WELCOME TO WILDEMOUNT

Preface

Imagination is a strange & wonderful thing.

Imagination drives innovation and inspires communal creation. For this geeky theater kid, imagination was my solace.

Since before my granny began reading me to sleep with The Lord of the Rings and Piers Anthony at the age of seven, | found myself simultaneously lost in, and
empowered by, imagination. From playing make-believe with my brother in our rainy, Florida yard as children, to mowing through video game RPG after RPG, | found
myself drawn into stories, especially those | could shape alongside my friends. It wasn’t until | was introduced to Dungeons & Dragons during my freshman year of high
school that | found an experience that entwined everything | loved about storytelling, collaboration, theater, and creativity. | began building worlds for my friends to play in
and filling notebooks with strange ideas, quirky NPCs, and mediocre story threads (hey, everyone has to start somewhere). | had found my favorite pastime, one that
continues to lift me up and shape who | am today.

All these years later, through a magical series of circumstances, a group of gaming friends and | began streaming our home game of D&D on the internet under the name
Critical Role, expecting little to no interest after spending nearly a decade in web media being told anything longer than five minutes has little value to the “ADHD
generation.” These myths were rapidly proven wrong, and our home game swelled into a community, then into an unanticipated phenomenon that has become something
so deeply wonderful and important to me, and it seems, many others across the world.

It is through the original campaign following the exploits of the adventuring party Vox Machina, with myself helming the narrative as the Dungeon Master, that | began
crafting the continent of Tal'Dorei and the world of Exandria for my friends to explore. Expanding this world with each heroic venture my friends took on, each unique
facet of their characters’ stories enriching this realm that otherwise existed entirely in my head, Exandria began to grow and mature, feeling at times like it was taking on a
life of its own. By the end of that journey, as the heroes of Vox Machina completed their majestic tale, we all knew we had created something special. However, that was
but the first of many tales we wanted to weave.

A second campaign began shortly thereafter, this time taking place in the neighboring continent of Wildemount, a land bound by dark history, political struggle, and
dangerous secrets simmering beneath the surface of everyday life. Now knowing the complexity my players were willing to engage with, | developed Wildemount on a
scale and level of intricacy | had not previously attempted. | excitedly watched as this region of Exandria took shape, and it was here the Mighty Nein (as they came to be
called) began their adventures, which they currently continue to the day of my writing this foreword. Wildemount expanded into a vast, complex, and delightful setting that
| continued to grow more and more proud of. Then the incredible opportunity arose to collaborate with Wizards of the Coast to bring this setting to you in printed form.

| have been nothing short of humbled and ecstatic at this chance to be a part of something so important to me. It has been a profound honor to bring our world into the
D&D multiverse and invite you to come play and create in it. Exandria continues to be one of my proudest achievements, with Wildemount my most accomplished aspect
of this world to date. This continent is ripe with adventure and mystery. To work with such talented people to make this campaign sourcebook a reality is a joy | never
thought I'd get to experience. Wildemount began with Critical Role, but this book is an invitation for you and your friends to make this world your own.

I invite you all to come to Wildemount. Wander the dangerous valleys of Western Wynandir, sail up and down the Menagerie Coast, brave the wastes of Xhorhas's scarred
lands, and explore the ancient secrets in the regions beyond these war-embroiled realms. Follow the paths of the Mighty Nein or blaze your own trail. This is your
Wildemount now.

Matthew Mercer,
Dungeon Master of Critical Role






H. 1: STORY OF WILDEMOUNT

Welcome to Wildemount

Two armies clash on a fog-shrouded battlefield, heralded by the sound of trumpets and drums on one side, and by an eerie, chirping whistle like countless thousands of
wailing crickets on the other. A raven, its ebon feathers spattered with blood, alights on one of the fallen corpses and gently raps its beak on the soldier’s helmet. The
raven looks up, curious, and flies into the sky. A land embroiled in war expands beneath it, and yet, within the shroud of conflict, the raven sees twinkling pockets of light.

The raven sees souls that shine bright with courage, kindness, and determination. It sees souls lustrous with greed, fear, and anger. And most of all, it sees souls radiating
with a desire to discover their place in the world. The raven sees Wildemount.

A New D&D Setting

Wildemount is a new setting for your Dungeons & Dragons campaign, originally created by Matthew Mercer as the setting for the second campaign of the
hit series Critical Role. Though it’s just one continent in the larger world of Exandria, Wildemount is teeming with varied cultures, locales, peoples, and

monsters. It is home to both avatars of evil and paragons of good, but it is defined by the common people who exist in between these two ideals.

This book is for D&D players and Dungeon Masters of all experience levels. It is for newcomers and for hardcore fans of Critical Role alike. If you've
watched every episode of Critical Role to date, this book will still contain surprises for you, as there are corners of Wildemount that even the Mighty Nein

weren't able to explore in their adventures.

