40 ft.

STR 23 (+6) DEX 16 (+3) CON 21 (+5) INT 24 (+7)
WIS 19 (+4) CHA 23 (+6)

Saves Con +11, Int +13, Wis +10. Cha+12

Skills Arcana +13, Deception +12, Insight +10,
Intimidation +12, Perception +10

Damage Resistances cold, lightning; bludgeoning,
piercing, and slashing from nonmagical attacks

Damage Immunities acid, fire, poison

Condition Immunities charmed, frightened, poisoned

Senses darkvision 120 ft. passive Perception 20
Languages Abyssal, Infernal, telepathy 120 ft.
Challenge 19 (22,000 XP)

Innate Spellcasting. The baernaloth’s innate
spellcasting ability is Charisma (spell save DC 20,
+12 to hit with spell attack). It can innately
cast the following spells, requiring no
material components:

At will: alter self, charm person,
darkness, detect magic, detect
thoughts, dispel magic, fear,
fire bolt, locate creature,
suggestion, teleport (always
on target)

3/day: cloudkill, scrying,
true seeing .
1/day: mass suggestion, plane [ 8
shift, symbol A

Magic Resistance. The baernaloth
has advantage on saving throws
against spells and other magical effects.

Magic Weapons. The baernaloth’s weapon
attacks are magical.

ACTIONS
Multiattack. The baernaloth makes two claw

attacks, one bite attack, and can use its Open/Close

Wounds.
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Bite. Melee Weapon Attack: +12 to hit, reach 10 ft,,
one target. Hit: 24 (4d8 + 6) piercing damage.

Claw. Melee Weapon Attack: +12 to hit, reach 10 ft.,
one target. Hit: 13 (2d6 + 6) slashing damage.

Open/Close Wounds. The baernaloth targets one
creature within 120 feet of it that it can see and

has damaged with its bite or claw attacks within the
last 24 hours. The baernaloth causes the wounds

to tear open painfully, causing the same amount of
damage to the target as the baernaloth dealt in a
single previous turn. For example, if the baernaloth
hit a creature with its bite and two claws, dealing a
total of 53 points of damage in one turn, the target
takes 53 damage. This damage cannot be avoided or
reduced ffin any way. Conversely, the baernaloth
ijmay 4 choose to heal damage in the same
: way.

|
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Teleport. The baernaloth magically teleports, along
with any equipment it is wearing or carrying, up to
60 feet to an unoccupied space it can see.

LEGENDARY ACTIONS

The baernaloth can take 3 legendary actions,
choosing from the options below. Only one
legendary action can be used at a time and only at
the end of another creature’s turn. The baernaloth
regains spent legendary actions at the start of its
turn.

Bite (Costs 2 Actions). The baernaloth makes a bite
attack.

Open/Close Wounds (Costs 3 Actions). The
baernaloth uses its Open/Close Wounds action.

Teleport. The baernaloth uses its Teleport action.

LONG, GANGLY HUMANOID LIMBS HANG FROM A SICKLY-
THIN TORSO. A LARGE, EMACIATED HORNED HEAD
RESEMBLING A HYBRID OF A HORSE AND REPTILE ARE
COVERED IN OOZING GREY SKIN. TINY YELLOW EYES
CRUSTED WITH DRIED BLACK FLUID. THESE ALL DESCRIBE
THE YUGOLOTHS CALLED BAERNALOTHS, BUT THEIR
MOST DEFINING CHARACTERISTICS ARE THEIR SADISTIC
OBSESSIONS. LIKE NO OTHER EVIL IN THE MULTIVERSE,
THE BAERNALOTHS SEEK TO INFLICT PAIN, MISERY, AND
SUFFERING ON EVERYTHING THEY SEE. MOST UNSETTLING
OF ALL, THE BAERNALOTH DOES NOT TAKE JOY FROM
THE CEASELESS AGONY IT CAUSES, IT MECHANICALLY AND
METHODICALLY SEEKS TO TORTURE AND TORMENT ALL
OTHER CREATURES.

BAERNALOTHS ARE OUTCASTS AMONG THE YUGOLOTKS,
RESIDING PRIMARILY ON THE GRAY WASTES oF IHADES,
RATHER THAN GEHENNA. SOME PLANAR SCHOLARS HAVE
THEORIZED THAT THE CREATURES ARE, IN FACT, NOT
YUGOLOTHS BUT MAY HAVE WORKED WITH ASMODEUS'
NIGHT HAGS TO CREATE THE FIRST YUGOLOTHS IN THEIR
IMAGE. IF THIS IS TRUE, THEN THEY ARE A MUCH MORE
ANCIENT, PRIMAL FORCE.

Combat. When forced to engage in combat, baernaloths
prefer to use their natural weapons and rarely result to other
equipment. They ferociously attack with their claws and
bite, causing deep, festering wounds. Baernaloths are also
potent spellcasters, able to break their opponents’ minds
and summon forth poisonous clouds.

The fiends most notable trait is its ability to rip open, or
heal, wounds it has caused. In pitched combat, they use
this unique ability to quickly end a foe after landing a series
of attacks. It is just as useful, however, when tormenting
captured victims, tearing open wounds when they displease
the baernaloth, but healing them to ensure their plaything
doesn't expire too quickly.
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Some baernaloths are known to be able to summon lesser
yugoloths to their side, lending credit to the theory that
baernaloths are themselves yugoloths. This could merely
mean that the baernaloths have access to yugoloth's true
names, bending them into service as needed.

Habitat/Society. Baernaloths are usually encountered
alone, believing most other creatures in the multiverse
are below them, even deities. They will sometimes make
temporary alliances with other yugoloths and night hags,
but any such allegiance quickly dissolves after the group has
dealt with their common enemies.

Baernaloths are supernaturally obsessed with bringing
about ruin and suffering. They find creative ways to inflict
misery, often preferring to use means other than simple
physical torture, although even the most base baernaloth is
among the multiverse’s most talented torturers. Baernaloths
also work to foil complicated plans throughout the planes,
ruining an angel’s righteous campaign as quickly as it
unravels a devil’s insidious plot. Few other creatures trust
the baernaloth, not that they want to be trusted.

Ecology. The best-known source of information on the
baernaloth is Iggwilv’s Demonomicon, a tome detailing
many of the Lower Plane’s evil denizens. Iggwilv poses that
the baernaloth may indeed be older than even demons and
devils, postulating that the creatures may be the source
of the suffering and pain that oozes forth from the Lower
Planes to infect other worlds.

Role in Undermountain. Baernaloth create plots that
take eons to come to fruition. They serve no one and
never divulge their plans. A baernaloth might travel to
Undermountain in order to track down an enemy on the
run or upset a greater machination, perhaps even those of
Halaster himself. A baernaloth with a particular hatred for
the yugoloths may be searching for the Books of Keeping,
hoping to bend an entire yugoloth army to its will.

VARIANT: SUMMON YUGOLOTH
Some baernaloths have the following action.

