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IntrODUCTION
Hello and welcome to Cardography™! We believe this is the perfect companion for 
your favorite roleplaying game. Cardography is meant to be utilized to enhance your 
gameplay, and to enrich the players’ experience. If at any point you feel like something 
within the story should change to make your friends have a more enjoyable time, by all 
means do it! 

There are quite a few ways that you can use Cardography in game play. They are 
bulleted out below, but we wanted to go into a bit more detail here to get your 
ideas going. 

Growing up we all loved gigantic dungeon maps that allowed campaigns to last 
for months on end! Those were a huge inspiration for creating the dungeon within 
this deck. 

There are quite a few ways that you can use Cardography in game play. First and 
foremost you can run an entire campaign using the cards in the layout that they were 
originally created. See the map in its full glory on page 83. We also loved the idea of 
being able to play quick pick up dungeon crawls. Imagine you and a couple of friends 
waiting for the doors to a convention hall to open up, and you want to kill some 
time playing your favorite RPG. All you have to do is simply arrange a few of your 
Cardography dungeon cards, and see where the adventure takes you!

Throughout these pages are everything you need to take your characters on exciting 
quests, over and over again! The way you choose to lay out the dungeon will create a 
new adventure each time that will be exciting for both you, as a Game Master, and the 
friends you play with.
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PREPARING THE ADVENTURE

Key To Page Layout

ALTERNATIVE SCENARIOS

Swallowed Alive: Shuffle all the cards and traverse a randomized dungeon.

Beastly Brawl: Select the cards with Rooms 12, 18, 24, and 50. 
Shuffle them, dealing them out at random. 

Quick Crawl: Select thirteen random cards and shuffle them, dealing them out 
at random.

Forever Campaign: Mix and match this deck with cards from other 
Cardography decks.

WAYS TO PLAY

The module and cards for the Forest of the Dead can be played many ways:

As a complete structured campaign (using the map in its original layout) 

As serialized adventures (using the cards in the numbered order)

As a random adventure (selecting any number of cards to create 
your own map)

We suggest playing Atmar’s Cardography™ Survive the Badlands in its entirety. 
Then try one of our alternate scenarios below, or make your own variation.

Game Master’s Guide
to the Forest of the dead

Sample text.                              Sample text.                                 Sample text.

Items to read aloud                       Roll required                           GM information
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ADJUSTING THE ADVENTURE

The Forest of the Dead is designed for adventure groups level 10-14 with a party of 
four to six heroes. Each adventuring group is different, so if you feel the encounters 
of The Forest of the Dead are too challenging or not challenging enough you may 
elect to adjust them accordingly. Adding one additional creature per character 
is an easy on-the-fly adjustment. Other adjustments or suggestions for specific 
encounters within the module accompany some scenes.

RANDOM ENCOUNTERS

While resting or remaining in the same room for an extended period in 
the Catacombs, it is possible for wandering creatures to come upon the 
characters. The number provided is adjustable depending on the power level 
of the party. For every hour an adventuring group remains in the same room, 
roll a d20 with the result of a 1-14 incurring no encounter. On a result of 
15-20, roll a d6 and apply the following:

d6 result    Random Encounter 

1. A horde of 8 Unliving lurch down the hallway into the room.

2. A sickening, twisting and snapping emanates down the corridor as a   
 colony of 4 Gentriken skitter into the room.

3. The corridor in front of you darkens as a hive of 10-15 Senojmit.

 4. A warband of 3-6 Araneo Lancers come traipsing through the corridor  
 after a successful raid..

5. A warband of 3-6 Glabber Knights come traipsing through the corridor  
 after a successful raid.

6. A horde of 8 Uniliving stumble forth, groaning down the corridor.  They  
 are being led by a Clawed Hand of the Veil.
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THE SETTING
This adventure is written to be set in the world of Revilo but can easily be injected 
into any campaign setting of your choice. 

The Forest of the Dead has long been regarded as a place to avoid at all cost. A long time ago 
a spell was cast trapping all living things, including an evil god known as the Veil, within the 
shadows of this forest. The Veil, tormented by hunger, sucked the life out of the creatures that 
were imprisoned along with her. As she drained the life force from these beings, she used her 
own magic to turn them into Unliving vessels. Now they endlessly prowl throughout the Forest 
of the Dead, searching for any life to capture and bring back to sustain the Veil. 

A few generations ago, a brilliant tinkerer was determined to find a way to get through the for-
est. He decided that if he couldn’t go through it or above it, he would go under it. Tunnels were 
constructed below the Forest of the Dead to secure trade routes, and for quite some time the 
routes were traveled easily. The main concern of merchants was making sure they didn’t come 
up too close to the edge of the forest. Recently there have been rumors of entire caravans 
going missing, new passageways opening up, and never before seen creatures showing their 
faces. 

Deep below the Forest of the Dead is a fearsome and violent subterranean society that the 
surface dwellers have never encountered. Resources in the deep are running low, so the Ekluof 
who reign there have sent scouting parties closer to the surface in search of more supplies.   
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Current Issues & Adventure Hooks
Raiding Parties at Odds. Ekluof of both the Araneo and Glabber clusters have 
been exploring closer to the surface levels of the Forest of the Dead. These raiding 
parties, who come from deep below, have been sent by their home clusters to set up 
encampments and explore the area. The Araneo and Glabber clusters are competing 
for any natural resources in the area as well as for space.

Merchants Gone Missing. Wemble Mandel has been a prominent merchant, 
transporting goods from the Valley of Despair to the rest of Revilo for years. The 
Mandel family is one of the oldest and most revered merchant families in all the 
land. Recently, Wemble and his traveling companions did not make their latest 
rendezvous. They were last seen entering the tunnels beneath the Forest of the 
Dead. A bountiful reward has been advertised by the rest of the Mandel family for 
any information leading to his current whereabouts. 

Evil Comes Unbound. Trapped inside the Forest of the Dead is an evil god known 
as the Veil. The magic binding her to this region has begun to weaken with age. As 
the power over the Veil dwindles, she has found a way to move through the earth 
in search of food to give her strength. Will the adventurers find themselves face-to-
face with the gaping mouth of this god? 

Denizens of the VAST BELOW
About the Ekluof 
Long ago, the Ekluof were Grinatuars living upon the surface of Revilo. When the 
god Creedona condemned the Veil, an evil demigod, to be confined to the forest 
she was in, the ground opened up and swallowed many of its inhabitants. 

Over time, the Grinataurs began to rebuild a society within the vast caverns that lie 
deep beneath the forest floor. As the generations passed, the harsh environment 
underground caused the Grinataurs to become more barbaric and fierce. Now 
known as Ekluofs, they are rougher, wilder, and better suited for enduring the 
challenges of life below the Forest of the Dead. The evil lurking above has seeped 
into the very core of their society. Through feuds and rivalries the Ekluofs have split 
into two factions, the Araneo Cluster and the Glabber Cluster. As their populations 
grow, the resources of their subterranean dwellings begin to dwindle. Each of the 
clusters have begun sending raiding parties to the surface to seek out food to sate 
their people. 

They believe that whoever survives will reign over the Vast Below.   
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Araneo Cluster 
Ghihlar Araneo was a young Grinataur when he was swallowed into the Vast Below. 
When he awoke, he found himself alone, battered, and bruised. He realized something 
living had cushioned his fall. It was a young Salazarite, badly injured but still alive. 
Feeling responsible for crushing the creature under his weight, Ghihlar proceeded 
to help mend the creature’s two broken legs. The Salazarite in turn began to catch 
smaller bugs and rodents to share with his new friend. Ghihlar named his new 
companion Araneo, and for a number of years they were the only company each other 
kept. 

Ghihlar assumed he was the only one of his kind still left alive, until one day while 
riding Araneo, following a strange shrieking noise reverberating through the 
deeper caverns, he came upon a village. Araneo and Ghihlar cautiously entered the 
settlement to discover the source of the bone-chilling screams. 

When Ghihlar and Araneo arrived, they saw both of their species at odds with one 
another. A swarm of hungry Salazarites were attacking the village filled with battling 
Grinataurs. Legend says that time stopped when Ghihlar rode into the middle of the 
skirmish on Araneo, calling for his brethren to stop. Araneo, in turn, clicked madly at 
his broodkin, indicating “alliance.” 

Grinataurs put down their weapons and tended their wounded. Salazarites sat back 
on their many legs and began eating theirs. The fighting ceased. From that point 
forward the Salazarites and this cluster of Grinataurs lived together in a harmonious 
brotherhood. 

Over time, the Ginataurs lost the way of the old gods and began favoring the 
belief that the Queen Salzarite would bring them safety and strength. They started 
selectively breeding the Salazarites for various tasks. Those with especially thick 
carapaces were mated with those with the longest mandibles, to be used as steeds for 
hunting in the dark caverns of their home. Salazarites able to jump the farthest were 
mated with those who were best at climbing and tracking, to be used for steeds for 
exploration. Over the years they have spent in The Vast Below, they have physically 
adapted and now call themselves Ekluofs. 

Glabber Cluster 
Huli Glabber was born into the Araneo Cluster. She never knew the topside of Revilo 
or the old gentle ways of the Grinataurs. As a child Huli was never fond of the 
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Salazarites and had no interest in bonding with one, as is the accepted right of 
passage for young Ekluofs into adulthood. As she played in one of the more remote 
caverns, she befriended a Cygnikul by offering it food repeatedly over the course 
of many days. Huli eventually bonded with the Cygnikul, and brought it back to the 
village. 

The Salazarites and other Ekluofs wanted to kill and eat the rodent-like creature Huli 
had brought with her. As she resisted the crowd of her people encircling them, Huli 
lashed out wildly with her sword. She inadvertently struck a fatal blow to one of her 
fellow Ekluofs before being overtaken by the massive crowd that had gathered. In 
the commotion, her pet Cygnikul managed to outrun the mob and escaped into the 
caverns. 

Huli was thrown in a prison cell and sentenced to face the wrath of the tribunal the 
next day. Huli’s father snuck into where she was imprisoned and freed her from the 
cell. Her family and some close friends collected as much of their belongings as they 
could carry and set out, deeper within the Vast Below in search of a new place to 
call home. 

Within two days of travel Huli’s Cygnikul found her. Huli was thrilled to be reunited 
with her pet and named the critter Glabber. The group established a settlement 
many weeks travel from their old home, and Glabber brought more Cygnikuls into 
the community. Families began to keep small packs of Cygnikuls as pets and steeds. 
The Glabbers do not worship any of the surface gods or the Salzarite Queen. 

Deities of the Forest of the Dead
The Veil – The Veil is the god of darkness, night, and the unseen. It is hard to 
imagine what the Veil looks like, as she is most often described as an absence of 
everything or a dark shadow. Some believe she is hiding inside the Forest of the 
Dead, sucking the souls from those who dare to enter her domain. In truth, she has 
become a large gaping mouth on the forest floor, beckoning the Unliving to seek 
out bodies to feed her insatiable appetite.

Salazarite Queens – Though not gods, the Araneo cluster worship each new 
Salzarite Queen as if they were a deity. The Ekluofs will do anything for their queen. 
In fact, one of the most respected ways to die is by giving yourself over to the 
queen to feast on just before she lays eggs. It is believed a piece of you will pass 
into the next generation of Salazarites. 
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As you enter into this corridor the air becomes a bit thicker than 
previous passageways you have traveled. The air feels stagnant, 
musty, and moist. It sounds as though something is crawling or 
slithering your way. The walls, floor, and ceiling are all formed 
from browned tree roots making it difficult to see if anything is 
moving.

The entirety of room is overgrown with knotted and gnarled roots, creating difficult terrain.

A character that succeeds on a DC 13 Wisdom (Perception) check notices 
the roots around your feet are moving, crawling their way up their legs in 
attempt to grapple them.

A creature that starts their turn standing on the floor or near the walls of 
this room for more must succeed a on a DC 17 Dexterity saving throw or be 
grappled by the roots. A character that is aware of the grasping roots has 
advantage on this saving throw.

Clawing and scratching sounds echo down the tunnels. The corri-
dor opens into a large round room with what looks like a Grinatuar 
in very worn clothes climbing the vines that make up the walls.

If the adventurers kill this Unliving Grinataur and search his body they will 
fi nd the magic item Clursadar Horn. 

A character that succeeds on a DC 13 Wisdom (Perception) check will notice 
the foul stench of rot and decay in the air, as well as faint, sickly gurgling 
noises emanating from the Unliving Grinataur. 

At The Player’s Request: A character who succeeds on a DC 16 Intelligence 
(Arcana or Religion) check will recall knowledge regarding the Unliving. 
These once-living entities have had their life force drained and bodies 
reanimated by the Veil They serve her by gathering more victims to quell her 
unquenchable thirst for souls. This creates more Unliving in the process. They 
are a part of the Veil, and she sees through their eyes. 
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Traveling through these corridors you can see this area connects 
in many directions. Like many of the tunnels under the Forest of 
the Dead, the floors are lined with the same roots which cover 
the walls.    

A character that succeeds on a DC 18 Wisdom (Perception or Survival) check 
notices the roots in the crux of the passage are unhealthy and brittle, primed 
to drop unsuspecting adventurers into the pit below.

If more than 1 Small or larger creature enters this room at the same time, the 
roots give way, plummeting the adventurers to the bottom of the pit 20 feet 
below, taking 7 (2d6) bludgeoning damage from the fall and xdx piercing 
damage from the jagged roots at the bottom.

A character that succeeds on a DC 14 Dexterity saving throw deftly 
maneuvers across the roots before they collapse and avoids falling into 
the pit.

The pit is 20 feet deep with a jagged fl oor composed of roots and hardened vines jutting 
out at varying angles. If the fl oor of the pit is explored, a humanoid skeleton is sprawled out 
with the tattered remnants of a bag beside it. There are 3 iridescent-colored gems worth 
5,000 gp each, a shortsword, and 8 sp. 

A character that succeeds on a DC 16 Intelligence (Nature) check will know 
these are extremely rare gems from the Vast Below.

The pit was recently covered up by a group of Ekluofs who have made camp close by.
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As you enter this room you hear a slight muffled snoring. 
Inside this large space are five nooks with makeshift beds 
crafted from the roots of the walls. Each nook has two beds 
stacked on top of each other with bedrolls in place.    

Sleeping in one bed is Kron of the Araneo Cluster. If the adventurers 
make any noise when entering into this area Kron will pretend to sleep until someone is 
within stabbing distance. At his fi rst opportunity he will attack. 

Characters must succeed on a DC 15  Dexterity (Stealth) check or awaken 
the slumbering Ekluof. If a character enters this room without trying to be 
stealthy, Kron awakes automatically.

A character who succeeds at a DC 13 Wisdom (Perception) check notices a 
humanoid form slumbering in one of the bed nooks.

As you approach the corridor you can see a colorful 
reflection shimmering against the wall of the corridor. A sweet 
floral smell lingers in the air before you. The room is filled with 
brightly colored mushrooms and fungi that appear to be 
moving. They range from the size of a button mushroom to 
3 feet tall.

Each creature that enters this room must succeed on a DC 14 Wisdom saving 
throw or be charmed by the cloud of fungal spores floating in the air. A 
creature that passes the saving throw is immune to the effects for 1 hour. 
Charmed creatures cannot help but walk toward the multicolored mushroom 
patch dominating the majority of this space. Creatures can repeat the saving 
throw at the end of each of their turns, ending the effect on a success.

If a creature moves within 5 feet of any of the mushrooms a toxic spore will be released into 
the air. This is a trap to create a meal for the creeping fungus in the room. 
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Once any creature moves within 5 feet of the mushroom patch, it emits 
a spore cloud with a 10 foot radius. Any creatures in the area of effect 
must succeed on a DC 16 Constitution saving throw or fall unconscious 
immediately. A creature that passes the saving throw is immune to its effects 
for 1 hour. A sleeping creature may repeat the saving throw at the end of 
each of its turns, awakening on a successful save.  

If the adventurers fall prey to the living fungi, the large mushrooms that were moving will 
climb on top of the fallen bodies to start the decomposition process.

Any incapacitated creature to start its turn within 10 feet of the patch of 
mushrooms recieves 16 (3d10) necrotic damage as their skin begins to sprout 
small fungal growths.

The slight sound of something dragging across the floor catches 
your attention as you approach the room.

The room is a large expanse with 5 barrels near the center. Two 
Ekloufs are in the middle of moving them.   

Moving around supplies in this room are Ghart and Fhrad, two Ekluofs of the Araneo Clus-
ter. Fhrad is a tall female decked out in full chitinous armor with a pair of impressive-looking 
polearms slung across her back. Ghart is male, shorter and darker in hue. He is wearing a 
traditional bone mask with no holes cut in its visage and little else. He seems to be com-
fortably aware of his surroundings without the use of his sight. They have not met surface 
dwellers before and will be very suspicious of the adventurers, not wanting to leave the 
room to be potentially ransacked by these unknown outsiders. If the party decides to wait 
quietly for them to leave, they will do so after a few minutes, leaving the barrels behind.