If you're a Dungeon Master, this book will help you create a D&D campaign set in a land of war, intrigue, and swashbuckling adventure. You could set your
campaign entirely within one of Wildemount's four regions, or you could follow the example set by Critical Role and create a campaign with a constantly
evolving tone as the adventurers journey across the continent. You will also find brand-new monsters and introductory adventures that can help you start a

campaign in any of Wildemount's four regions.

If you're a player, this book contains new options that will help your character fit in perfectly with this strange new land. You can use the heroic chronicle
system to create a backstory that firmly roots your character in the lands of Wildemount. You'll also find new subclasses as well as new magic items that

will help you attain greater and greater power as you travel the continent.
Nations of Wildemount

Wildemount's various regions are described in greater detail in chapter 3. Here's a quick overview of the major civilizations of Wildemount.

Dwendalian Empire

The raven soars over a massive city, sprawling outward from a somber, monolithic palace. Soldiers and war machines pour from the city, stretching across the land like
innumerable grasping arms, greedily encircling the continent. The raven notes this hungry behemoth and alters course.

e Dwendalian Empire is a young, ambitious state borne from decades of strife in Western Wynandir — the heartland of Wildemount. Its austere land

e dotted with tiny villages, ruins of ancient civilizations, and pockets of uncharted wilderness.
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Campaigns set on the Menagerie Coast are often nautical, exploring the conflict between the law of the Clovis Concord and the chaos of the Revelry

pirates. They can also investigate the jungles that line the coast and the ancient ruins hidden within their verdant boughs.

Tribes of Shadycreek Run

The raven, battered by ice and snow, sees petty warlords lead bands of slavers across the snowfields and understands that no law but power rules the north. It sees
smugglers and thieves flee beyond the grasp of civilization and into the unknown. It sees the vast, roiling wilderness act with a fell will of its own, claiming the lives of
those who dare attempt to grasp power beyond their ken. They fight for survival, glory, and greed.

The Tribes of Shadycreek Run are a fragmented coalition of thieves, slavers, and scoundrels who managed to amass power in the frigid backwater of
Shadycreek Run. While they struggle to enrich themselves through crime, however, they fail to realize that malign, primordial powers are creeping into the

north underneath their noses.

Campaigns set in the Biting North often involve morally gray characters butting heads with equally amoral organizations in a struggle to survive — and

then explode into chaos as forces beyond mortal imagination make all these petty conflicts seem insignificant by comparison.

Kryn Dynasty

Finally, the raven flies east. It sees beings that would be slain on sight in the other civilized nations of Wildemount, walking side-by-side with humans and gray-skinned
elves. The raven sees that these people have a light within them — and it sees that, far to the east, there is a mighty fortress that contains a light unseen since the
dawning of the world. Here, they fight for the revelation of the end of the world.

e Kryn Dynasty is an empire made up of dark elves (drow) and other humanoids typically considered to be monsters by the other nations of

ildemount, such as minotaurs, goblinkin, and gnolls. The Kryn Dynasty rules over the wastes of Xhorhas, a land once blighted by the rule of the Bet
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NPCs, background information, and even plot hooks that you can use as the seeds of your own adventures. It also gives a brief overview of the other land

of Exandria beyond Wildemount.

Chapter 4 is for players first and foremost; combined with the Player’s Handbook; it contains everything you need to create a character for a Wildemount

campaign.

The final chapters of this book, chapters 5 through 7, give DMs starting adventures they can use to kick off their campaigns as well as new magic items

and monsters to include in adventures of their own design.

CONTINENT OF WILDEMOUNT

Warl!

The continent of Wildemount is a powder keg about to explode. Tensions between the Dwendalian Empire and the Kryn Dynasty have just erupted into
open war, and everyone in Wildemount, including the adventurers, must contend with the fallout of the conflict between the continent’s two imperial

superpowers.
The War of Ash and Light

The war is only as important as you make it. If you place either the battles of the war or their consequences front and center, the war will be of chief

concern to your players. If you keep the war and its consequences distant, then the characters will be free to interact with or ignore the war as they see



If you and your players find war to be dramatic and compelling, urge your players to create characters with strong ties to the conflict. For example,
patriotic (or even jingoistic) characters will always fight for king or queen and country. Likewise, greedy characters will fight for profit and glory. Once

they've given you their reasons, turn those motivations into plot points in your campaign.

In the Background
The adventurers don't have to be active combatants for the war to affect their lives. See below for a list of adventure options that touch on the

consequences of war without directly involving mass warfare.