Summon Yugoloth (1/Day). The baernaloth has a 50
percent chance of summoning 1d6 mezzoloths, 1d4
nycaloths, 1d2 oinoloths* or one ultroloth.

*Appears in Mordenkainen’s Tome of Foes




TRAPS

ASK ANY ADVENTURER: TRAPS ARE PART OF DUNGEON
EXPLORATION. YOU GO INTO A DUNGEON, YOU EXPECT
TRAPS. IF THERE'S ANYTHING IN THE DUNGEON WORTH
FINDING, IT'S GOING TO BE PROTECTED BY TRAPS. THE
MORE IMPORTANT OR VALUABLE THE TREASURE, THE MORE
NASTY AND DEADLY THE TRAPS.

THE TRAPS HEREIN ARE DEADLY. THEY ARE CLEVER. THEY
ARE DEVIOUS. OH, AND THERE'S MORE IN THE EXPANSION
DUNGEON, [HALASTER'S VAULT, INCLUDED IN THIS BOOK, SO
CHECK THAT OUT.

FEEL FREE TO MODIFY THEM TO MAKE THEM MORE
THEMATICALLY APPROPRIATE, MORE VICIOUS, OR LESS
DEADLY. FOR EXAMPLE, A TRAP THAT SPRAYS DEADLY FIRE
CAN SPRAY DISSOLVING ACID. IF YOU'RE KIND, IT MIGHT
SPRAY CONFUSING BUBBLES, OR IMMOBILIZING EXPANDING
FOAM. YOU MIGHT SWAP SPIKES AT THE BOTTOM OF A

PIT FOR A CONFINED GELATINOUS CUBE. As IHALASTER
HIMSELF WOULD SAY ABOUT NON-DEADLY TRAPS, "Do IT
FOR THE LOLL."

Trars & Hazarps

ANKLE BiTeR
Simple mechanical trap - Moderate (Tier 1)

THESE TRAPS ARE SIMPLE 1 FT X 1 FT X 1 FT PIT TRAPS.
THEY ARE INSTALLED ON FLOORS AND THE PITS ARE
COVERED WITH PANELS PAINTED TO LOOK LIKE PART OF
THE FLOOR. WHEN A CREATURE STEPS ON THE PANEL,
THEIR FOOT BECOMES TRAPPED IN A PIT BY A SPRING-
LOADED PANEL.
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Trigger. Any creature that steps on the panel may be
caught in the trap.

Effect. The triggering creature must make DC 10
Dexterity saving throw. On a success, they are able to step
away and prevent their foot from being held. A failure
results in the creature’s leg falling into the pit and the
spring loaded panel snapping shut, pinning the creatures
leg. The creature takes 3 (1d6) bludgeoning damage and is
restrained. At the end of each of its turns, the creature may
attempt a DC 10 Strength check. A success indicates that
they were able to push the panel down far enough to free
their leg, ending the restrained condition. Failure indicates
that the condition continues. If aided be another creature,
the restrained creature has advantage on this check.

Countermeasures. A successful DC 10 Wisdom
(Perception) check reveals that the panel looks slightly
unlike the rest of the floor. Sometimes there are many
of these traps in a room. The panel folds open almost
90 degrees on its spring-loaded hinge but that hinge is
impossible to reach. The trap is easily avoided by not
stepping on the panel. Alternately, the panel can be carefully
triggered and a piece of debris used to hold the panel open
so the trap is obvious to other creatures.

Burrow BEETS
Simple hazard - Dangerous (Tier 1) Moderate (Tier 2)

THIS PARASITIC VEGETABLE IS KNOWN FOR GROWING INTO
THE FLESH OF A CREATURE WHO SLEEPS TOO CLOSE TO ITS
PATCH. IN THE HALLS OF UNDERMOUNTAIN, VIABLE SOIL

IS RARE SO THESE INSIDIOUS PLANTS MAKE DO WITH WHAT
THEY CAN FIND. THOUGH DANGEROUS, THEY ARE QUITE
DELICIOUS TO EAT. INERT, THEY SELL FOR AS MUCH A 3 GP
EACH AT ANY MARKET.

Trigger. A creature takes a long rest within 60 feet of this
hazardous plant.

Effect. The triggering creature(s) must make a DC 12
Constitution saving throw. Success indicates nothing
has happened. Failure results in 3 (1D6) burrow beets
embedding themselves into the torso of the creature’s body.
A successful DC 12 Wisdom (Medicine) check will correctly
identify this hazard and the best means of removal. The
cheapest and easiest method is starvation. The creature does
not eat until the end of its next long rest, during this time
the creature gains 1 level of exhaustion. At the end of its
next long rest, the creature must make a DC 10 Constitution
saving throw; if the creature has not eaten it gains advantage
on this roll. On a success, the beets fall out during the rest
and are inert. Failure indicates the beets remain. They can
be painfully ripped from the victim by pulling on them. A
successful DC 10 Strength check is needed for each beet
removal; failure results in the beet remaining attached. On a
success, each beet deals 3 (1d6) slashing damage as its roots
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tear apart tissue during extraction, however once removed,
the beet is inert. A successful DC 15 Wisdom (Medicine)
check allows for the removal of all the beets without
harming the creature and renders the beets inert.

Countermeasures. A successful DC 13 Wisdom
(Survival) check reveals the presence of this beets patch and
that it would be wise to avoid sleeping within 60 ft. of this
hazard.

CHimiNe Pir Trap
Simple trap - Moderate (Tier 1)

THIS IS A VARIANT OF THE CLASSIC PIT TRAP. THERE IS

A LEDGE SURROUNDING THE TRAP THAT CAN BE USED TO
BYPASS THE TRAP. CHITINE SET THESE TRAPS TO ENSNARE
INTRUDERS FOR FEEDING. THEY CHECK THESE TRAPS
EVERY 1D6 HOURS, LISTENING FOR THE DINGING BELL

AS THEY APPROACH. CHITINE ARE ABLE TO SECRETE

AND THEY FILL THESE PIT TRAPS WITH STICKY WEBS TO
RESTRAIN THEIR VICTIMS. SOME VARIANTS HAVE A TINY
BELL MOUNTED ON ONE OF THE STRANDS OF WEB, LETTING
THE CHITINE KNOW THEY HAVE CAUGHT SOMETHING AND IT
IS STILL ALIVE.

Trigger. Any creature that steps on the canvas covering
may fall in the pit.

Effect. The triggering creature must make a DC 10
Dexterity saving throw. On a successful saving throw, the
creature catches itself and instinctively steps back; failure
results in the creature falling into the pit. Creatures do
not take damage from the fall, landing in a net of sticky
webbing, landing prone and unable to move. Creatures
must succeed a DC 10 Strength check to break free before
they can move. Every square in the pit is considered difficult
terrain. The pit is 10’ deep and a successful DC 12 Strength
check is needed to climb up through the tangle of webs and
escape. Creatures aided by another gain advantage on this
check.