At the Players’ Request: A character that succeeds on a DC 17 Intelligence 
(Investigation) check while searching the barrel the Ekluofs were moving will 
discover a macabre ring by lifting the false bottom of the barrel. This is the Ring of 
the Araneo. It is delicately carved into the likeness of a Salazarite, and features a 
large red gem embedded in its thorax.

among the riches.

R
O

O
M

 6



This large chamber is slightly damp. The walls on either side are 
covered in glistening webs. The longer you look at them, you be-
gin to realize the webbing is not truly lining the walls but cover-
ing alcoves, obscuring something moving inside of each one.  

Inside the cave nooks are Salzaraites tethered to metal rings driven into 
the walls. If provoked the Salzarites will attack those they do not know.

These Salazarites are domesticated, bred for speed and agility. A character 
that approaches them respectfully and succeeds on a DC 22 Wisdom (Animal 
Handling) check soothes the stressed emotions of any one of the creatures. 
Offering the creatures raw meat of any sort will allow advantage onto the 
check. Only one of these creatures, the largest of the group, is mature enough 
to bear a rider if saddled and bridled. Any Ekluof that sees their prized 
riding Salazarites being utilized by outsiders will take great offense before 
commanding the Salazarite to turn on the party.

The corridor opens to a large room filled with purple egg shells 

speckled in blues and greens. With a quick glance it looks 
like whatever was once incubating inside these eggs has now 
hatched, leaving fragmented egg shells littering the floor. You 
hear an occasional loud skittering sound as you traverse the 
room.

A character that succeeds onat a DC 10 Intelligence (Investigation) check 
will see a very small Salazarite hatchling among the eggshells. The creature 
doesn’t appear aggressive or dangerous at all. 

The Salzarites in this region have been domesticated for ages, leaving the Salazarite
hatchling happy to play with anyone who discovers it. If any adventurer harms or kills the 
hatchling it will let out a shrill call that will alert all other Salzarites within 200 feet, 
prompting an immediate roll on the encounter table.
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Entering into this room you smell decay and rot all around. Bee-
tles and bugs scurry along the floor as light shines on them. 
Along the far wall a large shadow moves and you realize it is a 
monstrously large Salazarite. Laid out in front of it on the floor 
are large wooden bowls.   

This is a Salazarite Queen with bowls of food and drink placed before her 
by the Ekluof who worship her. It is clear the swollen monstrosity has just gorged herself 
and not interested in a fi ght unless the adventurers provoke her. 

At the Players’ Request: A character who succeeds on a DC 16 Intelligence 
(Investigation) notices a filth-caked Salazarite saddle blending into the floor of the 
cavern, slightly obscured by the massive Salazarite Queen’s shadow.

Entering into this room you begin to feel a bit dizzy. It appears as 
though the roots lining the walls are in a constant state of motion. 
The walls and ceiling are lined with large centipede-like creatures 
busily working their way around the room. Some appear to be as 
large as your arm, and they are all in a constant slithering state of 
motion.  

If the adventurers touch or any bright light is cast on the Senojmit, they will leap off of the 
wall and attack.

A character that succeeds on a DC 18 Intelligence (Investigation) or DC 23 
Wisdom (Perception) check notices a small metallic glint emanating from the 
far nook of this room. Embedded in the wall, covered in crawling masses of 
Senojmit is a small small gadget crafted from intricate gears and cogs, the 
Augmentible Destabilizer.  

If the adventurers reach in to grab the artifact by hand, 12 Senojmit will leap to attack from 
burrows inside the walls.
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As you move through the tunnels, the corridor off to the side 
opens into a large space with bones strewn all over the floor. 

At the Players’ Request: A character that succeeds on a DC 12 
Wisdom (Medicine) check realizes the bones belonged to a 
variety of humanoid and local fauna species. 

These bones are the scraps left over from Gentriken feasting. Mixed throughout the bones 
are various weapons and basic adventuring gear including a morning star, short sword, a 
holy symbol of Corsuvine, and 5 sp.

Entering into this large, cavernous room you immediately see a 
looming statue in the center. It appears to be made entirely of 
bones. Its rickety form is tall and lean, and relatively humanoid 
in shape. Each of its lanky appendages end in a pair of torsos, 
over articulated with skulls, arms and hands all represented. Its 
form is a macabre latticework of ribs, clavicles, and vertebrae. 
Its head is a massive skull bearing a single, central eye socket 
and a pair of huge, ram-like horns. 

A character that succeeds on a DC 10 Wisdom (Medicine) check realizes this is not the skel-
etal system of any natural being, and is instead a strange sculpture.

If a creature touches the Bone Sculpture it will become animated and lash out, attacking the 
party. The only motivations this statue has is to make more bones so the sculpture can grow.  

At the Players’ Request: A character that succeeds on a DC 18 Intelligence 
(Investigation) check notices a rolled up piece of parchment poking out from 
under the bone sculpture. If the bone sculpture has moved from its original 
position, the DC for this check is reduced to 12. It is a Scroll of the Bone 
Collector.
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This room smells of wet earth and decay. Roots line the walls and 
floors much like the rest of the tunnel system. It looks as though 
you have come to a dead end.   

A character that succeeds on a DC 15 Wisdom (Perception) 
check will notice the pile of bones at the far end of the room. 

These are the scattered remains of 5 Grinataurs. If a creature moves within 5 feet of the 
bones, the Skeletal Unliving will take form and attack.

The floor of this room is bare with most roots worn down. Crude-
ly fastened pieces of fabric hung onto the natural forming roots 
line the walls. A small circular area of the floor appears to have 
been singed from a fire. 

This is where Malik the Grinataur has made a home for the past few 
months. 

At the Players’ Request: A character that succeeds on a DC 15 Intelligence 
(Investigation) check while inspecting any of the doorways in this room 
notices a thin, silver wire laid across each threshold. 

If the adventurers do not see the tripwire a slight jingle will come from a bell the wire was 
attached to, notifying Malik that someone has entered the room. 
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Entering into this small, round room you see a pouch lying on 
the ground. It is turned on its side with coins spilling out of it. 

The bag of coins is a magical trap set by Malik to snare anyone who may 
be about to enter her living space. If the adventurers have already met 
Malik in Room 14, she may warn them about this trap.

When the bag is picked up:

You hear the sound of tearing fabric as the bag you are holding expands over 
your hands and arms. It lashes out to envelope you! 

At the Players’ Request: When a Medium or smaller creature touches the bag 
of illusory gems they must succeed on a DC 17 Dexterity saving throw or be 
restrained and blinded as the bag expands around their form, tying itself off 
firmly (escape DC 20). The bag may not be damaged from the inside. If the 
knot keeping the bag closed is untied by someone outside of the bag, the 
creature is released, and the bag returns to its original size. Each time the 
creature in the bag takes damage, they may attempt to escape. If they escape 
in this manner, the bag is damaged and can no longer be used as a trap.  

If the adventurers have not met Malik, she will come in from room 14 to see 
what has been snared in her trap.

The corridor opens into a large alcove of a room. From down at 
the far end you see a glimpse of something shiny.    

At the far end of the room a mirror has been wedged into the roots lin-
ing the wall. It has been set as a lure for the trap in this room. 

At the Players’ Request: A character that succeeds on a DC 15 
Intelligence (Investigation) check notices small indentations in the floor. They 
appear to be buttons of some sort. If they examine the walls they notice a 
series of round, coin-sized holes distributed around the room.  

If the adventurers enter the room more than 5 feet poisoned tipped darts shoot out of the wall.

Dart Trap: Ranged Weapon Attack  +8 to Hit, Range 30 ft. one target. Hit: 4 
(1D6+4) piercing damage, in addition to 14 (4D6) poison damage, and must 
succeed on a DC 16 Constitution saving throw or be poisoned for 1 hour.

R
O

O
M

 1
5

R
O

O
M

 1
6

17



Entering into this chamber you stumble upon a circle of carefully 
placed cairn stones. Sunken into the ground at varying depths 
are weathered stones forming a rough circle.   

The stones contain powerful magic and will give a temporary boost to 
anyone casting magic in this room. 

At the Players’ Request: A character that succeeds on a DC 20 Intelligence 
(Arcana or Religion) check realizes these stones are carved with the sacred 
runes of Creedona and tap into her magical leylines of Revilo, protecting all 
who enter into this space.

Any creature that starts their turn within the radius of these cairn stones are 
treated as if they are under the effects of the protection from evil and good 
spell. Any rest that takes place here requires no roll on the Encounter Table.

At the Players’ Request: A character who succeeds on a DC 14 Intelligence 
(Investigation) check while searching this room will find a piece of runed 
stone that has broken off and fallen to the floor. This is the Rune of 
Creedona.

A sickeningly sweet aroma permeates your nostrils as you trav-
el through this corridor. Along with the smell, you can hear the 
occasional sound of dripping.     

If the adventurers look up a Salivation of the Veil drops from the ceiling 
to consume them. 

At the Players’ Request: After the Salivations of the Veil are no longer a 
threat, a character who succeeds on a DC 14 Intelligence (Investigation) 
check while examining the room finds an iridescent trail of slime left behind 
by the ooze can be tracked along the ceiling and down the wall before 
disappearing behind the roots.   
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The sound of labored breathing echos from inside this room. As 
you enter you see a Cabally lying helplessly on the floor being torn 
apart by three large Gentriken.      

These oversized beetles will ignore the adventuring party if left alone. 
However, if any of the adventurers move within 5 feet of the Cabally, the 
Gentriken will attack as a group.  

A merchant’s wagon is turned over on its side. One of the wag-
on’s wheels is splintered into pieces on the ground. Spilling 
from the back and sides of the overturned vehicle are high-end 
goods.    

The goods inside the wagon include wheels of cheese, dried fruits, valu-
able fermented fi g wine, hand-crafted beads made by Creedonites, and 
various items (such as…?) blessed by priests of Creedona.

At the Players’ Request: A character that succeeds on a DC 18 Intelligence 
(Investigation) check while searching the cart feels one of the boards under 
the driver’s seat give way, revealing a hidden compartment containing a sack 
with 90 cp, 80 sp, and 40 gp. 

At the Players’ Request: A character that succeeds on a DC 14 Wisdom 
(Survival) check while examining the disturbed earth around the cart notices 
tracks that indicate a wounded gait going off in every direction.

You hear sickly gurgling and uneven shuffling as you see what 
looks to be a disheveled Grinataur facing away from you. It is 
shambling towards another corridor leading out of this area.      

If any creature comes within 20 feet of the Unliving Grinataur, it will 
turn and stumble toward them, drooling and gnashing its teeth ready to 
attack.

A deep guttural growl is coming from the Grinataur staggering towards you. 
Not only are its clothes shredded and covered in filth, but parts of its flesh
dangle from its bones. 
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The corridor opens into a large, dark expanse. Vines dangle from 
the root-woven ceiling of this space obscuring visibility.     

Leeto, an Ekuolf, lurks in the shadows of the room and attempts to remain 
unseen. Once she realizes the adventurers have noticed her, she will hastily 
discard the items she found in the overturned wagon from Room 20. The 
fi rst chance she gets she will try to escape quietly to make it back to her 
camp. If she believes there is no way to escape the room, she will climb 
some of the vines and attach herself to the ceiling.  

Leeto is an Ekuolf wearing armor crafted from Salazarite chitin. Her demeanor is cold and 
untrusting.

Entering into this branch of corridor you immediately notice the 
different texture to the walls. It is no longer the dull browns and 
grays of the roots system. Instead, before you the walls are cov-
ered with rounded, iridescent bumps.      

If a creature touches the walls in any way the bumps will reveal themselves 
to be Gentriken and begin to scatter. Adorning the walls is a Gentriken 
Hatchling Swarm. Once disrupted they will leap from the walls to anyone 

who is close to them, trying to devour their fl esh to get at their delicious bones.   

If the swarm is reduced to half its hit points or fewer, it will fl ee to fi nd itsking in Room 24 
and then circle back in to attack from the opposite direction.

Bits and pieces of bones lie scattered on the ground leading up 
to the large opening of this rounded room. As you make your way 
into the room itself, you see bones stockpiled into a huge mound. 
Sitting atop this heap is a gigantic beetle-like creature. Light 
shimmers off of its shell in a beautiful array of colors as it lets out 
a terrifyingly loud hiss.     

The Gentriken King will retreat into his lair to try and lure the adventuring party deep-
er inside. In 2 rounds, 4 additional Gentriken will come to aid their king and take part in a 
great feast. They will do their best to create blockades over the openings to the connecting 
corridors by overlapping themselves with one another, trapping the party inside. 

After the battle subsides, a character who succeeds on a DC 16 Intelligence 
(Investigation) check notices a metallic dagger hilt poking up from the pile 
of bones. This is the powerful and evil artifact commonly known as the Claw 
of Solleel.    
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This strangely shaped alcove is eerily quiet. Along one wall are 
two large patches where roots have been woven together al-
most completely floor to ceiling.      

Upon closer inspection the adventures will see the roots have been wo-
ven to form two doors. They are densely woven, so they do not let light 
through them. There are two beams barricading each of the doors. 

Behind door number 1 is Snedge, an Ekluof prisoner of war.

Behind door number 2 are Gwart and Slevia, both Ekluof prisoners of war.

None of the prisoners have ever been above ground and will be wary of the adventuring par-
ty. If they believe they have any chance of escaping by overpowering the party, they will do 
anything they can to get home.

Sound travels through this chamber as though it were larger 
than it appears. On either side of you the walls are coated with 
thick, gossamer webs. 

A character that succeeds on  a DC 15 Perception (Wisdom) 
check while peering into this room notices bits of earth fall 
from the ceiling just within the doorframe.

As the first character breaches the doorway, they and all creatures within 
5 feet must succeed on a DC 17 Dexterity saving throw or be restrained by 
the sticky, foul-smelling webbing dropped by the hungry Salazarite Queen. 
A creature that fails this saving throw must then make a subsequent DC 17 
Constitution saving throw or be poisoned by the Salazarite Queen’s web for 
the next hour. 

A creature restrained by webbing made by the Salazarite can use an action to 
make a DC 17 Strength check. If it succeeds, it is no longer restrained.
This Salazarite web is flammable. Any 5-foot cube of webs exposed to fire 
burns away in 1 round, any creature that starts its turn in the fire takes 5 (2d4) 
fire damage.

From above, a giant web descends upon you. It has a sticky quality to it, stop-
ping your movements. A many-legged monstrosity shrieks as it dives from 
above, following up on its web attack.       

Once a creature is ensnared, a hungry Salazarite Queen will attack any 
adventurers who are trapped.
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The smell of decay and rot is overwhelming as you approach this 
corridor. The roots that make up the walls of this area jut out peri-
odically, giving the appearance of spikes. Impaled on these roots 
are rats in all stages of decay. One even twitches a little as you 
glance its way.         

At The Player’s Request: A character who succeeds on a DC 15 Investigation 
(Intelligence) check while examining the walls of this corridor uncovers the 
entrance to Room 28. 

As you maneuver past the rotting rats you enter into a small room 
filled with treasure. 

This is the secret stash that Malik has collected during her time trapped 
below the Forest of the Dead. 

Treasure includes:

5 medium sized gems worth 35 gp each

3 large gems worth 120 gp each

2 ancient gold chalices (pre Earth-Shatter) worth 2,200 gp each to a collector

Veiled Amulet 

239 gp with odd markings

146 sp with odd markings

The Book of Grinatur, a collection of popular children’s stories
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As you enter this room you see a pair of Grinataurs in tattered 
clothing viciously attacking a lone Elkuof dressed in shimmering 
armor made from the shells of large beetles. He fights with im-
pressive prowess as he holds his assailants at bay.           

The two Unliving Grinataurs are trying to eat Bruook. 

If the adventurers assist Bruook, he will try to help them in any way he can. Bruook doesn’t 
speak Common and has trouble understanding the topside Revilian dialects. A character 
who understands both Revilian and Undercommon may be able communicate verbally with 
Brulook’s native Subvilian. Otherwise their communication is limited to their creative use of 
hand gestures and symbols. .

If the adventurers attack Bruook, he will stand his ground and never retreat.

As you enter this room you realize the floor quickly gives way 
to layers of jagged, sharp spikes that line the walls of a chasm 
spanning the width of the room.          

You feel and hear a long rumble of a growl emanating from the 
chasm. 

A character who succeeds on a DC 16 Intelligence (Religion) check 
recognises the tooth-lined chasm before them as the physical manifestation 
of the Veil. 

The Veil is the daughter of Ghyrma. Ghyrma was the sister to the original god and creator 
of Revilo, Creedona. Creedona forced the Veil into hibernation as Ghyrma’s punishment for 
precipitating The Earthshatter. The Veil was magically confi ned to what is now known as 
the Forest of the Dead. There have been rumors that the Veil has embodied a giant mouth, 
moving throughout the forest fl oor. Most assume the rumors to only be stories told to scare 
children from entering such a horrible place.