No War, Please
If you want the war to be completely absent, simply dial the timeline back by a year, or even just a few months. All the political tensions between the

Dwendalian Empire and the Kryn Dynasty still exist, but now they’re just simmering instead of at a full boil.
Adventuring Options

Not all campaigns set in Wildemount need to deal with the war directly. That is, the characters aren’t expected to conscript with one army or another, or
even serve as mercenaries. The effects of war are far-reaching and multifarious, and loose-cannon adventurers are the perfect people to get involved in

the countless conflicts sparked by war. These schemes could include:

Crime. In times of war, criminals and smugglers take advantage of lax law enforcement. Petty criminals and crime syndicates like the Myriad will need

help moving illicit goods in and out of Dwendalian and Xhorhasian cities, and Revelry pirates will need loyal crew members to raid unprotected towns.

Disaster. When a town is destroyed by advancing armies, or by a landslide caused by artillery, the common folk need help escaping. This could involve

escorting noncombatants through no-man’s-land to a nearby town, or carving out a new settlement from the wilds.

Law. When officers of the law are conscripted as soldiers, local lawmasters suddenly find themselves in need of mercenary aid. Lawful characters might

find great adventure in flushing criminals out of cities and busting their wilderness hideaways.

Military. Obviously, characters can choose to join up with one of the sides in this conflict to embark on missions and take orders from a commanding
officer. This is a good option if you want to run an episodic campaign, where most game sessions begin with a stated mission that the players must

accomplish and ends with a reward and another mission.

Upheaval. The explosions of artillery and the pounding of boots against the plains can spook monsters, and invasions can cause even powerful monsters
such as giants and dragons to flee their lairs. Whenever an upheaval occurs, soldiers and commoners alike find their lives in danger — and only

adventurers can deal with the threat.

Trade. Like the crime syndicates, opportunistic traders know that war is a chance to become rich. Adventurers are the perfect pawns for trade barons

looking to sell high-value goods, especially if they have to cross dangerous land to reach their buyers.

How to Run a War Campaign

If there’s one thing D&D adventurers hate, it's being told what to do, but serving in an army is all about following orders. It's up to the Dungeon Master to
make sure the characters are aware of what they're getting into if they decide to enlist. Similarly, if you force your players to join a military unit and then
discover that the characters actually want to go on self-directed adventures without a commanding officer ordering them around, you and your players

should talk out-of-game to figure out a way to turn the campaign around.

Since D&D is primarily a game about a small group of characters going on adventures alone, it can be difficult to simulate massive battles using D&D
combat rules. Because of this, it's generally best to keep the characters away from mass battles. However, huge conflicts with thousands of combatants

are a cornerstone of epic fantasy, and your players might be disappointed if your war campaign doesn’t have at least one climactic battle.

To solve this problem, you can break down your mass combat into manageable chunks. Find a significant location that the characters can either defend or
conquer with minimal reinforcements, like an overrun citadel. Then, have the major battle proceed in waves that guide the characters from one cinematic
encounter to another. You can think of these encounters like rooms in a dungeon; some rooms have multiple doors that the characters can choose from,

while others only have a single passage.

For example, after capturing the ruined fortress, the characters learn that a garrison of soldiers has arrived to help hold onto the fort, and the characters

are needed elsewhere on the battlefield. You could present them with just a single urgent target, such as an enemy warlord, or you could offer then



Calendar and Time

Keeping track of time using the Exandrian calendar can make your game world seem more realistic. It can also allow you to align game sessions with
important in-game dates, such as holidays. A monster attack on a rural village is a horrible and thrilling event, but the stakes are much higher if that

monster attacks on the day of the Harvest's Close festival, causing previously joyful commoners to grab their children and flee to safety.

The Exandrian calendar year is divided into 328 days, grouped into seven-day weeks over the course of eleven months. This calendar was originally

established by the elves in an ancient age, and their names for the months and days of the week have stood the test of time.

The names of the seven days of the week are Miresen, Grissen, Whelsen, Conthsen, Folsen, Yulisen, and Da’leysen. Each day is 24 hours long.

Exandrian Calendar

Month Days Holidays
Horisal 29 New Dawn (1st), Hillsgold (27th)
Misuthar 30 Day of Challenging (7th)

Renewal Festival (13th),

Dualahei 30

Wild’s Grandeur (20th)

Harvest's Rise (11th),
Thunsheer 31

Merryfrond’s Day (31st)
Unndilar 28 Deep Solace (8th), Zenith (26th)

Artisan’s Faire (15th),
Brussendar 31

Elvendawn (20th)

Highsummer (7th),
Sydenstar 32

Morn of Largesse (14th)
Fessuran 29 Harvest's Close (3rd)

Hazel Festival (10th),
Quen'pillar 27

Civilization's Dawn (22nd)
Night of Ascension (13th)

Barren Eve (2nd),

Embertide (5th)



Moons of Exandria

Daily Life in Wildemount

Certain aspects of daily life in Wildemount remain the same across nearly all cultures. Any character native to Wildemount would be familiar with their

nation’s currency, languages, and relationship to technology.
Currency

The nations of Wildemount all mint their own coins, and though some slight regional differences exist between currencies, all regions readily accept gold,

silver, and copper coins. Spending money of Dwendalian mint in the Kryn Dynasty might turn heads, but a gold coin is still a gold coin.