Countermeasures. A successful DC 10 Wisdom
(Perception) check reveals the presence of the canvas and
the 1 ft. ledge around the trap where it is safe to travel.
Alternately, 10 points of fire damage burn away the canvas
and all the webbing, revealing a 10-foot pit.

Cicoasrin Ruse
Simple trap - Dangerous (Tier 1), Moderate (Tier 2)

THIS TRAP IS A BLOATED CORPSE OF A PREVIOUS VICTIM
PLACED BY A MONSTER TO DISTRACT UNWARY PREY. THE
CORPSE BURSTS OPEN SPILLING OUT THOUSANDS OF
WRITHING LARVAE. THE BODY IS USUALLY IN A ROOM NO
LARGER THAN 40 X 40O FT WITH A CEILING AT LEAST 20
FT HIGH.

Trigger. The body is touched by another creature.
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Effect. When the trap is triggered, place a swarm token
in the same space as the body. Treat this swarm as an insect
swarm (MM, p338). The cildabrin drops from the ceiling
above and attacks 1D3 rounds after the trap is triggered.

Countermeasures A successful DC 10 Wisdom
(Perception) check reveals that the corpse might be a trap.
A successful DC 13 Nature check determines the nature
of the trap and that fire or acid can be used to destroy the
larvae inside. Dealing 1 point of fire or acid damage to the
body disables the trap and kills the insects inside. The body
has an AC of 10 and automatically fails all saving throws.

FAKE PRESSURE PLATE
Simple hazard

THIS TRAP IS NOT DEADLY. IT IS DESIGNED TO MAKE THE
EXPLORERS OF UNDERMOUNTAIN IRREVOCABLY PARANOID,
WHICH IS EXACTLY HOW [HALASTER WANTS IT. PLACE THIS
HAZARD ANYWHERE YOU WANT THE CHARACTERS TO SLOW
DOWN, OR IF THEY GET COCKY.

In a corridor paved with tiles or flagstones, one of the
tiles appears unstable, because Halaster or one of his
servants placed a few pieces of gravel underneath it. The
Wisdom (Perception) DC to spot the loose tile is 15. When
a character steps onto the tile, announce that the character
feels the floor moving beneath her, and have her make a DC
15 Dexterity saving throw. On a success, nothing happens,
but the party will probably waste a ton of time searching for
the trap, which of course doesn't exist. Their search is the
perfect time to have a monster attack. On a failure, in her
haste the character falls over and twists her ankle, leaving
her prone and reducing her movement by half until she
receives healing magic or finishes a long or short rest. If the
triggering character is wearing metal armor, falling over
also makes a lot of noise (see “monster attack,” above). If
you wish to be truly evil, put a real Hidden Pit Trap a few
steps beyond the fake tile, as players who just encountered
a trap often stop worrying about traps for a few minutes
thereafter.

GuiLLotine Door
Simple mechanical trap - Dangerous (Tier 3), Deadly (Tier 2)

THIS TRAP RELEASES A HEAVY BLADE WHEN A DOOR IS
OPENED. IF THE DOOR IS ONLY OPENED SLIGHTLY, THE
BLADE HAS INSUFFICIENT ROOM TO FULLY RELEASE, IT
ONLY FALLS WHEN THE DOOR IS OPENED FULLY. THUS,

A CREATURE MERELY CRACKING THE DOOR SLIGHTLY TO
PEER BEYOND WILL SUFFER NO DANGER, BUT THE FIRST TO
OPEN THE DOOR FULLY GETS SLICED.

The slot through which the blade falls can be spotted
in the wall above the door (DC 15 to spot). A successful
DC 18 Dexterity (Thieves’ Tools) check disables the trap
harmlessly. A character without thieves’ tools can attempt



this check with disadvantage by wedging a piton or torch or
some other solid item into the slot. On a failed check, the
trap triggers.

When the trap is triggered, the blade slices down. The
creature opening the door must succeed on a DC 18
Dexterity saving throw, taking 55 (10d10) slashing damage
on a failed save, or half as much damage on a successful
one. Once the trap is triggered, the doorway is partially
blocked by the blade and becomes difficult terrain.

Tue HoBBLER

Simple mechanical trap - Dangerous (Tier 1), Moderate
(Tier 2)

THIS VICIOUS TRAP IS DESIGNED TO INJURE AND MAIM
INTRUDERS. IT HAS A COMPLEX SYSTEM OF GEARS THAT
CAUSE A SHARP BLADE TO SLICE THE VICTIMS HEEL,
CAUSING GREAT PAIN AND LIMITING MOBILITY. IT IS A SIMPLE
1FT X 1FT X 1 FT PIT COVERED WITH A PANEL PAINTED

TO LOOK LIKE PART OF THE FLOOR. A BROAD BLADE IS
MOUNTED ON A SERIES OF GEARS THAT PROPEL IT INTO
THE FOOT OF THE VICTIM.

Trigger. Any creature that steps on the panel may be
injured by the trap.

Effect. The
triggering
creature must
: s MmakeaDC

i & / 12 Dexterity
L l  saving throw. A
success indicates

catches itself
N and instinctively
§ steps back;
| failure results
in the creature
Zpstepping on
the panel
Avith its full
weight, driving
the piston
beneath the
panel down,
impelling
the blade

) perpendicularly
into the creatures
lower leg. The
creature takes 7
(2D6) slashing
damage and their

speed is reduced by 10ft until the end of its next long rest.
A successful DC 15 Wisdom (Medicine) check removes
the speed restriction but does not heal the damage. As the
creatures weight drives the blade, the trap resets when the
weight is removed from the panel.

Countermeasures. A successful DC 10 Wisdom
(Perception) check reveals discoloration to the panel in
the floor and the appearance of dried blood. Many of these
traps have been known to be set in a room at the same time.
The trap is easily avoided by not stepping on the panel.
Alternatively, the trap can be carefully triggered by an
object. As long as the weight remains on the panel, the trap
cannot reset. A successful DC 15 Dexterity check disables
the mechanism while the trap is sprung and the blade is
exposed. Success indicates that the mechanism that and
blade are disabled and removed. The panel can still drop
but nothing happens. Failure results in the trap not being
disabled but it remains inert as long as weight remains on
the panel. Failure by 5 or more indicates that the creature
cut themselves on the blade, taking 3 (1d6) slashing damage
and the trap remains active.

My Cup Runnets Over
Magic trap - Dangerous (Tier 2), Deadly (Tier 1)

THE PARTY ENTERS A SMALL, 10-FooT BY 10-FooT
ROOM. ON ONE WALL IS A BRONZE STATUE OF A FEMALE
ELF HOLDING A CUP, AS THOUGH OFFERING IT TO THE
CHARACTERS. THE CUPR IS FILLED WITH WATER, AND AT ITS
BOTTOM IS A HANDFUL OF PRECIOUS GEMS.