As the hungry growl grows louder, the mouth of the Veil will begin to move. The Veil will 
try to eat the adventuring party. It will let out a noxious belch and then begin moving to 
knock the adventurers off balance.
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Entering this room a sickeningly sweet odor almost overpowers 
you. Four pocketed rooms branch off of the main corridor. Each 
one has a large puddle of greenish black ooze near its center. 

This area contains 4 Salivations of the Veil who will attack any creatures 
that come within 10 feet.

Near the center of this area, where the corridors converge, three 
Leopods are dragging two Groblynns who appear to be lifeless. 
The Groblynns are dirty but well dressed.          

The Groblynns, Wemble and Finn, are merchants who are still alive. They 
are paralyzed but conscious. It will take 1 day for them to come out of their 
stupor. 

As soon as the Leopods realize the adventurers are within eyesight, they will use their Par-
alyzing Gaze. 

Walking down this corridor you hear the slight chattering of what 
sounds like bone on bone. There is also a slightly sour scent that 
seems to be coming from a branch off of this passage.         

The room branching off of this corridor has a Cygnikul who will exit the 
room if it hears adventurers nearby and travel their way. 

Taking up almost all of the floorspace in this room is a large cir-
cular stone pit built into the floor, inset with a magical symbol. It 
looks ancient, worn, and disheveled.  

If the characters have found an Augmentable Destabilizer (from 
Atmar’s Cardography: Break Through the Icy Divide), this can work as 
a magic portal unlocking a doorway to other regions where this same 
symbol can be found.

A character who succeeds on a DC 20 Intelligence (Arcana) check 
recognizes the runes on the floor as old teleportation sigils, and this appears 
to be a defunct teleportation circle. It is beyond repair, but a creature can 
use an Augmentable Destabilizer to teleport to any other room in other 
Cardography modules with a portal. 



The passage begins to narrow as the roots and vines lining the 
walls have thickened to the point where they are connecting in 
some areas.          

The Grabbing Vines will reach out to try to ensnare and absorb those who 

attempt to pass. They are hungry, and haven’t eaten in quite some time. 

  

Entering into this large alcove there are remnants of a camp long 
ago abandoned. In the far nook is a small fire pit along with a well 
worn bedroll. Everything has a thin layer of dirt on top, most likely 
from the ceiling above.   

If the adventurers look through the bedroll, they will fi nd a small pouch 

tucked into the very bottom of the roll. Inside of the pouch are thirteen teeth 

of various sizes and shapes. This is a bag of Wisdom Teeth.

You can hear low, growling moan coming from ahead of you. As 
you enter the room, you see two Unliving Grinataurs chained 
close to the wall’s edge. 

The two are chained to one another on a 15 foot chain fed through a ring 

fastened to the wall. If one pulls hard enough, it can reach the full length 

from the wall, while the other is then pinned to the wall.

The Ekluof have chained these two Unliving Grinataurs here as a security measure to ward off 

those who might try to fi nd their way through the tunnels.
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Along the floor you notice grooved tracks curving into the room 
ahead. Inside the room is an overturned wagon overgrown with 
roots from the ground. The wooden walls of the wagon are splin-
tered and fractured where some roots go directly through it. 
Lying next to it is the remains of a dead Sorcia with mushrooms 
growing on top of the carcass.   

The Sorcia was an employee of Wemble but is now in an unresponsive state. An 
Amanatalia has made a home on top of the body to feed off on the decaying corpse. 

If the adventurers attempt to pull the body from the wagon,the Amanatalia will be pulled 
out instead. Interrupted from its eating, the creature will attack. If left alone, it will continue 
as though no one else is in the room. 

Through the various roots dangling down, you can see light 
slightly illuminating the far side of the room. Three additional
corridors branch off from this artery. The light comes from 
iridescent slug-like slime trails on the floors, walls, and vine-like 
roots dangling from the ceiling.         

The ceiling of this room is thin and could be broken through to climb out of these 
subterranean tunnels.

The corridor empties into a large space primarily filled with a 
large, green pool. From high above there is a hole in the canopied 
ceiling allowing a single ray of light to shine down on a majes-
tic-looking sword stuck into a solitary stone jutting up out of the 
reservoir. 

The green ooze inside of this pool is fi lled with Salivations of the Veil. The 
sword itself is merely an illusion hoping to lure adventures to their doom. If 

the pool is disturbed at all, even with a simple poke of a stick, three Salivations will emerge 
and attack. If the pool goes untouched the Salivations will lie dormant.

A character who succeeds on a DC 19 Intelligence (Investigation) check 
notices the sword is slightly translucent, and recognizes it is an illusion.
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A strange, warm breeze travels through this room, making 
things sway in front of you as they dangle from the ceiling of 
roots. As you get closer to see what they are, it appears to be 
nearly 100 crude stick people crafted from vines and twigs, 
each hanging by a single thread tied to the vines above .

A character who succeeds on a DC 14 Intelligence (History) check recalls that 
these effi gies are thought to ward from evil, but most academics think this to 
be silly superstition. 

These stick men are crafted by Saistone and hung here to ward off evil.    

A snarl echoes through the chamber and you feel a slight chill 
as the hairs on the back of your neck stand on end. Though you 
may have seen Unliving before, you have never seen one with 
eyes glowing a neon green, like this one’s are. It turns to look 
your way and drops a small piece of fabric it had been 
clutching in its hand. 

This Veil’s Clawed Hand is an Unliving unlike others, it has been possessed directly by the 
Veil. Before the fabric even touches the ground, the Unliving will charge towards any adven-
turers within the area, much faster and more aggressively than any the party has witnessed 
up to this point.  

If the adventurers choose to look for the fabric the Unliving had in its hand, they will discover 
a swatch of brown linen torn from a pair of pants. 

A character who succeeds on a DC 15 Intelligence (Investigation) or weaver’s tools check 
while examining the piece of cloth will realize it was torn from the clothing of Malik in Room 
49 if they have met them prior to this encounter.
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Entering into this space you feel that the floor beneath you is 
even more uneven than the rest of this subterranean expanse. 
Dotting the floor are large stones sinking into the ground, causing 
the surrounding areas to sink with them.   

Upon closer inspection the adventurers can see the stones are statues, 
vaguely humanoid in form. 

At the Players’ Request: A character who succeeds on a DC 16 Intelligence 
(Religion) check recognizes the aesthetic of these statues to be consistent 
with the early worshippers of Creedona. This was once a sacred place for 
Creedona, full of diverse life and splendor.

If the statues are touched, a stone jaw will unhinge allowing a Gentriken Swarm to attack.

A large circular stone pit is built into the floor, inset with a 
magical symbol. It looks ancient, worn, and disheveled.  

If the players have found an Augmentable Destabilizer (in one of the 
other Atmar’s Cardography modules), this can work as a magic portal 
unlocking a doorway to other regions where this same symbol can be 
found.

At the Players Request: A character who succeeds on a DC 11 Intelligence 
(Investigation) check will find a small scrap of red fabric wedged between 
pieces of the floor that would open up for the portal.

A character who succeeds on a DC 20 Intelligence (Arcana) check 
recognizes the runes on the floor as old teleportation sigils, and this appears 
to be a defunct teleportation circle. It is beyond repair, but a creature can 
use an an Augmentable Destabilizer to teleport to any other room in other 
Cardography modules with a portal at your GM’s discretion. 
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5 Wooden stakes driven into the ground adorned with skulls block 
one of the entryways into this room. It is unsettling how these 
eyeless bones feel as though they are peering into your soul. 

These skulls have been enchanted to dissuade any travelers from enter-
ing into the room beyond. If the adventurers walk within 10 feet of the 
skulls the jaws, loosely connected with twine, will begin to chatter and 
glow slightly green for as long as the space is occupied. They will also 
begin to whisper at fi rst, getting louder and louder until they are yelling.

“Get out, Get Out, GET OUT!”

This room is filled with a distinct smell of sour decay and looks 
very similar to other areas you have traveled through within 
this sunken catacomb, with one exception. In the far corner is a 
huge statue overrun by roots and vines.     

Due to the overgrowth the true form of the statue is indistinguishable, 
but bits of green marble can be seen peeking out of the holes. If the 
adventurers try to move the vines, they will quickly recoil back. 

The vines here are attempting to smother the power of the magical statue they have entan-
gled. This statue is of the fi rst god Creedona and is full of magic. If the adventurers try to cut 
the vines surrounding it a noxious smell will fi ll the air with each slice.

If enough of the vines are cut away the serpent-like statue of Creedona will be revealed.

Beneath the vines you see a sculpture of fantastic detail depicting the ser-
pent-like form of Creedona. The statue is majestic, breathtaking, and entranc-
ing, much like the god it represents. Shimmering from one eye socket is a beau-
tiful emerald the size of a melon. 

The gem is a Greed Stone a theft deterrent. If an adventurer takes this elusive antiquity, they 
will be cursed and the character will make all ability checks, attack rolls, and saving throws 
with disadvantage until the gem is returned to the statue. 
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You can hear the quiet humming of a familiar sounding tune 
that you can’t quite place. As you enter the room, you see the 
back of a Reaper of the Lakanap tribe holding a woven basket 
picking mushrooms off of the wall.     

Inside this room is Saistone, harvesting mushrooms off the wall. She is 
not aggressive and at peace harvesting the mushrooms that grow here. 

Saistone is an elder Reaper of the Lakanap tribe, but it is impossible to determine her age. 
She has mushrooms growing on her back like others of her kind, though her’s seem more 
mystical. She wears little other than bags and pouches hanging from her neck and waist. 
She uses a knotted root as a cane. She speaks in a soothing, hushed tone and seems con-
cerned with little. She has been in this gove since before the Earth Shatter, making her one 
of the oldest sentient beings in Revilo. She is a wealth of ancient knowledge and fungus 
growing tips, but knows little practical information that may help the adventuring party.
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8 Before you is an old, dilapidated cottage with roots woven 
throughout. The roof looks partially caved in, windows are shat-
tered, and the frame is slightly askew. The door is ajar,
letting a warm reddish light escape from within. 

This is Saistone’s simple cottage that was above ground long ago, 
when The Forest of the Dead was a thriving ecosystem. When the Veil 
was cursed to be contained within the perimeter of the forest, her rage 
shook the ground and swallowed his house below.      

The inside of the cottage is very simple. Saistone has one bed, a fi re with a cauldron for 
stew, and a small table with three chairs. Lying on the table is a mystical cloak known as the 
Shroud of Darkness. 

As you enter this area you hear a slight sobbing, which then 
abruptly stops. The room is musty and smells of sweat.      

Loulee has found her way into this room after being attacked by the 
Veil’s Clawed Hand in room 42. Her leg has been bitten and the necrotic 
wound has left her severely weakened. She is terrifi ed, trying to create a 
tourniquet with rope around her leg. She believes the only way to keep 
the infection from going any further is to cut off her leg. 

Loulee will do her best to stay hidden in the shadows. If found she will ask for help in either 
healing or surgery, whichever she feels the group will be best at.  

You hear the constant sound of the scurrying of hundreds of tiny feet 
as you travel down the corridor. Ahead of you are undulating ribbons of 
shimmering greens and browns moving horizontally across the walls.

Looking closer, you see a hive of the centipede-like Senojmit climbing 
over one another while running in a circle. These creatures range in 
height from six inches to three feet.      

These two rooms connect as the Senojmit act like a hamster in a wheel, 
constantly moving in a circular motion around the center pillar. 

After being mesmerized by the steady movement you catch the occasional
glitter from behind the bustling wall of flesh.  

The center wall is riddled with tiny holes fi lled with coins, gems, and small jewelry. If an ad-
venturer tries to reach in to take any of these valuables the young Senojmit will attack. First 
as a few, then as a horde. 
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There is one large alcove with a chest containing:
740 gp
A black pearl worth 600 gp
A white pearl worth 100 gp

Mixed throughout the other smaller nooks are:
7 pp
34 gp
12 sp
3 cp
A rose quartz worth 30 gp
An amber worth 100 gp 

The corridor opens along the edge to a large room. The roots 
come down off of the walls here to create what looks to be a 
path directly into the center of the space.

If the adventurers walk down the rooted path, the roots themselves will 
part to either side creating a pitted trap.

Once the pit opens up, the roots that are Tendrils of the Veil that have 
parted will begin to attack the party trying to ensnare the group.

You hear the sound of constant gnawing as you begin to take the 
curve of this tunnel. Accompanying the sound is an overwhelm-
ing smell of ginger making it difficult to smell anything else at all.  

This room is home to four large Cygnikul who are tethered and chewing 
on large chunks of ginger root. Beside each of these beasts is a harness 
and saddle for riding.

A character who succeeds on a DC 14 Intelligence (Investigation) check 
while perusing the stables uncovers an interesting-looking whip inside the 
saddlebag of the most fearsome of the Cygnikul. This is a Cygnikul Whip.

If disturbed, the Cygnikul will start to make high-pitched squealing noises much like guinea 
pig. This will alert the Ekluof in Room 54, drawing them in.
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This corridor has an off-putting, musky smell lingering in the air.

At The Players’ Request: A character who succeeds on a DC 
18 Intelligence (Investigation) check while examining the walls 
of this room will notice many sections of wall appear to be 
placed by sentient hands.

If not previously encountered, behind each of these makeshift walls is a member of the 
Gabber Cluster (Vlec, Saltue, and Masha) deep in slumber. 

As you move through the concealed door, you see a teardrop-shaped net ap-
proximately 5 feet in diameter suspended from the ceiling.        

There is a small hole near the top where the Ekluof enter and exit this sleeping net. They 
will have all of their gear and weapons with them. At the top of the net where it is cinched 
together is a quick release mechanism that will allow the Ekluof to drop the entire net to 
the ground, opening like an upside down parachute as it falls. The Eklouf are prone when 
they emerge from the fallen net.

Entering into this room you hear many small sounds and see 
cages swinging from the wall. The cages have young Gentriken 
trapped inside, pacing nervously. Along with the cages you see 
what looks like a large, dead Salazarite with each of its long 
legs removed hanging from the ceiling. Its outer shell has been 
removed as well. From the smell it appears to be in a state of 
curing.

There are also a few large open barrels with giant ginger root protruding
from them. 

This is a storage and supply room for the Ekluof of the Gabber Cluster. 
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NPCs   Bruook, Araneo Cluster

Bruook stands a good head taller than all other Ekluof of the Araneo cluster. He is 
also far larger and more muscular than the rest of his kin. Bruook is covered in a suit 
of armor fashioned from the shimmering shells of large beetles and wears a helmet 
made from the skull of a Salazarite.  When his armor is off, he is covered in scars 
from the many battles he has won.
At My Core: Protector of the Queen and her swarm
Burden: Will put the lives of the Salazarites before that of his fellow Ekluofs 
Motivation: To grow the realm that the Salazarites consider home 

Bruook, Ekluof
Medium humanoid, chaotic neutral
Armor Class 20 (plate, shield)

Hit Points 112 (15d8 +45)

Speed 30 ft. 

Saving Throws WIS +4, CHA +6 

Skills Animal Handling +4, Athletics +8, Perception 
+4, Survival +4

Senses Darkvision 100 ft. passive Perception 14

Languages Revilian

Challenge 5 (1,800 XP)

Divine Smite. When Bruook hits a creature with 
a melee weapon attack, he may expend one spell 
slot to deal radiant damage to the target, in addi-
tion to the weapon’s damage. The extra damage is 
2d8 for a 1st-level spell slot, plus 1d8 for each spell 
level higher than 1st, to a maximum of 5d8. The 
damage increases by 1d8 if the target is an undead 
or a fiend, to a maximum of 6d8.

Domesticator. Strangely, the 2 largest Ekluof clus-
ters differ most in the creatures they domesticate. 
The Araneo Cluster has successfully bred the in-
nately vicious Salazarite for many purposes, while 
the Glabber chooses only the strongest and most 
intelligent Cygnikul to utilize as steeds and work 
animals. Bruook has advantage on all Wisdom (An-
imal Handling) checks.

Innate Spellcasting. Bruook’s innate spellcasting 
ability is Constitution (spell save DC 14). Bruook 
can innately cast the following spells, requiring no 
material components:

At will: chill touch

1/day each: bestow curse, blight

STR
20 (+5)

DEX
12 (+1)

CON
16 (+3)

INT
13 (+1)

WIS
12 (+1)

CHA
16 (+3)

Spellcasting. Bruook is a 9th-level spellcaster. 
His spellcasting ability is Charisma (spell save 
DC 14, +6 to hit with spell attacks). Bruook 
has the following paladin spells prepared:

1st Level (4 Slots): bless, cure wounds, shield 
of faith

2nd Level (3 Slots): locate object, magic 
weapon, zone of truth

3rd Level (2 Slots): dispel magic, remove curse

Sunlight Sensitivity. Ekluof rarely venture to 
the surface world, as they have a distaste for 
light. While in sunlight, Bruook has disadvan-
tage on attacks and Wisdom (Perception) 
checks.

Actions
Multiattack. Bruook makes 2 warhammer 
attacks. 