If anyone takes a gem from the cup, four walls of force
instantly spring into being and seal oft all the exits. Water
begins to flood from the cup, at such a pace as to fill the
room in three rounds.

Putting the gem back causes plates in the floor to slide
back through which the water drains. It takes 1 minute for
all the water to drain. After all the water is gone the walls of
force disappear.

Placing a new item in the cup, whether a small gem or a
coin, causes a beneficial effect. Roll on the following table.
The statue functions once only for any creature.

Offering Benefit

1cp Heal 1d4 hit points

1sp Heal 1d6 hit points

1gp The statue casts bless on offerant which
lasts 1 hour

1 pp The statue casts the augury spell for the

offerant

1 gem 50 gp or
less value

Offerant regains 1 Tst-level spell slot or
1 spent Hit Die

Offerant instantly gains the benefit of a
long rest

1 gem more than
50 gp value
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SLIPPERY STAIRS OF BurNY DeATH
Simple mechanical trap - Dangerous (Tier 2), Deadly (Tier 1)

THIS TRAP USES A PRESSURE PLATE TO RELEASE A FLOOD
OF SLIPPERY OIL AT THE TOP OF A 60O-FOOT FLIGHT OF
sTAIRS. THE DC 1O SPOT THE PRESSURE PLATE IS 10.

A successFuL DC 15 DexteriTy (THiEVes TooLs)
CHECK DISABLES THE PRESSURE PLATE HARMLESSLY. A
CHARACTER WITHOUT THIEVES TOOLS CAN ATTEMPT THIS
CHECK WITH DISADVANTAGE BY WEDGING SOMETHING
UNDER THE PLATE. ON A FAILED CHECK, THE TRAP
TRIGGERS. THE TRAP CAN ALSO BE NEUTRALIZED BY
STUFFING RAGS INTO THE MANY SMALL HOLES, BUT THERE
ARE 2010 DOZEN OF THESE, WHICH WILL TAKE SOME
TIME. THE DC 1O sPOT THE HOLES IS 1 5.

When the trap is triggered, oil sprays out of tiny holes
at the base of the walls at the head of the stairs and all the
way down them. Any creature in the area of the stairs or the
top of the flight must succeed on a DC 15 Dexterity saving
throw or tumble down them, taking 20 (6d6) bludgeoning
damage. Once the trap is triggered, the floor of the area
is covered with the oil and any movement other than
flight and teleportation requires another Dexterity saving
throw per movement action; failure results in taking 1d6
bludgeoning damage per 10ft fallen. Moving within the oil
affected area at % speed allows for the saving throw to be
taken with advantage.

In addition, take careful note of lamps and torches! If a
character falling down the oil-soaked stairs is carrying a lit
torch or lamp, she must make a successful DC 15 Dexterity
saving throw or drop the flaming implement into the oil.

If this happens, any creature in the oil must make a DC 15
Constitution saving throw, taking 12 (2d10) fire damage on
a failed save and half as much damage on a successful one.
Such creatures continue to burn, thanks to being covered
in oil; they take another 7 (2d6) points of fire damage at
the start of each turn they spend in the area affected by the
oil. Finally, everyone not in the oil must now contend with
a staircase filled with treacherous oil, flames, and choking
smoke. The oil will totally burn off in 1d4 turns.

STICKY BUCKET
Simple hazard

THIS TRAP IS NOT DEADLY. IT GIVES AN UNFORTUNATE
DELVER A SETBACK WHICH MIGHT BECOME DEADLY IN
COMBAT OR EXPLORATION.

In a hallway, a section of floor is disguised with a
permanent illusion. The illusion is spotted with a successful
DC 18 Wisdom (Perception) check or passive Perception.
The illusion covers a small pit in which is concealed a
metal bucket. The bucket contains a solution of alchemical
compounds which has many properties of sovereign
glue. A creature which fails to spot the trap steps into the
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bucket. The alchemical compound instantly sets around
the creature’s foot, forcing the creature to clank through
Undermountain with her foot stuck in a bucket.

Until the bucket is removed, the creature has
disadvantage on Dexterity saving throws, Dexterity
(Stealth) checks, initiative rolls, and cannot use abilities
which rely on quick reflexes, such as Uncanny Dodge.

The compound can be rendered inert by making
a successful DC 18 Intelligence check by a character
proficient in and using alchemist’s supplies. Otherwise, the
compound loses its adhesive properties when the victim
finishes a long rest.

Stop Hirring YourseLF!
Magic trap - variable

THE PARTY ENTER A HALLWAY, PREFERABLY A 4-WAY
INTERSECTION. TO THEIR LEFT IS A BLANK WALL, AND TO
THEIR RIGHT IS A NASTY TROLL WHICH APPARENTLY HAS
NO IDEA THE HEROES EXIST, HAVING TAKEN NO NOTICE OF
THEM. THE TEMPTATION TO AMBUSH THE BADDIE WITH A
RANGED ATTACK WILL BE OVERWHELMING.

The trap consists of a permanent major image spell—the
troll—masking a teleportation array. Any ranged attacks
the adventurers make travels right through the troll, into
the teleportation array, and is magically transported to the
other end of the array in the blank wall. The attack flies out
of the blank wall and hits the adventurers in the back. The
array teleports both weapon and spell attacks.

A successful DC 20 Intelligence (Investigation) check
reveals the illusion, going down by 5 for each attack
directed at the troll which supposedly “hits.”




If theyd have just kept going forward, they wouldn’t have Not only do these cylinders protect the statues and their

had this problem... precious decorations, they also hold the roof up. As soon
as a cylinder is dispelled, the roof collapses around that
Wrat HappeNED To THE RoGUE? statue, raining tons of stone which buries the statue and

anyone foolish enough to be standing near it. Any creature
within 10 feet of the statue must make a DC 20 Dexterity
saving throw, taking 55 (10d10) bludgeoning damage on a

, failed save or half as much damage on a successful one. In
WHEN THEY GET CAUGHT UR INIT,THEY L. CHANGE THEIR | “addition, a credture failing thekavimagilitovaisiiicd linder

TUNE. THIS TRAP HAS AN OVERT PoIsON NEEDLE TRaAP, the rubble and will suffocate in 1 minute if they cannot be
BUT HAS A SURPRISE IN STORE FOR THE ROGUE WHO ot

DISARMS THE NEEDLE - IN ORDER TO GET AT THE NEEDLE,
SHE HAS TO STAND ON A TRAP DOOR, WHICH OPENS THE
INSTANT SHE DISARMS THE NEEDLE TRAP.

Simple mechanical trap - Dangerous (Tier 2), Deadly (Tier 1)

JADED, CYNICAL ROGUES THINK THEY'VE SEEN IT ALL. AT
FIRST, THIS TRAP APPEARS TO CONFIRM THIS BIAS. But

A successful DC 10 Wisdom (Perception) check reveals
the poison needle trap (otherwise, see Poison Needle Trap
in the link and the DMG).

A successful DC 20 Wisdom (Perception) check reveals
the trap door. When the trap is triggered, a creature on
the trap door is unceremoniously dumped 30 feet onto
a bed of spikes, taking 10 (3d6) falling damage and 11
(2d10) piercing damage from the spikes. After a creature
falls into the pit, the cover snaps shut to trap its victim
inside. A successful DC 20 Strength check pries the cover
open. The stone slab cover can also be smashed open; the
stone slab is AC 20 and has 25 hit points. A character in
the pit can also attempt to disable the mechanism from
the inside with a DC 15 Dexterity (Thieves’ Tools) check,
provided that the mechanism can be reached and the
character can see.

A successful DC 15 Dexterity (Thieves’ Tools) check
disables the trap door. An iron spike or similar object can
be wedged between the pit’s cover and the surrounding
floor in such a way as to prevent the cover from opening,
thereby making it safe to cross. The cover can also be
magically held shut using the arcane lock spell or similar
magic.

Your Eves ARE LIKE SAPPHIRES...
Magic trap - Dangerous (Tier 3), Deadly (Tier 2)

THIS TRAP IS AN ENTIRE 4 O-FoOT BY 60-FOOT ROOM,
IN WHICH ARE 6 BEAUTIFUL STATUES RUNNING IN TWO
LINES DOWN THE LONG AXIS. EACH LIFE-SIZE STATUE

OF A HUMAN OR ELF MAIDEN HAS PRECIOUS GEMS FOR
EYES, AND HOLDS SOME TEMPTING GOLDEN OR PLATINUM
IMPLEMENT.

A spell or other effect that can sense the presence of
magic, such as detect magic, reveals an aura of evocation
magic around each statue. The statues radiate magic because
they are protected by cylindrical walls of force running from
floor to ceiling. A successful dispel magic removes a wall of
force, permitting access to the treasures.
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HALASTER'S VAULT

HALASTER'S VAULT 1S DESIGNED FOR 4 TIER 3
CHARACTERS. THE VAULT IS TECKNICALLY THE MaD
MAGE'S SINCE HE SET IT UP AND STORED THE CONTENTS
THEREIN, BUT IT'S BEEN HUNDREDS OF YEARS SINCE HE'S
VISITED. [HE MAY DECIDE TO PAY THE CHARACTERS A VISIT,
HOWEVER, SINCE HE'S BEEN WATCHING THEM FROM KIS
LAIR ON LeVEL 2 3. THIS LOCATION IS BEST PLACED OFF
ONE OF THE OPTIONAL EXPANDED DUNGEON AREAS ON
LeveL 18 0r 19.

SHRINE T0 A DEAD Gop

Halaster found the shrine on a faraway planet and
transported it entire to Undermountain, thinking it an
excellent place to keep some of his trinkets.

WhaT DwELLs Herg?

This area is liberally sprinkled with nasty, ingenious traps.

A dreadful guardian (a grisgol) has come into being in the

Treasure Room (Area 8), supported by a clutch of eyewings.

Some undead guardians (huecuva) dwell in Area 3, and
stone golems guard the passage to Area 8. (For all but the
stone golems, see the Monsters section of this book.)

ExpLoriNG This Area

All location descriptions for this area are keyed to the
map below. One square = 10 feet.

For physical features of the Vault, see the “Dungeon
Features” section of “Undermountain Overview” in
Waterdeep: Dungeon of the Mad Mage (hereafter
“DotMM”).

Area 1: ENTRANCE

The Cavern. Light sources flicker feebly in the large
cavern which contains the entrance. The only sounds are
distant drips of water and the sound of pebbles falling; the
air is damp and musty.

The Idol of Iaz’idhr’itra. The light reveals a gargantuan
toppled statue, carved from an otherworldly green stone
which resembles no stone thus far seen in Undermountain.
Even stranger is what the statue depicts—a mass of tentacles
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supporting a bloated sac in which is a lidless eye with a
square pupil. Perhaps it is an idol of a long-forgotten god. In
any case it is a ghastly thing to behold. Once easily 40 feet
tall or more, now it lies on its side surrounded by broken
stone from when it fell—or was pulled—over. Carved into
the base of the statue are runes or glyphs unlike those
known to Faertinian scholars. A character can decipher

the symbols with a successful DC 20 Intelligence (History
or Religion) check. They spell out the name ‘Taz’idhr’itra.
Succeeding by 5 or more reveals that laz’'idhr’itra is a
powerful creature from the Far Realm sometimes sought as
a patron by warlocks.

Next to the statue is an opening which must have been
revealed when the statue fell. The opening is 10 feet by 10
feet, and a short way inside, stairs ascend 30 feet to Area 2.

Aren 2: THE GALLERY oF DooM

Eye See You. When the heroes peer into the room, an
eyewing immediately flees down the stairs (Area 4), using
its tentacle to close the portcullis behind it.

The Chamber. At the head of the stairs an archway leads
to a long, wide chamber. The floor is covered by the dust of
decades. The walls and ceiling are carved in strange ways
which seem to defy conventional geometry and known
dimensions. In niches regularly spaced on the long walls are
statues which vaguely resemble the toppled one outside.

The Pit. 10 feet into the room is a 30-foot-deep pit. The
bottom of the pit is completely covered with rusty metal
spikes. There is a badly-decomposed body impaled on the
spikes.

A character with a passive Perception of 15 or higher
notices a faint path through the dust which abruptly ends in
the square marked “T” to the left of the pit.

TeLEPORTING PiT oF SPikY DeEaTH

Stepping around the pit onto a square marked “T” causes
the creature which steps on that square to be teleported into
the center of the ceiling above the spiked pit, 30 feet in the
air. The creature then falls a total of 60 feet onto the spikes,
taking 21 (6d6) bludgeoning damage from the fall and 22
(4d10) piercing damage from the spikes. The teleportation
magic on a square can be suppressed for 1 minute with a
successful casting of dispel magic (DC 20). The pit can also
be bypassed by such measures as a wall of force being cast
over it and used as a bridge; throwing a grappling hook and
catching a carving in the ceiling (treat the carving as AC 15;
on a hit the hook catches), and swinging across; or simply
jumping the 20 feet across. The eyewings simply fly across
when they patrol.

The body belongs to a hapless adventurer whose
companions abandoned his mortal remains when they fled
the Vault. A search of the body reveals a pair of Trumwin’s
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bracers and a shadowrift blade (see the Magic Items section
of this book).

Secrer DooRr

Just beyond the pit is a secret door leading to Area 3.
A successful DC 18 Wisdom (Perception) check or a
passive (Wisdom) Perception of 18 or higher reveals
the faint outline of a door in the carvings in the niche. A
successful DC 18 Intelligence (Investigation) check reveals
that certain appendages on the statue in this niche can be
manipulated until the stone wall grinds into the floor. A
creature making this check must also succeed on a DC
12 Wisdom saving throw or be affected by a Short-Term
Madness from studying the strange carvings so intently.