Warhammer. Melee Weapon Attack: +8 to hit, 
reach 5 ft, one target. Hit: 9 (1d8+5) blud-
geoning damage, or 10 (1d10 +5) bludgeoning 
damage if used with two hands.

slot to deal radiant damage to the target, in addi-
tion to the weapon’s damage. The extra damage is 
2d8 for a 1st-level spell slot, plus 1d8 for each spell 

damage increases by 1d8 if the target is an undead 

Strangely, the 2 largest Ekluof clus-
ters differ most in the creatures they domesticate. 
The Araneo Cluster has successfully bred the in-
nately vicious Salazarite for many purposes, while 
the Glabber chooses only the strongest and most 
intelligent Cygnikul to utilize as steeds and work 
animals. Bruook has advantage on all Wisdom (An-

Bruook’s innate spellcasting 
ability is Constitution (spell save DC 14). Bruook 
can innately cast the following spells, requiring no 

reach 5 ft, one target. Hit: 9 (1d8+5) blud-
geoning damage, or 10 (1d10 +5) bludgeoning 
damage if used with two hands.
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NPCs   Fhrad, Araneo Cluster

Fhrad was born without eyes or eye sockets and has been completely blind his 
entire life. Always relying on his other senses, Fhrad dresses in as little as possible 
allowing his feet to feel the ground beneath him and the air to flow through his 
fur. He is a good head shorter than most other Araneo, and his fur though slightly 
purple leans more towards black.  
At My Core: Never having sight, he is more in tune with his other senses than the 
others from his cluster 
Burden: Does not see is a big difference between the Araneo and Glabber clusters
Motivation: Deeply desires to know more of the world and feel sun touch his skin

Fhrad, Ekuolf
Medium humanoid, chaotic neutral
Armor Class 13 (leather)

Hit Points 66 (12d8 +12)

Speed 30 ft. 

Saving Throws INT +5, WIS +8  

Skills Acrobatics +6, Animal Handling +8, Percep-
tion +8, Survival +8

Senses Blindsight 100 ft. passive Perception 18

Languages Revilian

Challenge 5 (1,800 XP)

Domesticator, Strangely, the 2 largest Ekluof 
clusters differ most in the creatures they domes-
ticate. The Araneo Cluster has successfully bred 
the innately vicious Salazarite for many purposes, 
while the Glabber chooses only the strongest and 
most intelligent Cygnikul to utilize as steeds and 
work animals. Fhrad has advantage on all Wisdom 
(Animal Handling) checks.

Innate Spellcasting. Fhrad’s innate spellcasting 
ability is Constitution (spell save DC 12). Fhrad can 
innately cast the following spells, requiring no ma-
terial components:

At will: chill touch

1/day each: bestow curse, blight

Spellcasting. Fhrad is a 9th-level spellcaster. His 
spellcasting ability is Wisdom (spell save DC 16, +8 
to hit with spell attacks). Fhrad has the following 
druid spells prepared:

Cantrips (at will): druidcraft, guidance, poison 
spray, resistance

STR
10 (+0)

DEX
16 (+3)

CON
12 (+1)

INT
12 (+1)

WIS
20 (+5)

CHA
12 (+1)

1st Level (4 Slots): charm person, create or
destroy water, cure wounds, fog cloud

2nd Level (3 Slots): animal messenger, 
enhance ability, lesser restoration

3rd Level (3 Slots): meld into stone, plant 
growth, windwall

4th Level (3 Slots): blight, freedom of 
movement, locate creature

5th Level (1 Slot): conjure elemental

Sunlight Sensitivity. Ekluof rarely venture to 
the surface world, as they have a distaste for 
light. While in sunlight, Fhrad has disadvan-
tage on attacks and Wisdom (Perception) 
checks.

Actions
Quarterstaff. Melee Weapon Attack: 
+3 to hit, reach 5 ft., one target. Hit: 3 (1d6) 
bludgeoning damage, or 4 (1d8) bludgeoning 
damage if wielded with two hands.
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NPCs   Finn Cleedar

Finn is a tall, skinny Groblynn who dresses in nice, but not lavish clothing. His youth 
and naivety can be seen as he always wears his emotions on his face. 
At My Core: Learning the merchant trade by his uncle Wemble
Burden: He’s never been good with people or math, making his family profession a 
bit of a challenge 
Motivation: Make his uncle happy so his family will know that he is doing a good job 

Finn Cleedar, Groblynn
Small humanoid, lawful neutral
Armor Class 12

Hit Points  22 (5d6 +5)

Speed 25 ft. 

Saving Throws INT +6, WIS +3 

Skills History +6, Insight +3, Perception +3

Senses passive Perception 13

Languages Common, Revilian

Challenge 1/2 (100 XP)

Neighborhood Watch (1/Day). Groblynns are a 
very social people, forming close-knit bonds with 
their kinsmen living in the vicinity. As an action, 
Finn may call out loudly for emergency aid, sum-
moning 1d4 Groblynns that arrive at the start of 
Finn’s next turn.

Pack Tactics. Finn has advantage on attack 
rolls against a creature if at least one his allies is 
within 5 feet of the creature and the ally isn’t 
incapacitated.

Actions
Shortsword. Melee Weapon Attack: +4 to hit, reach 
5 ft., one target. Hit: 5 (1d6 +2) piercing damage.

STR
8 (-1)

DEX
14 (+2)

CON
12 (+1)

INT
18 (+4)

WIS
13 (+1)

CHA
12 (+1)

He’s never been good with people or math, making his family profession a 

Make his uncle happy so his family will know that he is doing a good job 



NPCs   Fhart, Araneo Cluster

Ghart is lean, muscular, and tall for an Ekluof. Her fur is a deep purple with a 
speckling of blue. Unlike most warriors of the Araneo cluster, she wields two Araneo 
Halberds ambidextrously.   
At My Core: She is a direct descendant of Ghihlar Araneo 
Burden: Has lost her temper more than once when she shouldn’t have
Motivation:  Needs to prove herself to be heir to the throne

Ghart, Ekuolf
Medium humanoid, chaotic neutral
Armor Class 18 (plate armor)

Hit Points 88 (16d8 +16)

Speed 30 ft. 

Saving Throws STR +9, WIS +6  

Skills Animal Handling +6, Athletics +9, 
Perception +6, Survival +5

Senses Darkvision 100 ft. passive Perception 16

Languages Common, Revilian

Challenge 5 (1,800 XP)

Action Surge (Recharges when Ghart finishes a 
Short or Long Rest). On her turn, Ghart can take 
one additional action.

Domesticator. Strangely, the 2 largest Ekluof 
clusters differ most in the creatures they domes-
ticate. The Araneo Cluster has successfully bred 
the innately vicious Salazarite for many purposes, 
while the Glabber chooses only the strongest and 
most intelligent Cygnikul to utilize as steeds and 
work animals. Ghart has advantage on all Wisdom 
(Animal Handling) checks.

Innate Spellcasting. Ghart’s innate spellcasting 
ability is Constitution (spell save DC 13). Ghart can 
innately cast the following spells, requiring no 
material components:

At will: chill touch

1/day each: bestow curse, blight Veil touched. 
When The Veil was sentenced to her underground 
prison beneath their forest paradise. Entire Gri-
nataur villages were taken down with her and 
magically transformed into the first Ekluofs. Ghart 
knows the chill touch (3d8) cantrip. In addition, 
Ghart may cast bestow curse or blight once per 
day without need of a spellslot.

STR
22 (+6)

DEX
14 (+2)

CON
12 (+1)

INT
13 (+1)

WIS
17 (+3)

CHA
12 (+1)

Second Wind. (Recharges when Ghart finish-
es a Short or Long Rest). Ghart can use a bo-
nus action to regain 21 (1d10 + 16) hit points. 

Sunlight Sensitivity. Ekluof rarely venture to 
the surface world, as they have a distaste for 
light. While in sunlight, Ghart has disadvan-
tage on attacks and Wisdom (Perception) 
checks.

Actions
Multiattack. Ghart makes 2 halberd attacks. 

Halberd. Melee Weapon Attack: +9 to hit, 
reach 10 ft., one target. Hit: 11 (1d10 + 6) 
slashing damage.
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NPCs   Gwart, Glabber Cluster

Gwart’s fur is spattered in patchiness where it looks like he has been burned or 
scared. His clothing is threadbare and filled with holes. When he is not captured, he 
has a longbow across his back. 
At My Core: Explorer to his core
Burden: Estranged from most of the Glabber cluster after leaving the family 
to explore 
Motivation: Believes the Glabber’s roots lie deeper into the Vast Below and wants to 
learn more 

Gwart, Ekluof
Medium humanoid, chaotic neutral
Armor Class 16 (studded leather armor)

Hit Points 82 (15d8 +15)

Speed 30 ft. 

Saving Throws STR +5, DEX +7

Skills Animal Handling +7, Acrobatics +7, 
Perception +7, Survival +7

Senses Darkvision 100 ft. passive Perception 17

Languages Common, Revilian

Challenge 5 (1,800 XP)

Domesticator. Strangely, the 2 largest Ekluof 
clusters differ most in the creatures they domes-
ticate. The Araneo Cluster has successfully bred 
the innately vicious Salazarite for many purposes, 
while the Glabber chooses only the strongest and 
most intelligent Cygnikul to utilize as steeds and 
work animals. Gwart has advantage on all Wisdom 
(Animal Handling) checks.

Innate Spellcasting. Gwart’s innate spellcasting 
ability is Constitution (spell save DC 12). Gwart can 
innately cast the following spells, requiring no 
material components:

At will: chill touch

1/day each: bestow curse, blight

Spellcasting. Gwart is a 9th-level spellcaster. His 
spellcasting ability is Wisdom (spell save DC 15, +7 
to hit with spell attacks). Gwart has the following 
Ranger spells prepared:

1st Level (4 Slots): create or destroy water, cure 
wounds, hunter’s mark 

2nd Level (3 Slots): animal messenger,  pass with-
out trace

STR
14 (+2)

DEX
18 (+4)

CON
12 (+1)

INT
13 (+1)

WIS
18 (+4)

CHA
12 (+1)

3rd Level (2 Slots): plant growth

Sunlight Sensitivity. Ekluof rarely venture to 
the surface world, as they have a distaste for 
light. While in sunlight, Gwart has disadvan-
tage on attacks and Wisdom (Perception) 
checks.

Actions
Multiattack. Gwart makes 2 attacks with his 
longbow or shortsword. 

Longbow. Ranged Weapon Attack: +7 to hit, 
range 150/600 ft, one target. Hit: 8 (1d8 +4) 
piercing damage. 

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

the innately vicious Salazarite for many purposes, 
while the Glabber chooses only the strongest and 

work animals. Gwart has advantage on all Wisdom 

ability is Constitution (spell save DC 12). Gwart can 

spellcasting ability is Wisdom (spell save DC 15, +7 

animal messenger,  pass with-

piercing damage. 

Shortsword. Melee Weapon Attack: +7 to hit, 
reach 5 ft., one target. Hit: 7 (1d6 +4) piercing 
damage.
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NPCs   Kron, Araneo Cluster

Kron, unlike most Ekluofs of the Araneo Cluster wears a cloak at all times. He has 
sewn numerous pockets inside of it to easily conceal all the items he steals. His 
purple tinted fur leans more towards grey with slight stripes of black going down his 
arms and back. Kron wears traditional pants and boots of his cluster, but wields two 
daggers crafted from Salazarite pincers instead of metal blades. 
At My Core: Thinks everything of value should belong to him and his people
Burden: If he sees something of value, he has to have it 
Motivation: To steal as much as he can, as fast as he can

Kron, Ekuolf
Medium humanoid, chaotic neutral
Armor Class 16 (studded leather armor)

Hit Points 66 (12d8 +12)

Speed 30 ft. 

Saving Throws STR +5, WIS +6  

Skills Animal Handling +6, Athletics +5, 
Perception +6, Survival +6

Senses Darkvision 100 ft. passive Perception 16

Languages Revilian

Challenge 5 (1,800 XP)

Domesticator. Strangely, the 2 largest Ekluof 
clusters differ most in the creatures they domes-
ticate. The Araneo Cluster has successfully bred 
the innately vicious Salazarite for many purposes, 
while the Glabber chooses only the strongest and 
most intelligent Cygnikul to utilize as steeds and 
work animals. Kron has advantage on all Wisdom 
(Animal Handling) checks.

Innate Spellcasting. Kron’s innate spellcasting 
ability is Constitution (spell save DC 15). Kron can 
innately cast the following spells, requiring no 
material components:

At will: chill touch

1/day each: bestow curse, blight 

Sneak Attack (1/Turn). Kron deals an extra 17 
(5d6) damage when he hits a target with a weap-
on attack and has advantage on the attack roll, or 
when the target is within 5 feet of an ally of Kron 
that isn’t incapacitated and Kron doesn’t have 
disadvantage on the attack roll.Sneak Attack. Once 
per turn, Kron can deal an extra 5d6 to a creature if 
he has advantage on the attack. He does not need 
advantage on the attack if another enemy of the 

STR
14 (+2)

DEX
18 (+4)

CON
12 (+1)

INT
13 (+1)

WIS
17 (+3)

CHA
12 (+1)

target is within 5 feet of it, that enemy isn’t 
incapacitated, and he doesn’t have disadvan-
tage on the roll.

Sunlight Sensitivity. Ekluof rarely venture to 
the surface world, as they have a distaste for 
light. While in sunlight, Kron has disadvantage 
on attacks and Wisdom (Perception) checks.

Actions
Multiattack. Kron makes 2 dagger attacks. 

Halberd. Melee Weapon Attack: +7 to hit, 
reach 5 ft. or range 20/60 ft., one target. Hit: 
6 (1d4 +4) piercing damage.

on attack and has advantage on the attack roll, or 

disadvantage on the attack roll.Sneak Attack. Once 
per turn, Kron can deal an extra 5d6 to a creature if 
he has advantage on the attack. He does not need 

Halberd. Melee Weapon Attack: +7 to hit, 
reach 5 ft. or range 20/60 ft., one target. Hit: 
6 (1d4 +4) piercing damage.

42



NPCs   Leeto, Araneo Cluster

Leeto is thin and muscular with violet colored fur. She wears the hardened 
exoskeleton of long dead Salazarites on her forearms and shins to protect her from 
harm. Leeto carries a riding whip and almost always has a large sack filled with dead 
things to reward the Salazarites in her charge.  
At My Core: Master Salazarite rider
Burden: Finds more comfort with Salazarites than she does with Ekluofs Motivation: 
To ensure that the Salazarites taken on expeditions are well cared for

Leeto, Ekluof
Medium humanoid, chaotic neutral
Armor Class 16 (studded leather armor)

Hit Points 82 (15d8 +15)

Speed 30 ft. 

Saving Throws STR +7, DEX +7

Skills Acrobatics +7, Animal Handling +7, 
Perception +7, Survival +7

Senses Darkvision 100 ft. passive Perception 17

Languages Common, Revilian

Challenge 5 (1,800 XP)

Domesticator. Strangely, the 2 largest Ekluof 
clusters differ most in the creatures they domes-
ticate. The Araneo Cluster has successfully bred 
the innately vicious Salazarite for many purposes, 
while the Glabber chooses only the strongest and 
most intelligent Cygnikul to utilize as steeds and 
work animals. Leeto has advantage on all Wisdom 
(Animal Handling) checks.

Innate Spellcasting. Leeto’s innate spellcasting 
ability is Constitution (spell save DC 12). Leeto can 
innately cast the following spells, requiring no 
material components:

At will: chill touch

1/day each: bestow curse, blight

Spellcasting. Leeto is a 9th-level spellcaster. Her 
spellcasting ability is Wisdom (spell save DC 16, +8 
to hit with spell attacks). Leeto has the following 
Ranger spells prepared:

STR
18 (+4)

DEX
18 (+4)

CON
12 (+1)

INT
13 (+1)

WIS
18 (+4)

CHA
12 (+1)

1st Level (4 Slots): animal friendship, create or 
destroy water, cure wounds 

2nd Level (3 Slots): animal messenger,  pass 
without trace

3rd Level (2 Slots): nondetection

Sunlight Sensitivity. Ekluof rarely venture to 
the surface world, as they have a distaste for 
light. While in sunlight, Leeto has disadvan-
tage on attacks and Wisdom (Perception) 
checks.

Actions
Multiattack. Leeto makes 2 attacks with her 
longbow or shortsword. 

Longbow. Ranged Weapon Attack: +7 to hit, 
range 150/600 ft, one target. Hit: 8 (1d8 +4) 
piercing damage. 

Longsword. Melee Weapon Attack: +7 to hit, 
reach 5 ft., one target. Hit: 8 (1d8 +4) piercing 
damage, or 9 (1d10 +4) slashing damage if 
used with two hands.
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NPCs   Loulee

Loulee is a short, average build Grinataur who does not wear a bone mask. She is 
dressed in plain travelers clothes and has one ring made of bone that she wears on 
her thumb.  
At My Core: She was not happy living in the Forest of the Dead and recently took a 
job with Wemble to see more of Revilo
Burden: She knows little outside of the Forest of the Dead 
Motivation: She wants to survive and make it to see the surface

Loulee, Grinataur
Medium humanoid, chaotic good
Armor Class 15 (leather armor)

Hit Points 22 (4d8 +4)

Speed 30 ft. 