Area 3: Crypt oF THE PRIEST~THINGS

Stone Coffins. Arranged in two neat rows of 5 each are
human-sized stone sarcophagi, each carved with more of
the geometry-defying images as the larger chamber without.
The lids of each are inlaid with gold and platinum forming
symbols like those seen on the massive statue in the cavern
outside.

A successful DC 20 Intelligence (History or Religion)
check reveals the following names in no particular order:
Xejhash, Hitlo, Shyzdre, Mhujhe, Cthalo, Yikthivhdra,
Ugouxhoh, Ycthotl'russ, Yangaorvir, and Yicxegrzhe.
Succeeding by 5 or more reveals that this is likely a burial
chamber for priestly attendants of this weird shrine.

When a living creature touches one of the sarcophagi,
the lids of each explode upwards into thousands of tiny
shards. Each creature adjacent to a sarcophagus must make
a DC 20 Dexterity saving throw, taking 10 (3d6) slashing
damage from stone and metal shrapnel on a failed save, and
half as much damage on a successful one.

From each sarcophagus climbs a weird humanoid
skeleton. Though humanoid, they have but two thick fingers
and one thumb per hand, and their feet more resemble
a bird’s, with two thick toes pointing forward and one
“thumb” pointing to the rear. Their skulls have only one eye
socket, and their jaws lack teeth, having instead rough, bony
plates. Treat these undead as heucuva (see the Monsters
section of this book).

One of the undead priests wears a necklace which has
bears a short cylinder carved in an intricate pattern of
grooves. This is the key to the portcullis lever in Area 4.

ARrea 4: SLIPPERY STAIRS

Staircase. Farther into the gallery, another pit yawns in
the floor, this time providing access to a wide, 30-foot long
staircase which descends steeply into the gloom before it
levels out into a long hallway. Halfway down the staircase
is a metal portcullis. In the wall next to the portcullis is a



lever, and there is a small, round hole in the wall above the
lever.

The staircase is a trap. Pulling the lever without first
inserting the key from Area 3 does not raise the portcullis.
Instead, it releases a flood of flammable oil from the
ceiling which drenches the staircase and any creature
on it. Each creature in the oil must succeed on a DC 15
Dexterity saving throw or tumble down them, taking 20
(6d6) bludgeoning damage in the process. Once the trap is
triggered, the floor of the area is covered with the oil and
any movement other than flight and teleportation requires
another Dexterity saving throw.

In addition, a creature drenched with oil who is carrying
a lit torch or lamp, or any other source of flame must make
a successful DC 15 Dexterity saving throw or burst into
flames while setting the rest of the oil alight. Any creature
in the burning oil must make a DC 15 Constitution saving
throw, taking 12 (2d10) fire damage on a failed save and
half as much damage on a successful one. Such creatures
continue to burn, taking another 7 (2d6) points of fire
damage at the start of each turn they spend in the area
affected by the oil. The oil burns off in 1d4 turns.

The portcullis can be raised with a successful DC 20
Strength check, by combining the lever with the key from
Area 3, with a knock spell, or unlocked with thieves’ tools
and a successful DC 20 Dexterity check.

Scrying Eye. As the characters deal with the staircase,
a large floating eye surrounded by glowing motes of light
appears above them. This is one of Halaster’s scrying eyes
(see “Halaster’s Lair” in DotMM). It studies the characters
for a moment before disappearing without a sound.

Area 5: SuiMy CorNERS

Slimefall. These corners of the gallery appear normal,
but are each inhabited by a carnivorous wall ooze (see the
Monsters section of this book). Whenever a living creature
approaches a corner, that creature is attacked. When one
attacks, the other rushes to join in.

Area 6: ALTAR OF RESTORATION

Locked Door. This room’s door is cast from an
unrecognizable, dull-gray metal. Cast into the metal
are more eye-watering sculptures of dimension-defying
creatures, their tentacles seeming to twitch toward a figure
matching that of the toppled idol. In the center of the door
is a small, round hole. The door can be unlocked by the key
from Area 3, with a knock spell, or with a successful DC 20
Dexterity (Thieves’ Tools) check to pick the lock.

Otherworldly Altar. Inside the room, against the wall
opposite the door, is a plain rectangular block made from
the same metal as the door. The stone wall above the block

is carved to resemble the toppled idol, its tentacles reaching
toward the metal block.

A detect magic spell reveals an aura of evocation magic
around the metal block, while an identify spell or similar
magic reveals its magical properties: If two or more
creatures touch the block at the same time, a willing
creature can transfer its vitality into the others. The donor
rolls 1 or more of its Hit Dice and takes that much necrotic
damage, and the recipients receive that many hit points in
healing.

Aren 7 - GUARDIANS IN STONE

Archway. At the bottom of the stairs is an archway.
Carved into the notch are more symbols like those on the
toppled statue. A character can decipher the symbols with
a successful DC 20 Intelligence (History or Religion)
check. They spell out the phrase “Aiueghryvh’xeth vollorc
laz'idhr’itra” Succeeding by 5 or more reveals that many
shrines guard portals with magic phrases which must be
recited carefully lest terrible guardians manifest to attack
intruders.

Statues. In niches to either side of the corridor just
beyond the archway are two statues, smaller versions of the
toppled statue.

If the phrase carved into the archway is not repeated
exactly, when a living creature steps through the archway
the statues animate and attack. Treat the statues as stone
golems. If the heroes retreat past the warded archway, the
golems do not pursue.
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AN O0 Q7

AIVUEGHRYVH'XETH VOLLORC JAZIDHR'ITRA

ARren 8: Lair oF THE EYEWINGS

No Relief from Bas-Relief. Every inch of the walls and
ceiling of this room are carved in mind-warping shapes and
forms.

Pyramid of Madness. Dominating this room is a massive,
flat-topped pyramid. Steps are carved into the pyramid’s
sides, leaving spaces from which stare great lidless eyes like
that of the toppled idol. At the top of the pyramid, stuck
into a block of dull gray metal, is a large greataxe.

Aura of Madness: A creature starting its turn on the
pyramid, moving through a space occupied by it, or ending
its turn there must make a DC 18 Wisdom saving throw.
On a failure, the creature’s mind is affected by the weird
geometry of the room, and it suffers disadvantage on attack
rolls and saving throws until the start of their next turn.

Flesh Grinder. The greataxe is the powerful artifact, Flesh
Grinder (see the Magic Items section of this book).

The Guardian. Sitting next to the greataxe, atop
the pyramid, is a grisgol—a large creature seemingly
constructed of wands, swords, staves, boots, and bits of
armor, all wrapped up with parchment scrolls. As it lurches
to its feet, sparks of arcane energy flit over its surface. The
grisgol formed from magic items Halaster stashed in this
room, fed by the unfathomable power of the pyramid.
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While Halaster wasn’t
pleased to lose his
valuables, he reasoned
that what he lost in
magic items he gained
in a powerful guardian
for the real prize: Flesh
Grinder.