Saving Throws DEX +6, INT +5  

Skills Perception +3, Sleight of Hand +6, 
Stealth +6, Survival +3

Senses Darkvision 60 ft. passive Perception 13

Languages Common, Revilian, Signat (Unique sign 
language)

Challenge 1/2 (100 XP)

Innate Spellcasting. Loulee’s innate spellcasting 
ability is Intelligence (spell save DC 13). She can 
innately cast the following spell, requiring no mate-
rial components:

At will: pass without trace

Now You See Me, Now You Don’t. The Grinataur 
have developed techniques that allow them to 
vanish from plain view. Loulee may Hide as a bonus 
action on each of her turns.

Actions
Dagger. Melee Weapon Attack: +6 to hit, reach 5 
ft. or range 20/60 ft., one target. Hit: 6 (1d4 +4) 
piercing damage.

STR
10 (+0)

DEX
18 (+4)

CON
12 (+1)

INT
17 (+3)

WIS
13 (+1)

CHA
12 (+1)
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NPCs   Malik

Malik is a tall, thin Grinataur who made her living as guide before exploring into the 
recent openings beneath the Forest of the Dead. She still wears her traveling clothes 
and bone mask, though they are filthy from the months below the surface. 

The first time characters encounter Maik, she will be very resistant to trust them. 
She will also be certain that they group will meet their demise before finding their 
way back to the surface. Malik will do whatever she can to
At My Core: Fascinated with the unknown and ready to explore it
Burden: She will almost always do the opposite of what she is told to do 
Motivation: She has been trapped in the Vast Below for months. She is ready to find 
her way out to the Forest of the Dead, but has had no luck

Malik, Grinataur
Medium humanoid, chaotic evil
Armor Class 16 (leather armor)

Hit Points 5 (15d8 +15)

Speed 30 ft. 

Saving Throws INT +7, WIS +4 

Skills Perception +4, Sleight of Hand +7, Stealth +7, 
Survival +4

Senses Darkvision 60 ft. passive Perception 14

Languages Common, Revilian, Signat (Unique sign 
language)

Challenge 5 (1,800 XP)

Innate Spellcasting. Malik’s innate spellcasting 
ability is Intelligence (spell save DC 15). She can 
innately cast the following spells, requiring no 
material components:

At will: pass without trace 

Now You See Me, Now You Don’t. The Grinataur 
have developed techniques that allow them to 
vanish from plain view. Malik may Hide as a bonus 
action on each of her turns.

Spellcasting. Malik is a 9th-level spellcaster. Her 
spellcasting ability is Intelligence (spell save DC 
157, +7 to hit with spell attacks). Malik has the fol-
lowing wizard spells prepared:

Cantrips (at will): fire bolt, mage hand, message, 
poison spray

1st Level (4 Slots): false life, grease, hideous laugh-
ter, silent image

2nd Level (3 Slots): acid arrow, 
blindness/deafness, darkness 

STR
10 (+0)

DEX
18 (+4)

CON
12 (+1)

INT
18 (+4)

WIS
13 (+1)

CHA
12 (+1)

3rd Level (3 Slots): animate dead, bestow 
curse, vampiric touch

4th Level (3 Slots): blight, greater invisibility, 
phantasmal killer

5th Level (1 Slot): mislead

Actions
Dagger. Melee Weapon
Attack: +7 to hit, reach 5 ft. 
or range 20/60 ft., 
one target. 
Hit: 6 (1d4 +4) 
piercing 
damage.

3rd Level (3 Slots): animate dead, bestow 
curse, vampiric touch

4th Level (3 Slots): blight, greater invisibility, 
phantasmal killer

5th Level (1 Slot): mislead

Actions
Dagger. Dagger. Dagger Melee Weapon
Attack: +7 to hit, reach 5 ft. 
or range 20/60 ft., 
one target. 
Hit: 6 (1d4 +4) 
piercing 
damage.
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NPCs   Maltal, Araneo Cluster

Maltal is a tall, muscular Ekluof with purple and brown fur. She dresses in all black 
including a ragged half-cloak with tattered ends. Malktal walks with a staff made 
from burnt tree root. 
At My Core: In darkness sparks the truthe
Burden: Believes she has been chosen by the Vast Below to spread darkness 
Motivation:  Wants to make sure that the Araneo cluster maintains its home in the 
Vast Below

Maltal, Ekuolf
Medium humanoid, chaotic neutral
Armor Class 13

Hit Points 40 (9d8)

Speed 30 ft. 

Saving Throws CON +3, CHA +7  

Skills Arcana +7, Deception +7, History +7, 
Persuasion +7

Senses Darkvision 100 ft. passive Perception 12

Languages Common, Revilian

Challenge 5 (1,800 XP)

Domesticator. Strangely, the 2 largest Ekluof 
clusters differ most in the creatures they domes-
ticate. The Araneo Cluster has successfully bred 
the innately vicious Salazarite for many purposes, 
while the Glabber chooses only the strongest and 
most intelligent Cygnikul to utilize as steeds and 
work animals. Maltal has advantage on all Wisdom 
(Animal Handling) checks.

Innate Spellcasting. Maltal’s innate spellcasting 
ability is Constitution (spell save DC 11). Maltal can 
innately cast the following spells, requiring no 
material components:

At will: chill touch

1/day each: bestow curse, blight 

Spellcasting. Maltal is a 9th-level spellcaster. Her 
spellcasting ability is Charisma (spell save DC 15, 
+7 to hit with spell attacks). Maltal has the follow-
ing sorcerer spells prepared:

Cantrips (at will): fire bolt, mage hand, message, 
minor illusion, prestidigitation

1st Level (4 Slots): disguise self, mage armor

2nd Level (3 Slots): darkness, misty step

STR
11 (+0)

DEX
16 (+3)

CON
10 (+0)

INT
18 (+4)

WIS
14 (+2)

CHA
18 (+4)

3rd Level (3 Slots): counterspell, fear

4th Level (3 Slots): banishment, blight

5th Level (1 Slot): conjure elemental

Sunlight Sensitivity. Ekluof rarely venture to 
the surface world, as they have a distaste for 
light. While in sunlight, Maltal has disadvan-
tage on attacks and Wisdom (Perception) 
checks.

Actions
Quarterstaff. Melee 
Weapon Attack: +3 to hit, 
reach 5 ft., one target. Hit: 3 
(1d6) bludgeoning 
damage, or 
4 (1d8) 
bludgeoning 
damage if 
wielded with 
two hands.

tage on attacks and Wisdom (Perception) 
checks.

Actions
Quarterstaff. Melee 
Weapon Attack: +3 to hit, 
reach 5 ft., one target. Hit: 3 
(1d6) bludgeoning 
damage, or 
4 (1d8) 
bludgeoning 
damage if 
wielded with 
two hands.
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NPCs   Masha, Glabber Cluster

Masha is a short, stocky Ekluof with brandings like tribal roots burned into her flesh. 
Where she has fur it varies from maroon to violet. She wears a talisman with a root 
knot that has been singed black from fire around her neck. Her other clothing and 
cloak are browns and black.  
At My Core: Raised as a devout cleric to the Empty
Burden: She’s been noticing things while exploring that are making her believe their 
religion may actually be getting their gifts from a surface god known as the Veil  
Motivation: Needs to know where the powers that her god is giving her come from

Leeto, Ekluof
Medium humanoid, chaotic neutral
Armor Class 18 (studded leather armor, shield)

Hit Points  66 (12d8 +12)

Speed 30 ft. 

Saving Throws WIS +8, CHA +4 

Skills Animal Handling +8, Acrobatics +6, 
Perception +8, Survival +8

Senses Darkvision 100 ft. passive Perception 18

Languages Common, Revilian

Challenge 5 (1,800 XP)

Domesticator. Strangely, the 2 largest Ekluof 
clusters differ most in the creatures they domes-
ticate. The Araneo Cluster has successfully bred 
the innately vicious Salazarite for many purposes, 
while the Glabber chooses only the strongest and 
most intelligent Cygnikul to utilize as steeds and 
work animals. Masha has advantage on all Wisdom 
(Animal Handling) checks.

Innate Spellcasting. Masha’s innate spellcasting 
ability is Constitution (spell save DC 12). Masha can 
innately cast the following spells, requiring no 
material components:

At will: chill touch

1/day each: bestow curse, blight

Spellcasting. Masha is a 9th-level spellcaster. Her 
spellcasting ability is Wisdom (spell save DC 16, +8 
to hit with spell attacks). Masha has the following 
cleric spells prepared:

STR
10 (+0)

DEX
16 (+3)

CON
12 (+1)

INT
12 (+1)

WIS
20 (+5)

CHA
12 (+1)

Cantrips (at will): guidance, resistance, sacred 
flame, spare the dying

1st Level (4 Slots): bane, command, cure 
wounds, inflict wounds

2nd Level (3 Slots): blindness/deafness, calm 
emotions, gentle repose

3rd Level (3 Slots): animate dead, bestow 
curse, speak with dead

4th Level (3 Slots): banishment, death ward, 
locate creature

5th Level (1 Slot): hallow

Sunlight Sensitivity. Ekluof rarely venture to 
the surface world, as they have a distaste for 
light. While in sunlight, Masha has disadvan-
tage on attacks and Wisdom (Perception) 
checks.

Actions
Shortsword. Melee Weapon Attack: +6 to hit, 
reach 5 ft., one target. Hit: 6 (1d6 +3) slashing 
damage.
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NPCs   Saistone

Saistone is an elder Reaper of the Lakanap tribe, but it is impossible to determine 
her age. She has mushrooms growing on her back like others of her kind, though 
her’s seem more mystical. She wears little other than bags and pouches hanging 
from her neck and waist. She uses a knotted root as a cane.   
At My Core: The protector of Creedona’s grove since before the Great Hibernation
Burden: She must tend the grove until she can pass the responsibility on to another 
who is worthy 
Motivation: Saistone is tired and ready to die, she hopes soon she can make 
someone else the protector of the grove

Saistone, Reaper of the Lakanap Tribe
Medium monstrosity, lawful good
Armor Class 15 (natural armor)

Hit Points 78 (12d8 +24)

Speed 30 ft. 

Saving Throws WIS +9, CHA +6  

Skills History +5, Insight +9, Nature +5, 
Perception +9, Survival +9 

Senses passive Perception 19

Languages Common, Revilian

Challenge 5 (1,800 XP)

My Home Is Here. Saistone has access to druid 
Circle Spells that correlates with the terrain type 
she is currently within so long as she takes the time 
to attune to it. 

(Vast Below)

2nd Level: spider climb, web

3rd Level: gaseous form, stinking cloud

4th Level: greater invisibility, stone shape

Spellcasting. Saistone is a 9th-level spellcaster. Her 
spellcasting ability is Wisdom (spell save DC 17, +9 
to hit with spell attacks). Saistone has the following 
cleric spells prepared:

Cantrips (at will): guidance, light, sacred flame, 
resistance

1st Level (4 Slots):  bless, cure wounds, healing 
word 

2nd Level (3 Slots): enhance ability, lesser resto-
ration, spiritual weapon

3rd Level (3 Slots): beacon of hope, remove curse, 
spirit guardians

STR
8 (-1)

DEX
10 (+0)

CON
14 (+2)

INT
14 (+2)

WIS
22 (+6)

CHA
16 (+3)

4th Level (3 Slots): banishment, death ward, 
freedom of movement

5th Level (1 Slot): mass cure wounds

Actions
Medicinal Fungus (3/Day). Saistone activates 
the fungal growths on her back to heal herself 
when damaged. As an action Saistone may 
regain 14 (1d10 +9) hit points.

Bite. Melee Weapon Attack: +2 to hit, reach
5 ft., one target. Hit: 6 (2d6 -1) 
piercing damage.

the fungal growths on her back to heal herself 
when damaged. As an action Saistone may 
regain 14 (1d10 +9) hit points.

Bite. Melee Weapon Attack: +2 to hit, reach
5 ft., one target. Hit: 6 (2d6 -1) 
piercing damage.
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NPCs   Saltue, Glabber Cluster

Saltue is a thin, short Ekluof. Matted in his fur are browns and grays from the dirt 
he has coated himself in. He smells of earthiness from this same camouflaged 
appearance. 
At My Core: Where there are shadows, you will not see me, I am there
Burden: He is wanted by the Araneo cluster for assassinating three of their elders in 
the past year  
Motivation: Searching for ways to become one with the darkness

Saltue, Ekluof
Medium humanoid, chaotic neutral
Armor Class 16 (studded leather armor)

Hit Points 66 (12d8 +12)

Speed 30 ft. 

Saving Throws DEX +7, INT +4

Skills Animal Handling +6, Acrobatics +7, 
Perception +6, Survival +6

Senses Darkvision 100 ft. passive Perception 16

Languages Common, Revilian

Challenge 5 (1,800 XP)

Domesticator. Strangely, the 2 largest Ekluof 
clusters differ most in the creatures they domes-
ticate. The Araneo Cluster has successfully bred 
the innately vicious Salazarite for many purposes, 
while the Glabber chooses only the strongest and 
most intelligent Cygnikul to utilize as steeds and 
work animals. Saltue has advantage on all Wisdom 
(Animal Handling) checks.

Innate Spellcasting. Saltue’s innate spellcasting 
ability is Constitution (spell save DC 12). Saltue can 
innately cast the following spells, requiring no 
material components:

At will: chill touch

1/day each: bestow curse, blight

Sneak Attack (1/Turn). Saltue deals an extra 17 
(5d6) damage when he hits a target with a weap-
on attack and has advantage on the attack roll, or 
when the target is within 5 feet of an ally of Saltue 
that isn’t incapacitated and Saltue doesn’t have 
disadvantage on the attack roll. 

STR
14 (+2)

DEX
18 (+4)

CON
12 (+1)

INT
13 (+1)

WIS
17 (+3)

CHA
12 (+1)

Sunlight Sensitivity. Ekluof rarely venture to 
the surface world, as they have a distaste for 
light. While in sunlight, Saltue has disadvan-
tage on attacks and Wisdom (Perception) 
checks.

Actions
Multiattack. Saltue makes 2 dagger attacks.  

Dagger. Melee Weapon Attack: +7 to hit, 
reach 5 ft. or range 20/60 ft., one target. Hit: 
6 (1d4 +4) piercing damage.
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NPCs Slevia, Glabber Cluster

Slevia is a younger Ekluof with light lavender fur. She is tall and lean and wears 
traditional travelers clothes along with many pouches. 
At My Core: Most trusted explorer of the Glabber cluster 
Burden: Learned most of what she knows from Gwart and will put his life before
her own
Motivation: To explore wherever the Glabber cluster asks her to

Slevia, Ekuolf
Medium humanoid, chaotic neutral
Armor Class 16 (studded leather armor)

Hit Points 38 (7d8 +7)

Speed 30 ft. 

Saving Throws STR +5, DEX +7  

Skills Acrobatics +6, Animal Handling +6, 
Perception +6

Senses Darkvision 100 ft. passive Perception 16

Languages Revilian

Challenge 3 (700 XP)

Domesticator. Strangely, the 2 largest Ekluof 
clusters differ most in the creatures they domes-
ticate. The Araneo Cluster has successfully bred 
the innately vicious Salazarite for many purposes, 
while the Glabber chooses only the strongest and 
most intelligent Cygnikul to utilize as steeds and 
work animals. Slevia has advantage on all Wisdom 
(Animal Handling) checks.

Innate Spellcasting. Slevia’s innate spellcasting 
ability is Constitution (spell save DC 12). Slevia can 
innately cast the following spells, requiring no 
material components:

At will: chill touch

1/day each: bestow curse, blight 

Spellcasting. Slevia is a 5th-level spellcaster. Her 
spellcasting ability is Wisdom (spell save DC 14, +6 
to hit with spell attacks). Slevia has the following 
ranger spells prepared:

1st Level (4 Slots): create or destroy water, cure 
wounds, hunter’s mark

2nd Level (2 Slots): pass without trace

STR
14 (+2)

DEX
18 (+4)

CON
12 (+1)

INT
13 (+1)

WIS
18 (+4)

CHA
12 (+1)

Sunlight Sensitivity. Ekluof rarely venture to 
the surface world, as they have a distaste for 
light. While in sunlight, Slevia has disadvan-
tage on attacks and Wisdom (Perception) 
checks.

Actions
Multiattack. Slevia makes 2 attacks with her 
longbow or shortsword. 

Longbow. Ranged Weapon Attack: +6 to hit, 
range 150/600 ft, one target. Hit: 8 (1d8 +4) 
piercing damage.