Tactics: The grisgol
makes ranged spell
attacks, using chain
lightning or disintegrate
before the heroes close
to melee range. It relies
on the pyramid’s aura to
assist it.

Eyewings (optional).
If the heroes are
making short work of
the grisgol, you can add
support creatures to
the fight. Starting at the
beginning of initiative
on a round of combat,
an eyewing materializes
above the pyramid.

Roll initiative for it.

At the beginning of
each round thereafter,
another eyewing appears and joins in the fray, until 4 appear
in all. All eyewings act on the same initiative.

AFTERMATH

Defeating the grisgol means a character can claim Flesh
Grinder. If the heroes do not destroy the remnants of the
grisgol by scattering its remains through Undermountain,
it reforms in 24 hours, thanks to the power of the pyramid.
While the grisgol reforms, the pyramid produces eyewings
at a rate of 1 an hour. These eyewings track the heroes,
lurking in the rest of the Undermountain level where you
place the Vault, waiting to attack the heroes and retrieve
Flesh Grinder. The eyewings don't risk a frontal attack; they
wait until the characters rest or are badly hurt after a fight
(they won't join in another fight).

Halaster knows if the characters win Flesh Grinder. He
is not pleased with its loss, but is impressed with their
ingenuity and resourcefulness.
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Item Cost Weight
Activated Charcoal 5gp 11b.
Animal Care and Grooming Kit 5 gp 30 Ib.
Blarney’s Unchewable Taffy 5 gp

Blinding Stone 25gp 11b.
Coin Collection % 3 Ib.
Compass 100 gp b.
Cooling Balm 20 gp 11b.
Deafening Crystal 20 gp 11b.
Falstern’s Giggle-Berry Wine 10 gp -
Footprint Book 10 gp 3 Ib.
Halaster's Earwax 5gp 1 Ib.
Halaster's Tar 5 gp 2 Ib.
Helmet Clamp 5 gp 1 1b.
Ice Skates 3 sp b.
Insect Repellant 5 gp 1 Ib.
Light Geode 15 gp 1 Ib.
Liquid Metal 30 gp 1 Ib.
Loaded Dice 5sp

Magnet 1gp 1 o
Mending Powder 30 gp 11b.
Nerve Tonic 10 gp -
Portable Windlass 25 gp 15 Ib.
Repulsion Device ¥

Shield Sling 1gp b.
Smokestick 10 gp 1 Ib.
Snow Shoes 5sp 1 Ib.
Stone pellet 10 gp 1 Ib.
Sunrod 5gp 1 Ib.
Warming Stone 5sp 1 Ib.
Wheel Lock Pistol ® 3 1b.

*This item cannot be purchased

Activated Charcoal. These small, black capsules are used
to filter out toxins. Each vial contains up to three capsules.
Each capsule can be used to purify up to ten gallons of
water, making it safe to drink. The capsules can also be
taken orally. If taken orally, they allow a poisoned creature
to immediately make a Constitution saving throw to end
the poisoned condition. The creature has advantage on this
saving throw and if it succeeds, the poisoned condition
ends. Failure indicates the condition continues.

Animal Care and Grooming Kit. This kit contains
everything one needs to properly groom and care for an
animal companion or mount. It also contains spare straps
and buckles for repairing broken tack and harnesses.
Products for saddle care and repair are included as well.
Using this item for a half-an-hour prior to presenting your
mount or animal companion to an NPC makes your mount
or animal companion look better than the average creature
of its type. You are granted a +1 nonmagical Charisma-
based bonus to all Charisma checks whilst the mount or
animal companion is in your presence for the next 3 hrs.
This item lasts the user one month before being depleted.

Blarney’s Unchewable Taffy. This item comes in a small
paper wrapper. The user places the candy in their mouth to
activate the item. The item lasts for 5 minutes and during
that time, the user is able to speak one of the following
languages: Common, Dwarvish, Elvish. Giant, Gnomish,
Goblin, Halfling, or Orcish. The user cannot read the
language and must have a high enough Intelligence score to
speak at least one language. These candies have a pleasant
fruit flavor common to the racial type, indicating which
language it bestows. This item can be used only once.

Blinding Stone. This black, opaque crystal explodes on
impact. It can be thrown (range 20/60) or shot from a sling
(range 30/120). All creatures within a 10 ft. cube of the
crystal when it explodes must make a DC 10 Constitution
saving throw. Failure results in the creature taking 3 (1d6)
thunder damage and being blinded. On a success, the
creature takes 3 (1d6) thunder damage but is not blinded.
This condition lasts for 10 minutes or until it is ended with
a successful saving throw. At the end of each of its turns, the
creature may attempt to make a DC 10 Constitution saving
throw; failure results in the condition continuing. A success
ends the condition. This item can only be used once.

Coin Collection. This item is not usually bought but
found. It is a glass jar containing various coins from foreign
nations, fallen empires, and other rare minting’s. It is worth
anywhere from 5 sp to 20 gp.

Compass. This item is used to help determine the cardinal
directions. If used, this item grants the user advantage on
Wisdom (Survival) checks to avoid becoming lost.

Cooling Balm. This creamy lotion activates when applied
to the skin. This balm lasts for up to 2 hours. Each vial
contains enough balm for one use. The creature gains
resistance to fire damage and will not become sunburned
while the lotion is active. This item can only be used once.

Deafening Crystal. This small, clear crystal explodes on
impact. It can be thrown (range 20/60) or shot from a sling
(range 30/120). All creatures within a 10 ft. cube of the
crystal when it explodes must make a DC 10 Constitution
saving throw. Failure results in the creature taking 3 (1d6)
thunder damage and being deafened. On a success, the
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creature takes 3 (1d6) thunder damage but is not deafened.
This condition lasts for 10 minutes or until it is ended with
a successful saving throw. At the end of each of its turns the
creature may attempt a DC 10 Constitution saving throw,
failure means the condition continues. A success ends the
condition. This item can only be used once.

Falstern’s Giggle-Berry Wine. No
one is really sure what this famous wine
is made from. Each bottle contains
24 ounces. It is an excellent wine; a
favorite amongst many lushes and rakes.
If consumed, the imbiber becomes
inebriated but has advantage on
Charisma-based skill checks for up to 3
hours. Each bottle contains enough wine
for up to 3 uses.

Footprint Book. This book is really more of an investment
and less of a guidebook. It comes with 30 thick, parchment
pages, ink, a pen, charcoal pencils, and glue. All the pages
are blank if bought new; if found, it contains 1D20 sample
footprints, printed one per page. Each entry is labeled
with the name of the creature (if known) and where it was
found. The book can be used to make a copy of a creature’s
footprint. The user must have the actual foot of the creature
and that creature must be capable
of leaving a footprint to record. In
addition, the bearer of this book
gains advantage for the purpose of
identifying a footprint, providing
the print of the footprint being
viewed is contained within the book.
Many adventurers fill this book
with images of the footprints of
slain monsters. Once filled with 30
entries, this item can be returned to
libraries in Waterdeep for 2 gp per entry.