Shortsword. Melee Weapon Attack: +6 to hit, 
reach 5 ft., one target. Hit: 7 (1d6 +4) piercing 
damage.
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NPCs   Snedge, Glabber Cluster

Snedge is a strong, muscular Ekluof with light purple fur. When he is not captured, 
he will always carry a giant axe with him as his weapon of choice. Snedge wears 
pants fastened with a bandolier, and tall riding boots. 
At My Core: Provider for the Glabber cluster
Burden: Is not afraid of anything, even when the odds are against him  
Motivation: To find enough food and resources to support the growing Glabber 
cluster 

Snedge, Ekluof
Medium humanoid, chaotic neutral
Armor Class 18 (plate armor)

Hit Points  97 (15d8 +30)

Speed 30 ft. 

Saving Throws STR +7, CON +5

Skills Animal Handling +6, Athletics +7, 
Perception +6, Survival +6

Senses Darkvision 100 ft. passive Perception 16

Languages Common, Revilian

Challenge 5 (1,800 XP)

Action Surge (Recharges when Snedge finishes a 
Short or Long Rest). On his turn, Snedge takes one 
additional action.

Domesticator. Strangely, the 2 largest Ekluof clus-
ters differ most in the creatures they domesticate. 
The Araneo Cluster has successfully bred the in-
nately vicious Salazarite for many purposes, while 
the Glabber chooses only the strongest and most 
intelligent Cygnikul to utilize as steeds and work 
animals. Snedge has advantage on all Wisdom 
(Animal Handling) checks.

Indomitable (1/Day). On his turn, Snedge takes 
one additional action.

nnate Spellcasting. Snedge’s innate spellcasting 
ability is Constitution (spell save DC 13). Snedge 
can innately cast the following spells, requiring no 
material components:

At will: chill touch

1/day each: bestow curse, blight

STR
18 (+4)

DEX
14 (+2)

CON
14 (+2)

INT
13 (+1)

WIS
17 (+3)

CHA
12 (+1)

Second Wind (Recharges when Snedge 
finishes a Short or Long Rest). Snedge can 
use a bonus action to regain 20(1d10 + 15) hit 
points. 

Sunlight Sensitivity. Ekluof rarely venture to 
the surface world, as they have a distaste for 
light. While in sunlight, Snedge has disadvan-
tage on attacks and Wisdom (Perception) 
checks.

Actions
Multiattack. Saltue makes 2 greataxe attacks.  

Greataxe. Melee Weapon Attack: +7 to hit, 
reach 5 ft, one target. Hit: 10 (1d12 + 4) slash-
ing damage.
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NPCs Vlec, Glabber Cluster

Vlec is an elderly Glabber dressed in tattered blue wizard’s robes. He is hunched 
over from old age and moves slower because of it. He constantly has a traveling 
pack on his back and a belt with numerous pouches filled with strange ingredients. 
His walking root doubles as a staff when he wishes to rap somone in the head.  
At My Core: Believes that everything should be written in tomes for the preservation 
of their culture 
Burden: Will lose himself in a book, forgetting his surroundings
Motivation: To find written knowledge of other cultures with a particular interest in 
their magic  

Vlec, Ekuolf
Medium humanoid, chaotic neutral
Armor Class 14

Hit Points 55 (10d8 +10)

Speed 30 ft. 

Saving Throws INT +7, WIS +6  

Skills Acrobatics +7, Arcana +7, History +7, 
Investigation +7, Perception +6

Senses Darkvision 100 ft. passive Perception 16

Languages Common, Revilian

Challenge 5 (1,800 XP)

Domesticator. Strangely, the 2 largest Ekluof 
clusters differ most in the creatures they domes-
ticate. The Araneo Cluster has successfully bred 
the innately vicious Salazarite for many purposes, 
while the Glabber chooses only the strongest and 
most intelligent Cygnikul to utilize as steeds and 
work animals. Vlec has advantage on all Wisdom 
(Animal Handling) checks.

Innate Spellcasting. Vlec’s innate spellcasting 
ability is Constitution (spell save DC 12). Vlec can 
innately cast the following spells, requiring no 
material components:

At will: chill touch

1/day each: bestow curse, blight 

Spellcasting. Vleck is a 9th-level spellcaster. His 
spellcasting ability is Intelligence (spell save DC 15, 
+7 to hit with spell attacks). Vleck has the follow-
ing wizard spells prepared:

Cantrips (at will): acid splash, mage hand, minor 
illusion, prestidigitation

1st Level (4 Slots): alarm, charm person, compre-
hend languages, identify

STR
8 (-1)

DEX
18 (+4)

CON
12 (+1)

INT
18 (+4)

WIS
17 (+3)

CHA
12 (+1)

2nd Level (3 Slots): darkness, enlarge/reduce, 
scorching ray

3rd Level (3 Slots): counterspell, fireball, slow

4th Level (3 Slots): confusion, polymorph

5th Level (1 Slot): cone of cold

Sunlight Sensitivity. Ekluof rarely venture to 
the surface world, as they have a distaste for 
light. While in sunlight, Vlec has disadvantage 
on attacks and Wisdom (Perception) checks.

Actions
Quarterstaff. Melee Weapon Attack: +3 to hit, 
reach 5 ft., one target. Hit: 3 (1d6) bludgeon-
ing damage, or 4 (1d8) bludgeoning damage 
if used with two hands.

52



NPCs   Wemble Mandel 

Wemble is a middle aged merchant who was born into the trade. His family had 
already made a fortune before he was born, so he has always known wealth. He 
dresses in the finest silks and is most fashionable
At My Core: Prominent merchant, transporter of goods from the Valley of Despair to 
the rest of Revilo
Burden: He’s started trading with the evil Greyskrulls thus upsetting other Revilians
Motivation: Keep his family name in good standing by delivering goods

Wemble Mandel, Groblynn
Small humanoid, lawful neutral
Armor Class 12

Hit Points  22 (5d6 +5)

Speed 25 ft. 

Saving Throws INT +6, WIS +3

Skills Deception +6, History +6, Insight +3, 
Perception +3, Persuasion +6

Senses passive Perception 13

Languages Common, Revilian

Challenge 1/2 (100 XP)

Neighborhood Watch (1/Day). Groblynns are a 
very social people, forming close-knit bonds with 
their kinsmen living in the vicinity. As an action, 
Wemble may call out loudly for emergency aid, 
summoning 1d4 Groblynns that arrive 
at the start of Wemble’s next turn.

Pack Tactics. Wemble has advantage 
on attack rolls against a creature if at 
least one his allies is within 5 feet of the 
creature and the ally isn’t incapacitated.

Actions
Shortsword. Melee Weapon Attack: +4 to hit, 
reach 5 ft., one target. Hit: 5 (1d6 +2) 
piercing damage.

STR
8 (-1)

DEX
14 (+2)

CON
12 (+1)

INT
18 (+4)

WIS
13 (+1)

CHA
18 (+4)

He’s started trading with the evil Greyskrulls thus upsetting other Revilians
Keep his family name in good standing by delivering goods

Wemble Mandel, Groblynn

 Deception +6, History +6, Insight +3, 

Groblynns are a 
very social people, forming close-knit bonds with 
their kinsmen living in the vicinity. As an action, 
Wemble may call out loudly for emergency aid, 
summoning 1d4 Groblynns that arrive 
at the start of Wemble’s next turn.

Wemble has advantage 
on attack rolls against a creature if at 
least one his allies is within 5 feet of the 
creature and the ally isn’t incapacitated.

Melee Weapon Attack: +4 to hit, 
reach 5 ft., one target. Hit: 5 (1d6 +2) 

18 (+4)
WIS

13 (+1)
CHA

18 (+4)
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 Magic Items
Claw of Solleel 
Weapon (dagger), legendary (requires attunement by an 
evil or neutral character)

You gain a +3 bonus to attack and damage rolls made 
with this magic weapon.

Sneak Attack. This weapon grants you the ability to Sneak 
Attack as if you were a 5th level rogue (3D6). If you al-
ready have the ability to Sneak Attack, add an addition-
al 3D6 damage whenever you successfully Sneak Attack 
with this weapon.

The Ravager Thirsts. If you make a successful sneak at-
tack that brings a creature to 25 hit points or lower, it must 
make a DC 15 Constitution saving throw. If the creature 
fails this saving throw, it dies, its soul consumed by Solleel. 
This creature can only be revived by the Wish spell.

Cursed. This dagger is cursed by the essence of Solleel, 
The Ravager. Attuning to this weapon extends the curse 
to you. As long as you remain cursed, you are unwilling to 
part with or use a weapon other than this one, becoming 
violent toward anyone who would force you to do so. In addition, whenever a creature 
is slain by the Claw of Solleel, your mind is wracked with the blood-curdling screams 
of madness from the soul starved, bloodthirsty God. You must make a DC 15 Wisdom 
saving throw or immediately make a melee attack against the nearest creature, be it 
friend or foe, using the Sneak Attack feature if possible. You may not move before 
making this attack. If there are multiple creatures equidistant from you, choose one at 
random. If there is no creature in range, you must attack yourself, rolling at advantage 
against your own AC. You cannot Sneak Attack yourself.

Clursadar Horn
Wonderous item, uncommon (requires attunement)

The Durdenshrein carve magical wards into the horns of 
their Clursadar home steeds to protect the gentle giants 
and themselves from harm. Ironically, this has lead to the 
illegal hunting of the Clursadar for its magic-infused horn. 
Possession of a Clursadar is a crime punishable by a con-
siderable amount of jail time in each of Revilo’s holds. While 
attuned to this item, you gain temporary hit points when-
ever a spell from the Abjuration school is cast upon you. 
The number of hitpoints gained is equal to three times the 
level of the Abjuration spell cast. 
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Cygnikul Whip

Weapon (whip), rare (requires attunement)

The many claw-tipped thongs of this whip flex and writhe, as 
if living tendrils. Its heel knot is adorned with a large beast’s 
fang. You gain a +2 bonus to attack and damage rolls made 
with this magic weapon. In addition, once per day, when you 
successfully hit a CR 5 or lower beast or monstrosity with 4 or 
fewer intelligence, you may attempt to make a Wisdom (Ani-
mal Handling) check against the creature’s Wisdom (Insight) 
check. If you succeed, the creature is charmed by you for the 
next 10 minutes, or until you or one of your companions caus-
es harm to it.

Greed Stone

Wondrous item, uncommon

Cursed. This glittering gemstone is cursed, touching it extends the curse to you. 
While cursed, you have disadvantage on all ability checks, attack rolls, and saving 
throws until the curse is removed. Spells such as remove curse are ineffective, and 
the curse will remain until the stone is returned to its rightful place, deep 
below The Forest of the Dead where it was found. 

Last Caress (Injury)
Poison, uncommon

Ekluof alchemists breed a special sub-species of Salazarite prized for its 
potent venom, from which this virulent toxin can be brewed. A creature 
subject to this poison must succeed at a DC 15 Constitution saving throw, 
taking 36 (8d8) poison damage and becoming paralyzed for 1d4 hours. A 
creature that succeeds at the saving throw takes half damage and is not 
paralyzed.

Ring of the Araneo 
Wonderous item, uncommon

This ring has 3 charges, it regains 1d3 expended charges each 
day at dawn. While wearing this ring, you may use an action to 
cast one of the following spells: 

Animal Friendship (DC 15, must target Salazarites or insect-like 
creatures)

Fear (DC 15, must target Salazarites or insect-like creatures)

Speak with Animals (DC 15, must target Salazarites or in-
sect-like creatures)
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Rune of Creedona
Wonderous item, legendary (requires attunement)

This small  piece of broken stone looks rather mundane at first 
glance. With more examination, one can feel the ancient rune 
that is still whole on one side, albeit nearly worn away by ero-
sion.  This item has 3 charges, it regains 1d3 expended charges 
each day at dawn. While attuned to this item, you may use it as 
a spell focus and expand a charge to do one of the following:

You may use a bonus action to add +2 to your spell save DC until 
the end of your turn.

You may use your reaction to add 1d6 to a saving throw, must declare you are using 
this feature before you attempt the saving throw.

You may use your bonus action to add +1 level to any 
spell you cast until the end of your turn.

Scroll of the Bone Collector
Spell scroll, uncommon

This dried and tattered roll of parchment features scien-
tific renderings of skeletons, skulls, and musculature and 
is covered with strange, magical ciphers and symbols. 
Upon identification, it is clear that this is a scroll of ani-
mate dead. 

Shroud of Darkness
Wonderous item, rare (requires attunement)

This drab-looking hooded brown cloak is fastened with a me-
tallic brooch fitted with a red glass bead. Its interior shines 
from an iridescent purple to a deep blue hue. Once attuned, 
wearing this cloak will grant a +1 to your AC. Furthermore, 
while wearing this cloak creatures with truesight cannot de-
tect if you are invisible, magically disguised, or transformed.
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Veiled Amulet
Wonderous item, rare (requires attunement)

This flat copper disk emanates smokelike wisps of dark-
ness from the amber gem in its center. Once per day you 
may use this item to cast the darkness spell. When ac-
tivated, the sphere of darkness streams from the amulet 
to the location you choose. You can see through magical 
darkness so long as you are attuned to this amulet.

Wisdom Teeth

Wonderous item, rare 

This plain leather pouch is drawn closed at the top 
by a piece of twine. Within are 7 chipped and worn 
teeth of varying sizes and shapes, carved with runes 
on their flattest surfaces. To use the Wisdom Teeth 
you must use an action to draw out a  circle on the 
ground that is 1 foot diameter in. This circle can be of 
chalk, laid out twigs, or simply traced into the earth. 
Rolling the bones into the circle you have created al-
lows you to cast divination or scrying as a ritual. The 
Wisdom Teeth become inter after use until 1 week 
has passed, at which point they may be used again.
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Amanatalia
Amanatalia 
Medium plant, unaligned
Armor Class 15 (natural armor)

Hit Points 93 (11d8 +44)

Speed 30 ft.

Saving Throws STR +5, CON +7

Skills Athletics +5, Stealth +6 

Damage Vulnerabilities fire, radiant

Damage Immunities necrotic

Damage Resistances poison, psychic; bludgeoning, 
piercing, and slashing from nonmagical attacks

Condition Immunities blinded, charmed, exhaustion, 
prone

Senses blindsight 30 ft., passive Perception 10

Languages -

Challenge 7 (2,900 XP)

Rot-Cloud. A creature that ends its turn within 20 
feet of the Amanatalia must make a DC 17 Constitu-
tion saving throw or take 18 (4d8) necrotic damage, 
or half as much damage on a successful save. 

Actions
Multiattack. The Amanatalia make two claw attacks. 

Claw Melee Weapon Attack: +7 to hit, reach 5 ft., 
one target. Hit: 9 (2d6 +2) slashing damage and 
7 (2d6) necrotic damage. The Amanatalia regains 
hit points equal to the necrotic damage dealt. The 
target must succeed on a DC 15 Constitution saving 
throw or its hit point maximum are reduced by an 
amount equal to the necrotic damage taken. This 
reduction lasts until the target finishes a long rest. 
The target dies if this effect reduces its hit point 
maximum to 0.

STR
14 (+1)

DEX
17 (+3)

CON
18 (+4)

INT
6 (-2)

WIS
10 (+0)

CHA
4 (-3)

 fire, radiant

 poison, psychic; bludgeoning, 
piercing, and slashing from nonmagical attacks

 blinded, charmed, exhaustion, 

 blindsight 30 ft., passive Perception 10

 A creature that ends its turn within 20 
feet of the Amanatalia must make a DC 17 Constitu-
tion saving throw or take 18 (4d8) necrotic damage, 
or half as much damage on a successful save. 

 The Amanatalia make two claw attacks. 

 +7 to hit, reach 5 ft., 
one target. Hit: 9 (2d6 +2) slashing damage and 
7 (2d6) necrotic damage. The Amanatalia regains 
hit points equal to the necrotic damage dealt. The 
target must succeed on a DC 15 Constitution saving 
throw or its hit point maximum are reduced by an 
amount equal to the necrotic damage taken. This 
reduction lasts until the target finishes a long rest. 
The target dies if this effect reduces its hit point 

WIS
10 (+0)

CHA
4 (-3)
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Araneo, Lancer 
Araneo Lancer  
Medium humanoid, chaotic neutral
Armor Class 18 (studded leather armor, shield)

Hit Points  77 (14d8 +14)

Speed 30 ft.

Saving Throws STR +7, WIS +6

Skills Animal Handling +6, Athletics +7, 
Perception +6, Survival +6 

Senses Darkvision 100 ft. passive Perception 16

Languages Common, Revilian

Challenge 5 (1,800 XP)

Domesticator. Strangely, the 2 largest Ekluof clusters differ most in the crea-
tures they domesticate. The Araneo Cluster has successfully bred the innate-
ly vicious Salazarite for many purposes, while the Glabber chooses only the 
strongest and most intelligent Cygnikul to utilize as steeds and work animals. 
The Araneo Lancer has advantage on all Wisdom (Animal Handling) checks.

Innate Spellcasting. The Araneo Lancer’s innate spellcasting ability is Consti-
tution (spell save DC 12). The Araneo Lancer can innately cast the following 
spells, requiring no material components:

At will: chill touch

1/day each: bestow curse, blight

Sunlight Sensitivity. While in sunlight, the Araneo Lancer has disadvantage on 
attack rolls, as well as on Wisdom (Perception) checks that rely on sight.

Actions
Multiattack. The Araneo Lancer makes 2 attacks with their lance or long-
sword.

Lance. Melee Weapon Attack: +7 to hit, reach 10 ft, one target. Hit: 10 (1d12 
+4) piercing damage. The Araneo Lancer has disadvantage when it uses the 
lance to attack a target within 5 feet of it.

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.

STR
18 (+4)

DEX
18 (+4)

CON
12 (+1)

INT
13 (+1)

WIS
17 (+3)

CHA
12 (+1)
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Araneo, Riding Salazarite
Araneo Riding Salazarite 
Large monstrosity, unaligned
Armor Class 15 (studded leather barding)

Hit Points   90 (12d10 +24)

Speed 50 ft.

Saving Throws STR +7, DEX +6, CON +5

Skills Athletics +7, Perception +4 

Condition Immunities Poisoned, Prone

Damage Resistances Poison

Senses Darkvision 60 ft., tremorsense 30 ft., passive Perception 14

Languages Telepathy 60 ft. (Only sensed by other Salazarites)

Challenge 5 (1,800 XP)

Leaping Steed. The Riding Salazarite’s long jump is up to 50 feet and its high jump is up to 25 feet, 
with or without a running start. If a Riding Salazarite moves at least 15 feet this way and lands with-
in 5 feet of a creature, the creature must succeed on a DC 14 Strength saving throw or be knocked 
prone. A creature may only be subject to this saving throw once per turn. 

Actions
Bite. Melee Weapon Attack: +7 to hit, reach 10 ft., one target. Hit: 17 (3d8 +4) piercing damage and 
18 (4d8) poison damage

STR
18 (+4)

DEX
16 (+3)

CON
14 (+2)

INT
4 (-3)

WIS
12 (+1)

CHA
8 (-1)
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Bone Sculpture

Bone Sculpture  
Large undead, neutral evil
Armor Class 18 (Natural Armor)

Hit Points 133 (14d10 +56)

Speed 30 ft.

Saving Throws STR +9, CON +7 

Skills Athletics +9

Senses Truesight 60 ft., passive Perception 8

Damage Immunities lightning, necrotic, poison; 
bludgeoning, piercing, and slashing from non-
magical attacks   

Condition Immunities blinded, charmed, deaf-
ened, exhaustion, frightened  

Languages Ancient Malin

Challenge 10 (5,900 XP)

Accumulation. The Bone Sculpture passively 
accumulates mass by moving around a bone-
filled space, repairing itself. For every 5 feet 
the Bone Sculpture moves, it regains 10 lost hit 
points by adding more bones to its 
hulking mass.

STR
22 (+6)

DEX
6 (-2)

CON
18 (+4)

INT
4 (-3)

WIS
6 (-2)

CHA
1 (-5)

Bone Sculpture

6 (-2)
CHA
1 (-5)

Immutable Form. The Bone Sculpture is im-
mune to any spell or effect that would alter its 
form.    

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

Magic Weapons. The Bone Sculpture’s weapon 
attacks are magical.

Actions
Multiattack The Bone Sculpture makes three 
slam attacks. 

Skam. Melee Weapon Attack: +9 to hit, reach 10 
ft., one creature. Hit: 19 (3d8 + 6) bludgeoning 
damage and 13 (3d8) necrotic damage.
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Gentriken
Small monstrosity, unaligned
Armor Class 15 (natural armor)

Hit Points 66 (12d6 +24) Speed 30 ft.

Saving Throws STR +6, DEX +4, CON +4

Skills Acrobatics +4, Athletics +6, Perception +3 

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

Senses Darkvision 60 ft. passive Perception 13

Languages -

Challenge 4 (1,100 XP)

Actions
Multiattack. The Gentriken makes two mandible attacks. If the Gentriken moved at least 10feet before 
attacking, it may attack with its horn as a bonus action.

Mandibles. Melee Weapon Attack: +6 to hit, reach 5 ft., one creature. Hit: 22 (4d8 +4) bludgeoning 
damage. In addition, nonmagical armor worn by the target is partly crushed and takes a permanent 
and cumulative 1 penalty to the AC it offers. The armor is destroyed if the penalty reduces its AC to 10. 
Until the grapple ends, the Gentriken can’t attack another creature with its mandibles.

Horn. Melee Weapon Attack: +6 to hit, reach 5 ft., one creature. Hit: 9 (1d10 +4) piercing damage.

Gentriken, Hatchling Swarm
Gentriken, Hatchling Swarm
Medium swarm of tiny monstrosity, unaligned
Armor Class 13 (natural armor)

Hit Points 42 (5d8 +20) 

Speed 20 ft., climb 20 ft.

Saving Throws DEX +4 

Skills Acrobatics +4

Damage Resistances Bludgeoning, Piercing, Slashing

Condition Immunities Charmed, Frightened, Grappled, Paralyzed, Petrified, Prone, Restrained, Stunned

Senses: Blindsight 10 ft., Tremorsense 30 ft., passive Perception 8

Languages --

Challenge 1 (200 XP)

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

Actions
Bites. Melee Weapon Attack: +3 to hit, reach 0 ft., one target. Hit: 18 (4d8) piercing damage and 10 
(4d4) poison damage or 9 (2d8) piercing damage and 5 (2d4) poison damage if the swarm has half of 
its hit points or fewer.

Gentriken

STR
18 (+4)

DEX
14 (+2)

CON
15 (+2)

INT
4 (-3)

WIS
12 (+1)

CHA
9 (-1)

STR
3 (-4)

DEX
14 (+2)

CON
18 (+4)

INT
3 (-4)

WIS
7 (-2)

CHA
1 (-5)
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Gentriken, King
Gentriken, King
Medium monstrosity, unaligned
Armor Class 18 (natural armor)

Hit Points 170 (20d8 +80)

Speed 35 ft.

Saving Throws STR +10, DEX +6, CON +8

Skills Acrobatics +6, Athletics +10, 

Perception +7

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

Condition Immunities Frightened

Senses Darkvision 60 ft. passive Perception 17

Languages — 

Challenge 10 (5,900 XP)

Grapple King. The Gentriken has advantage 
on Strength (Athletics) checks to maintain a 
grapple.

Magic Resistance. The thick, chitinous plat-
ing that protects the King Gentriken grants it 
advantage on saving throws against spells and 
other magical effects. 

Actions
Multiattack. The Gentriken King makes 2 man-
dible attacks. If the Gentriken King moved at 
least 10feet before attacking, it may attack
with its horn as a bonus action. 

Mandibles. Melee Weapon Attack: +10 to 
hit, reach 5 ft., one creature. Hit: 42 (8d8+6) 
bludgeoning damage and the target is grap-
pled (escape DC 16) if it is a Large or smaller 
creature and the Gentriken King doesn’t have 
another creature grappled.. In addition, non-
magical armor worn by the target is partly 
crushed and takes a permanent and cumula-
tive  1 penalty to the AC it offers. The armor is 
destroyed if the penalty reduces its AC to 10. 
Until the grapple ends, the Gentriken King can’t 
attack another creature with its mandibles. 

Horn. Melee Weapon Attack: +10 to hit, reach 
5 ft., one creature. Hit: 17 (2d10 +6) piercing 
damage. 

Reactions
Royal Slam. When the Gentriken King takes 
damage, it may use its reaction to smash a 

STR
22 (+6)

DEX
14 (+2)

CON
18 (+4)

INT
4 (-3)

WIS
12 (+3)

CHA
8 (-1)

creature it has grappled hard onto the ground, 
dealing 24 (4d8+6) bludgeoning damage and 
knocking it prone.

Once the King Gentriken has 
been slain, a character that 
succeeds on a DC 15 Intelligence 
(Arcana) check realizes that 
the carapace, if harvested and 
brought to an artisan, could be 
crafted into a King’s Carapace 
Shield. The estimated time for 
an average, capable artisan 
to accomplish such a task is 1 
month, at a cost of 500gp. 
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Glabber, Knight 
Glabber, Knight
Medium humanoid, chaotic neutral
Armor Class 18 (plate armor)

Hit Points 77 (14d8 + 14)   Speed 30 ft.

Saving Throws STR +7, WIS +6  

Skills Animal Handling +6, Athletics +7, Perception +6, Survival +6

Senses Darkvision 100 ft. passive Perception 16

Languages Common, Revilian   Challenge 5 (1,800 XP)

Domesticator. Strangely, the 2 largest Ekluof clusters differ most in the creatures they domesticate. The 
Araneo Cluster has successfully bred the innately vicious Salazarite for many purposes, while the Glab-
ber chooses only the strongest and most intelligent Cygnikul to utilize as steeds and work animals. The 
Glabber Knight has advantage on all Wisdom (Animal Handling) checks.

Innate Spellcasting. The Glabber Knight’s innate spellcasting ability is Constitution (spell save DC 12). 
The Glabber Knight can innately cast the following spells, requiring no material components:

At will: chill touch

1/day each: bestow curse, blight

Sunlight Sensitivity. While in sunlight, the Glabber Knight has disadvantage on attack rolls, as well as 
on Wisdom (Perception) checks that rely on sight.

Actions
Multiattack. The Glabber Knight makes 2 greataxe attacks.

Greataxe. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit: 10 (1d12 +4) slashing damage.

Glabber, Riding cygnikul 
Glabber, Riding Cygnikul
Large monstrosity, unaligned
Armor Class 13 (studded leather barding)

Hit Points 102 (12d10 +36)   Speed 30 ft.

Saving Throws STR +8, DEX +4 

Skills Athletics +8, Perception +3  

Senses Blindsight 60 ft. passive Perception 13

Languages — 

Challenge 5 (1,800 XP)

Tentacle Whiskers. Cygnikul have advantage on Wisdom (Perception) checks while in enclosed places 
such as caves and tunnels.

Actions
Bite. Melee Weapon Attack: +8 to hit, reach 5 ft., one creature. Hit 18 (2d12 +5) piercing damage.

STR
18 (+4)

DEX
14 (+2)

CON
12 (+1)

INT
13 (+1)

WIS
17 (+3)

CHA
12 (+1)

Sunlight Sensitivity. 

Greataxe.

STR
20 (+5)

DEX
12 (+1)

CON
16 (+3)

INT
4 (-3)

WIS
10 (+0)

CHA
8 (-1)
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Grabbing Vines

Grabbing Vines
Large plant, unaligned
Armor Class 12

Hit Points 104 (11d10 +44)

Speed 0 ft.

Saving Throws STR +7, CON +7

Skills Athletics +7, Stealth +5

Damage Vulnerabilities fire, radiant

Damage Resistances necrotic, psychic; bludgeoning, piercing, and slashing from nonmagical attacks

Condition Immunities blinded, charmed, exhaustion, prone

Senses blindsight 30 ft.

Languages -

Challenge 6 (2,300 XP)

Voracious Vines The Grabvines have advantage on all Strength (Athletics) checks when grappling.

Actions
Multiattack. The Grabvines make two attacks both with its Vine Tendrils, against different targets if 
possible. One of these attacks may be replaced by a Feed attack, but only if the Grabvine has the 
target grappled at the start of its turn.

Vine Tendril. Melee Weapon Attack: +7 to hit, reach 15 ft., one target. Hit: 11(2d6 +4) bludgeoning 
damage. The target must pass a DC 15 Strength saving throw or be grappled and restrained by the 
Grabvines’ tendril, being pulled up to fifteen feet toward the mass of writhing vines. 

Feed. Melee Weapon Attack: +7 to hit, reach 5 feet, one target. Hit: 14(4d6) necrotic damage, the 
Grabvines restore hit points equal to half of the damage done this way plus six.

STR
18 (+4)

DEX
15 (+2)

CON
18 (+4)

INT
2 (-4)

WIS
4 (-3)

CHA
1 (-5)
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Leopod
Leopod
Medium monstrosity, chaotic evil
Armor Class 16 (natural armor)

Hit Points 165 (10d8 + 20)   Speed 50 ft.

Saving Throws STR +4, DEX +6, WIS +2  

Skills Acrobatics +6, Athletics +4,  Perception 
+2, Stealth +6

Resistances Necrotic, Poison

Vulnerabilities Radiant

Senses Blindsight 60 ft. passive Perception 12

Languages — 

Challenge 3 (700 XP)

Ambush Hunter. Leopods are stealth hunters 
and will try to get as close as possible to their 
quarry without being detected before Surpris-
ing them.  

Servant of the Veil. The Leopod counts as 
undead for the purposes of saving throws and 
spell resistances.

Paralyzing Gaze. When creature that can see 
the Leopod’s eyes starts its turn within 30 feet 
of the Leopod, the Leopod can force it to make 
a DC 13 Constitution saving throw if the Leopod 
isn’t incapacitated and can see the creature. On 
a failed save, the creature is paralyzed for 1 min-
ute. The creature can repeat the saving throw 
at the end of each of turns, ending the effect 
on itself on a success. Unless surprised, a crea-
ture 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 Leopod until the start of its next 
turn, when it can avert its eyes again. If the 
creature looks at the Leopod in the meantime, 
it must immediately make the save. 

Actions
Bite. Melee Weapon Attack: +5 to hit, reach 5 
ft., one target. Hit: 9 (2d6 +2) piercing damage 
plus 7 (2d6) necrotic damage.

Grasping Hands. Melee Weapon Attack:
+4 to hit, reach 5 ft. one target. Hit: 6 (1d8 +2) 
bludgeoning damage and the target is grap-
pled (escape DC 13) if it is a Large or smaller 
creature and the Leopod doesn’t have X other 
creatures grappled. 

STR
14 (+2)

DEX
18 (+4)

CON
14 (+2)

INT
12 (+1)

WIS
10 (+0)

CHA
10 (+0)

 Blindsight 60 ft. passive Perception 12
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Leopod, Dire

Leopod, Dire
Large monstrosity, chaotic evil
Armor Class 18(natural armor)

Hit Points 119 (14d10 +42)

Speed 50 ft.

Saving Throws STR +8, DEX +8, WIS +3  

Skills Acrobatics +8, Athletics +8,  Perception +3, Stealth +8

Resistances Necrotic, Poison

Vulnerabilities Radiant

Senses Blindsight 60 ft. passive Perception 13

Languages — 

Challenge 8 (3,900 XP)

Servant of the Veil. The Dire Leopod counts as undead for the purposes of saving throws and spell 
resistances.

Paralyzing Gaze. When a creature that can see the Dire Leopod’s eyes starts its turn within 30 feet 
of the Dire Leopod, the Dire Leopod can force it to make a DC 16 Constitution saving throw if the 
Dire Leopod isn’t incapacitated and can see the creature. On a failed save, the creature is paralyzed 
for 1 minute. The creature can repeat the saving throw at the end of each of its turns, ending the 
effect on itself on a success. 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 Dire Leopod until the start of its next 
turn, when it can avert its eyes again. If the creature looks at the Dire Leopod in the meantime, it 
must immediately make the save. 

Actions
Multiattack. The Dire Leopod makes two attacks: one with its grasping hands and one with its bite.

Bite. Melee Weapon Attack: +8 to hit, reach 5 ft., one target. Hit: 23 (4d8+ 5) piercing damage plus 
18 (4d8) necrotic damage. The Dire Leopod has advantage on this attack against a target it has 
grappled. 

Grasping Hands. Melee Weapon Attack: +8 to hit, reach 5 ft. one target. Hit: 16 (2d10 +5) bludgeon-
ing damage and the target is grappled (escape DC 16) if it is a Huge or smaller creature and the Dire 
Leopod doesn’t have other creatures grappled. 

STR
20 (+5)

DEX
20 (+5)

CON
16 (+3)

INT
12 (+1)

WIS
10 (+0)

CHA
10 (+0)
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Salazarite, Araneo Queen 
Salazarite, Araneo Queen 
Large monstrosity, chaotic evil
Armor Class 18 (natural armor)

Hit Points 142 (15d10 + 60)   Speed 25 ft.

Saving Throws STR +8, DEX +6, CON +7

Skills Athletics +8, Perception +4

Condition Immunities charmed, prone

Damage Resistances necrotic

Senses Darkvision 60 ft., tremorsense 30 ft., passive Perception 14

Languages Telepathy 60 ft. (Only sensed by other Salazarites)

Challenge 8 (3,900 XP)

Advanced Cavern Leaper. Araeno Salazarite Queen’s long jump is up to 50 feet and its high jump is up 
to 25 feet, with or without a running start. If Araneo Salazarite Queen moves at least 15 feet this way 
and lands within 5feet of a creature, the creature must succeed on a DC 16 Strength saving throw or be 
knocked prone. A creature may only be subject to this saving throw once per turn. 

Actions
Multiattack. Araneo Salazarite Queen makes 

three attacks, two with its pincers and one with its bite.

Bite. Melee Weapon Attack:
+8 to hit, reach 5 ft., one target. Hit: 9 (1d8 +5) 

piercing damage and 7 (2d6) necrotic damage

Pincers. Melee Weapon Attack:
+8 to hit, reach 10 ft., one target. 