Halaster’s Earwax. This amber-colored paste waterproofs
any material it is applied to. Each jar contains enough
earwax for one use. Each use covers 10-square ft. of
material. This waterproofing lasts for one week. This item
can only be used once.

Halaster’s Tar. This sticky, black paste is found in special
non-stick glass jars (brush included). The paste is extremely
difficult to remove from any surface once applied. When
applied to floors, the space it is applied to becomes difficult
terrain. If applied to a door or a chest, a successful DC 12
Strength check is required to open it. Each jar contains
enough tar for one use and each use can cover up to
10-square ft. It also waterproofs the surface it is applied to.
The tar lasts for 24 hrs. after application. This item can only
be used once.

Helmet Clamp. This device is made of straps and an
adjustable clamp to fit most helmets. When attached to

HALASTER’S HOARD

a helmet, it allows the user to affix a lantern (hooded or
bullseye) to their helmet. These are highly sought after by

adventurers going into Undermountain.

Ice Skates. These items fit over most footwear and are
strapped to the soles of the boot or shoe. They have thick
blades that glide across the ice. While wearing ice skates,
the user ignores difficult terrain as a result of ice and their
movement speed on icy surfaces is 30 ft. Unfortunately,
while wearing the ice skates, the user has disadvantage
on Dexterity saving throws to avoid being knocked prone
and non-icy surfaces are considered difficult terrain. This
item lasts for about 3 months of heavy use before needing
maintenance to recondition the blades.

Insect Repellant. This small jar of yellow cream is
smeared on the skin to help prevent insect bites. Once
applied, it remains active for 2 hours. During this time, the
wearer gains Damage Resistance to damage caused by insect
swarms. Any insect that is not part of a swarm making an
attack against the creature wearing active insect repellent
must make a DC 12 Wisdom saving throw. If the insect
fails this saving throw, it must select another target. If the
insect succeeds, it may continue the attack as normal and it
immune to the effect of insect repellent for 1 hour. This item
can only be used once.

Light Geode. This orange,
luminescent crystal flickers and begins
to glow on impact. It can be thrown
(range 20/60) or shot from a sling
(range 30/120). It provides bright light
in a 20 ft. radius and dim light for an
additional 10 ft. This geode lasts for 1
hour before it flickers and fades out.
This item can only be used once.

Liquid Metal. This heavy, thick, silver
liquid hardens in 1 hour after being
exposed to air. It can be sculpted as it hardens or poured
into a mold and left to cure. Each jar contains enough for
liquid metal for one use. Each use can make up to 5 pounds
worth of material. The item(s) made are permanent until
destroyed. This item can only be used once.

Loaded Dice. These six-sided dice are rigged with a small
drop of lead hidden in the pips that cause them to roll
favorably for the user. Most gambling houses will insist that
patrons roll the house dice. Some unscrupulous gambling
houses use loaded dice to cheat patrons. These dice can
be switched with the house dice on a successful DC 15
Dexterity (Sleight of Hand) check. Failure indicates the
character has been caught cheating. These dice reduce the
DC of skill checks made while gambling by 5.

Magnet. This item is a primary component of the
compass but its utility is far-reaching. This magnet fits
in the palm of one’s hand. Ferrous metals and other



magnets are attached to the magnet. This can be used to
retrieve dropped tools, locate a lost pin, or detect hidden
mechanisms.

Mending Powder. This black powder will repair any
nonmagical object weighing less than 5 Ibs. It is found in
crystal vials and each vial contains enough powder for
one use. This item cannot repair magic items. The repair is
permanent until broken. This item can only be used once.

Nerve Tonic. This amber liquid is thin and oily with an
aftertaste like that of alcohol. It calms the nerves, soothes
the stomach and increases focus. Once imbibed, the user
may add their proficiency bonus to all Intelligence and
Wisdom-based skill checks for 1 hour. Each vial contains
enough nerve tonic for one use. This item can only be used
once.

Portable Windlass. This device consists of a crank and a
small spool with a locking mechanism. The spool holds 30
feet of rope or chain. It uses a fulcrum to lift and suspend
heavy objects. It can also be used to open stuck doors and
remove debris. If the user succeeds on a DC 12 Intelligence
check, they may use this item to gain advantage on Strength
checks to raise or lower objects, open a door, or remove
debris. This item lasts for about 1 year of heavy use before
needing maintenance to recondition the device.

Repulsion Device. This device is a small metal ball with
a button on it. As a bonus action, the user may press the
button activating the item. When activated, each hostile
creature within 5 ft. of the user must make a DC 12 Strength
saving throw. Failure indicates that the creature is pushed
back 10 ft.; failure by 5 or more indicates that the creature
is also knocked prone. On a successful saving throw, the
creature is unaffected but may move back 10 ft. and doing
so does not provoke an attack of opportunity. This item can
only be used once.

Shield Sling. This contraption is made of adjustable straps
and buckles. When affixed to a shield, it allows the user to
attach a torch or sunrod to the front of their shield. The
shield sling is adjustable to most shields. Those venturing
into Undermountain seek these items as they allow one to
carry a weapon, a shield, and a light source.

Smokestick. This specially treated wooden baton emits
a thick smoke when ignited. The smoke occupies a 20 ft.
radius sphere that spreads around corners. The area of effect
is heavily obscured for 10 minutes. This item can only be
used once.

Snow Shoes. These large, flat shoes fit over most footwear
and make traveling across snow-covered areas easier. While
wearing these shoes, the user ignores difficult terrain as
a result of snow, sleet, or sand. This item lasts for about
1 month of heavy use before needing maintenance to
recondition the straps and soles.

Stone Pellet. This heavy, rough stone activates when
placed in water. It can turn up to 30 gallons of water into
stone. This effect lasts for 1 hour, then the stone reverts back
to water. This item can only be used once.

Sunrod. A sunrod is a 1-foot-long iron rod tipped with
gold. When the tip is struck upon a hard object, it sparks
and blazes to life with nonmagical fire. This fire provides
bright light in a 30 ft. radius and dim light for an additional
30 ft. This flame burns for 1 hour before it burns out. This
item can only be used once.

Warming Stone. This smooth, grey stone fits neatly in the
palm of the hand. When rubbed vigorously between both
hands, this stone activates and provides warmth for up to
2 hours. A creature using this item gains resistance to cold
damage while the item is active. This item can only be used
once.

Wheel Lock Pistol. This curved stick made of iron and
wood makes a loud bang when used and is capable of doing
massive damage (DMG, p268). The user may make a ranged
weapon attack (they are not proficient). After the attack is
resolved, the user takes 1 point of fire damage as the weapon
explodes in their hand, rendering the item unrepairable and
useless. This item can only be used once.

Wheel Lock Pistol. Ranged Weapon Attack: range
30/90 ft., one target, Hit: 16 (3d10) piercing
damage.
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