Hit: 16 (2d10 +5) piercing damage, and the 
target is grappled if it is Huge size or smaller
(escape DC 15). Until this grapple ends the 
target is restrained and the Araneo Salazarite 
Queen can only bite the grappled target.

STR
20 (+5)

DEX
16 (+3)

CON
18 (+4)

INT
8 (-1)

WIS
12 (+1)

CHA
8 (-1)

three attacks, two with its pincers and one with its bite.

+8 to hit, reach 5 ft., one target. Hit: 9 (1d8 +5) 

piercing damage and 7 (2d6) necrotic damage

Hit: 16 (2d10 +5) piercing damage, and the 
target is grappled if it is Huge size or smaller
(escape DC 15). Until this grapple ends the 
target is restrained and the Araneo Salazarite 
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Salivation of the Veil
Salivation of the Veil
Medium ooze, chaotic evil
Armor Class 9      Hit Points 119 (14d8 +56)      Speed 25 ft.

Saving Throws STR +7, CON +7 

Skills  Athletics +7

Senses Blindsight 60 ft. 

Damage Immunities acid, lightning, necrotic, psychic, slash-
ing 

Condition Immunities blinded, charmed, deafened, exhaus-
tion, frightened, grappled, prone, restrained 

Languages -

Challenge 8 (3,900 XP)

Innate Spellcasting. Salivation of the Veil’s innate spellcast-
ing ability is Constitution (spell save DC 15, +7 to hit with 
spell attacks). Salivation of the Veil can innately cast the 
following spells, requiring no material components:

At will: chill touch (3d8), cure wounds, inflict wounds 

3/day each: bestow curse, blindness/deafness, darkness, fear 

1/day each: blight, cloudkill, phantasmal killer 

Regeneration. Salivation of the Veil regains 15 hit points at 
the start of its turn. If Salivation of the Veil takes cold or radi-
ant damage, this trait doesn’t function at the start of Saliva-
tion of the Veil’s next turn. 
The Salivation of the Veil dies only if it starts its turn with 0 
hit points and doesn’t regenerate.

Actions
Multiattack. Salivation of the Veil makes two pseudopod 
attacks.

Pseudopod. Melee Weapon Attack: +8 to hit, reach 10 ft., one 
target. Hit: 14 (3d6 +4) bludgeoning damage and 7 (2d6) 
necrotic damage. Any humanoid that is killed by this attack 
raises as a zombie at the start of Salivation of the Veil’s next 
turn.

Reactions
Absorb Lifeforce. Wheneven Salivation of the Veil takes 
damage from a melee weapon attack, the creature that 
attacked must make a DC 16 Constitution saving throw or 
take36 (8d8) necrotic damage and be stunned until the end 
of their next turn. A creature who succeeds takeshalf 
damage and is not stunned. The Salivation of the Veil 
regains hit points equal to the necrotic damage dealt.
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18 (+4)

DEX
6 (-2)

CON
18 (+4)
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10 (+0)

WIS
6 (-2)

CHA
1 (-5)
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Senojmit
Senojmit
Small monstrosity, unaligned
Armor Class 14

Hit Points 27 (6d6 +6)   Speed 35 ft.

Saving Throws STR +4, DEX +6 

Skills Acrobatics +6, Perception +3  Condition Immunities Prone

Damage Resistances Acid   Senses Darkvision 60 ft., passive Perception 13

Languages --     Challenge 3 (700 XP)

Spider Climb. The Senojmit can climb difficult surfaces, including upside down on ceilings, without 
needing to make an ability check.

Actions
Acid Spit. Ranged Weapon Attack: +6 to hit, range 30 ft., one target. Hit: 21 (6d6) acid damage.

Pincers. Melee Weapon Attack: +4 to hit, reach 5 ft.
one target. Hit: 5 (1d6 +2) piercing damage and 
14 (4d6) acid damage.

STR
14 (+2)

DEX
18 (+4)

CON
12 (+1)

INT
4 (-3)

WIS
12 (+1)

CHA
8 (-1)

Actions
Acid Spit. Ranged Weapon Attack: +6 to hit, range 30 ft., one target. Hit: 21 (6d6) acid damage.

Pincers. Melee Weapon Attack: +4 to hit, reach 5 ft.
one target. Hit: 5 (1d6 +2) piercing damage and 
14 (4d6) acid damage.

Saving Throws

Skills

Damage Resistances

Languages

Spider Climb.
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Actions
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Pincers. 
one target. Hit: 5 (1d6 +2) piercing damage and 
14 (4d6) acid damage.



Tendril of the Veil
Tendril of the Veil
Large plant, chaotic evil
Armor Class 12

Hit Points 66 (7d10 +28)

Speed 0 ft.

Saving Throws STR +7, CON +7

Skills Athletics +7, Stealth +5

Damage Vulnerabilities radiant

Damage Resistances necrotic, psychic; bludgeoning, piercing, and slashing from nonmagical attacks

Condition Immunities blinded, charmed, exhaustion, prone

Senses blindsight 30 ft., passive Perception 7

Languages -

Challenge 6 (2,300 XP)

Veil’s Grasp. The Tendrils have advantage on grappling checks.

Actions
Multiattack. The Tendrils of the Veil makes two lash attacks. If the Tendril of the Veil is grappling a 
creature, the Tendril of the Veil can also feed once.

Bite. Melee Weapon Attack: +7 to hit, reach 15 ft., one target. Hit: 11 (2d6 +4) bludgeoning damage 
and 8 (2d8) necrotic damage and the target is grappled (escape DC 15) if it is a Huge or smaller 
creature. 

Horn. Melee Weapon Attack: +7 to hit, reach 5 feet, one target. Hit: 14 (4d6) necrotic damage, the 
Tendril of the Veil regains hit points equal to the damage dealt.

STR
18 (+4)

DEX
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WIS
4 (-3)
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1 (-5)
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Unliving
Unliving
Medium undead (any humanoid), chaotic evil
Armor Class 14 (latural armor)

Hit Points 85 (10d8 + 40)      Speed 30 ft.

Saving Throws DEX +6, CON +7  

Skills Athletics +6, Perception +4

Senses Darkvision 60 ft, Passive Perception 14

Languages -

Challenge 5 (1,800 XP)

Relentless. If the Unliving takes 20 damage or less 
that would have reduced it to 0 hit points, it is re-
duced to 1 hit point instead.

Actions
Multiattack. The Unliving makes two melee attacks, 
one with its bite and one with its claw.

Bite. Melee Weapon Attack: +6 to hit, range 5 ft., 
one target. Hit: 8 (1d10 +3) piercing damage and 7 
(2d6) necrotic damage. The target’s maximum hit 
points are reduced by the amount of necrotic dam-
age dealt.This reduction lasts until the target finish-
es a long rest. The target dies if this effect reduces 
its hit point maximum to 0. 

Claw. Melee Weapon Attack: +6 to hit, range 5 ft, 
one target. Hit: 10 (2d6 +3) piercing damage.

Unliving, Skeletal
Medium undead (any humanoid), chaotic evil
Armor Class 12      Hit Points 68 (8d8 + 32)      
Speed 30 ft.

Saving Throws DEX +4, CON +6  

Skills Athletics +4

Senses Darkvision 60 ft, Passive Perception 11

Languages -

Challenge 1 (200 XP)

Actions
Multiattack. Skeletal Unliving makes two melee at-
tacks, one with its bite and one with its claw.

Bite. Melee Weapon Attack: +5 to hit, range 5 ft., 
one target. Hit: 5 (1d6 +2) piercing damage.

Claw. Melee Weapon Attack: +5 to hit, range 5 ft, 
one target. Hit: 7 (1d10 +2) piercing damage.

STR
16 (+3)

DEX
16 (+3)

CON
18 (+4)

INT
2 (-4)

WIS
13 (+1)

CHA
2 (-4)

STR
14 (+2)

DEX
14 (+2)

CON
18 (+4)

INT
2 (-4)

WIS
13 (+1)

CHA
2 (-4)
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The Veil
The Veil
Gargantuan aberration, chaotic evil
Armor Class 15 (natural armor)      Hit Points 232 (15d20 +75)      Speed 0 ft.

Saving Throws STR +10, CON +10

Skills Athletics +10

Senses Truesight 120 ft., passive Perception 10 

Damage Immunities acid, lightning, necrotic, psychic, slashing 

Condition Immunities blinded, charmed, deafened, exhaustion, frightened, grappled, prone, restrained 

Languages -

Challenge 19 (22,000 XP)

Innate Spellcasting. The Veil’s innate spellcasting ability is Constitution (spell save DC 18, +10 to hit with 
spell attacks). The Veil can innately cast the following spells, requiring no material components:

At will: chill touch (4d8), inflict wounds

3/day each: animate dead, bestow curse, blindness/deafness, darkness, fear 

2/day each: blight, cloudkill, cone of cold, phantasmal killer

1/day each: circle of death, harm

Regeneration. The Veil regains 25 hit points at the start of its turn. If the Veil takes cold or radiant damage, 
this trait doesn’t function at the start of the Veil’s next turn. The Veil dies only if it starts its turn with 0 hit 
points and doesn’t regenerate.

Actions
Multiattack. The Veil makes 4 attacks with its tendrils.If the Veil is grappling a creature, the Veil can attack it 
with its maw.

Tendril. Melee Weapon Attack: +10 to hit, reach 20 ft., one target. Hit: 24 (3d12 +5) bludgeoning damage and 
14 (4d6) necrotic damage, and the target is grappled (escape DC 18).

Maw. Melee Weapon Attack: +10 to hit, reach 5 ft., one target. Hit: 32 (6d8 +5) piercing damage and 18 (4d8) 
necrotic damage. 

Legendary Actions
The Veil 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 Veil regains spent legendary ac-
tions at the start of its turn.

Vile Breath. Each creature within 10 feet of the opening of the mouth must make a DC 18 Constitution saving 
throw or take 36 (8d8) necrotic damage and be restrained until the end of their next turn, as the Veil’s decay 
causes their muscles to become suddenly locked in place. A creature that succeeds on the saving throw 
takes half damage and is not restrained.

Immortal Fear. Each creature within 10 feet of the opening of the mouth must make a DC 18 Wisdom saving 
throw or become frightened until the end of their next turn as they are overtaken by an overwhelming feel-
ing of dreadful fear.

STR
20 (+5)

DEX
8 (-1)

CON
20 (+5)

INT
4 (-3)

WIS
10 (+0)

CHA
8 (-1)
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Veil’s Clawed Hand
Veil’s Clawed Hand
Medium undead, chaotic evil
Armor Class 15 (leather armor)      Hit Points 142 (15d8 +75)      Speed 40 ft.

Saving Throws DEX +7, CON +8 

Skills Athletics +8, Perception +4

Senses Darkvision 60 ft, Passive Perception 14

Languages -

Challenge 8 (3,900 XP)

Relentless. If the Veil’s Clawed Hand takes 25 damage or less that would have reduced it to 0 hit points, it is 
reduced to 1 hit point instead.

Actions
Multiattack. The Veil’s Clawed Hand makes two melee attacks, one with its bite and one with its claw.

Bite. Melee Weapon Attack: +6 to hit, range 5 ft, one target. Hit: 18 (2d10 +5) piercing damage and 14 (4d6) 
necrotic damage. The target’s maximum hit points is reduced by the amount of necrotic damage inflicted by 
this attack.

Claw. Melee Weapon Attack: +6 to hit, range 5 ft, one target. Hit: 19 (4d6 +5) piercing damage.

Call Unliving (Recharge 5-6). The Veil’s Clawed Hand lets out an ear splitting shriek, summoning 1d4+1 Un-
living in an unoccupied space within 20 feet.

STR
20 (+5)

DEX
18 (+4)

CON
20 (+5)

INT
8 (-1)

WIS
13 (+1)

CHA
2 (-4)



Cardography Layout

Original Layout
If you are going to play the campaign in its original format, this is the order the cards should 
be organized.
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Cardography Layout

Random Adventure
Create your own map. Allow the cards to be arranged any way you see fit. Turn them, twist 
them, anything that helps make the dungeon your own!

Below is one example with endless possibilities! 
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OPEN GAME License Version 1.0a The following text is the prop-

erty of Wizards of the Coast, LLC. and is Copyright 2000 Wizards 

of the Coast, Inc (ìWizardsî). All Rights Reserved.

1. Definitions: (a)îContributorsî means the copyright and/or 

trademark owners who have contributed Open Game Content; 

(b)îDerivative Materialî means copyrighted material including 

derivative works and translations (including into other computer 

languages), potation, modification, correction, addition, exten-

sion, upgrade, improvement, compilation, abridgment or other 

form in which an existing work may be recast, transformed or 

adapted; (c) ìDistributeî means to reproduce, License, rent, lease, 

sell, broadcast, publicly display, transmit or otherwise distribute; 

(d)îOpen Game Contentî means the game mechanic and includes 

the methods, procedures, processes and routines to the extent 

such content does not embody the Product Identity and is an 

enhancement over the prior art and any additional content clearly 

identified as Open Game Content by the Contributor, and means 

any work covered by this License, including translations and 

derivative works under copyright law, but specifically excludes 

Product Identity. (e) ìProduct Identityî means product and prod-

uct line names, logos and identifying marks including trade dress; 

artifacts; creatures characters; stories, storylines, plots, themat-

ic elements, dialogue, incidents, Language, artwork, symbols, 

designs, depictions, likenesses, formats, poses, concepts, themes 

and graphic, photographic and other visual or audio represen-

tations; names and descriptions of characters, Spells, enchant-

ments, personalities, teams, personas, likenesses and Special 

abilities; places, locations, environments, creatures, Equipment, 

magical or supernatural Abilities or effects, logos, symbols, or 

graphic designs; and any other trademark or registered trade-

mark clearly identified as Product identity by the owner of the 

Product Identity, and which specifically excludes the OPEN Game 

Content; (f) ìTrademarkî means the logos, names, mark, sign, 

motto, designs that are used by a Contributor to Identify itself 

or its products or the associated products contributed to the 

Open Game License by the Contributor (g) ìUseî, ìUsedî or ìUsingî 

means to use, Distribute, copy, edit, format, modify, translate and 

otherwise create Derivative Material of Open Game Content. (h) 

ìYouî or ìYourî means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content 

that contains a notice indicating that the Open Game Content 

may only be Used under and in terms of this License. You must 

affix such a notice to any Open Game Content that you Use. No 

terms may be added to or subtracted from this License except 

as described by the License itself. No other terms or Conditions 

may be applied to any Open Game Content distributed using this 

License.

3.Offer and Acceptance: By Using the Open Game Content You 

indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use 

this License, the Contributors grant You a perpetual, worldwide, 

royalty-free, nonexclusive License with the exact terms of this 

License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contribut-

ing original material as Open Game Content, You represent that 

Your Contributions are Your original Creation and/or You have 

sufficient rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT 

NOTICE portion of this License to include the exact text of the 

COPYRIGHT NOTICE of any Open Game Content You are copying, 

modifying or distributing, and You must add the title, the copyright 

date, and the copyright holderís name to the COPYRIGHT NOTICE 

of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product 

Identity, including as an indication as to compatibility, except as 

expressly licensed in another, independent Agreement with the 

owner of each element of that Product Identity. You agree not to 

indicate compatibility or co-adaptability with any Trademark or 

Registered Trademark in conjunction with a work containing Open 

Game Content except as expressly licensed in another, indepen-

dent Agreement with the owner of such Trademark or Registered 

Trademark. The use of any Product Identity in Open Game Content 

does not constitute a challenge to the ownership of that Product 

Identity. The owner of any Product Identity used in Open Game 

Content shall retain all rights, title and interest in and to that Prod-

uct Identity.

8. Identification: If you distribute Open Game Content You must 

clearly indicate which portions of the work that you are distribut-

ing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may 

publish updated versions of this License. You may use any autho-

rized version of this License to copy, modify and distribute any 

Open Game Content originally distributed under any version of 

this License.

10. Copy of this License: You MUST include a copy of this License 

with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the 

Open Game Content using the name of any Contributor unless You 

have written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with 

any of the terms of this License with respect to some or all of the 

Open Game Content due to statute, judicial order, or governmen-

tal regulation then You may not Use any Open Game Material so 

affected.

13. Termination: This License will terminate automatically if You fail 

to comply with all terms herein and fail to cure such breach within 

30 days of becoming aware of the breach. All sublicenses shall 

survive the termination of this License.

14. Reformation: If any provision of this License is held to be un-

enforceable, such provision shall be reformed only to the extent 

necessary to make it enforceable.

15. COPYRIGHT NOTICE Open Game License v 1.0a Copyright 

2000, Wizards of the Coast, LLC. System Reference Document 5.1 

Copyright 2016, Wizards of the Coast, LLC.; Authors Mike Mearls, 

Jeremy Crawford, Chris Perkins, Rodney Thompson, Peter Lee, 

James Wyatt, Robert J. Schwalb, Bruce R. Cordell, Chris Sims, and 
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