Platinum and electrum coins are rarely minted by modern nations, but enough of both of these currencies survived the Age of Arcanum that both are
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Marquesian. The Menagerie Coast was settled by colonists from the arid land of Marquet, and their language now holds an unusual position in the Clov
Concord. It is the language of high society, as many Clovis elite are descended from Marquesians, but it is also the language of piracy, since countless

lower-class Marquesians defected from the Concord and formed the Revelry pirates.

Naush. Originally spoken by the Ki'Nau islanders native to the Menagerie Coast, Naush is a thriving language within the multicultural cities of the Clovis

Concord. Even sailors who only speak Common incorporate dozens of Naush words into their nautical jargon.

The level of technology in Wildemount is generally consistent with the technologies found in the P/ayer’s Handbook. However, Dwendalian scientists in
Hupperdook and Concordian tinkerers in Port Zoon have made incredible advances in black powder technology. Cannons, mobile war engines, and even

handheld pistols and muskets have begun to be used as weapons of war.

Black powder weapons are not common, nor are they available to the general public. Only military engineers and special regiments within the Dwendalian
armies and the Concordian navy have access to these powerful weapons, though some aspects of these designs are now finding their way into the
Xhorhasian military. Statistics for weapons such as black powder barrels, pistols, and rifles are provided in chapter 9 of the Dungeon Master’s Guide. All
items listed as “Renaissance Items” on the Firearms and Explosives tables exist in some form in Wildemount. Since these items can’t be purchased in a

normal store, characters can only obtain them through theft, military service, or a quest of your own devising.



H. 2: FACTIONS AND SOCIETIES

Story of Wildemount

A MONK OF THE COBALT SOUL SHEDS LIGHT ON WILDEMOUNT'S PAST FOR A BAND OF YOUNG ADVENTURERS.

ere was something. Light, then thought, then life and fire. We who are born of the will of the gods keep these records to preserve their deeds, their
ons. We who live by our own will shall keep these records to know where we walk and where not to tread. We who look to our inevitable end keep
h those who succeed our footsteps how to be better than we could.

—Archivist Adia Shu of the Cobalt Soul

istory of Wildemount



The continent of Wildemount has undergone many ages of discovery, conflict, and renewal. These bygone eras are more than ancient history. Whether the
people of Wildemount know it or not, the struggles they face in their daily lives were set in motion by the turbulent events of past ages. This section

explores this history and the major figures whose actions shaped the physical and cultural landscape of Wildemount.
Myth of Exandria

Life ever seeks to understand its inception. Every civilization has its own interpretation of where its story began. Even within the world of Exandria,
different cultures have creation myths that eventually converge with recorded history, but there is no universally accepted story. Even so, the ancient city of
Vasselheim on the distant continent of Othanzia is largely considered to be the oldest surviving city, having endured a terrible war that wiped out most of
civilization nearly a thousand years ago. Vasselheim houses the earliest known temples to the gods, as well as the earliest known records of history that

survived this catastrophic war.

The most widely accepted tale of the world’s origins is the myth of the Founding. This is the interpretation held and embraced within most of Wildemount,

as well as the vast lands of Exandria as a whole.
The Founding

Long ago, this world was one of tumultuous and chaotic forces, naught but unbridled fires and churning, jagged rock. Through the ashen skies of Creation
Primordial, the gods came from beyond the ether, new and formless. Looking on this roiling realm, they saw potential for great beauty, great strength, and

the chance to learn their own place in creation.

Thus, divine hands birthed the First Children, the elves, who embodied beauty and grace, to walk the verdant Green and know the music of the Blue. A
second creation was wrought: the dwarves, a hearty people intent on taming the land, filled with the craft and invention of the divinity beyond the ashen
void. A third people were given life: the humans, endowed with hearts of passion that burned as brightly as their spans of life were short, and infused with

the need to celebrate and laugh.

Other creations followed as the many races of Exandria were given form from the boundless inspiration the of the protean gods. These Children of
Creation walked the land and, as their knowledge grew, attempted to build on it. But the land was fierce and treacherous, and the children were dashed on
the rocks and consumed by the elements. Sorrow filled the hearts of the gods as these first races struggled against a land that did not want them, and the
children looked to their creators for guidance and protection. Thus, the gods gave to them gifts, lending their own power to their children to create and

shape the world around them; these were the first divine magics.

With these magics, the various peoples learned to bend the angry earth to their will: to temper the flames that burst through the ground, to tame the floods
that threatened their abundance, and to turn seedling into fruit and beast into meal. Language became commonplace, culture was born, and governance

replaced anarchy. The protean creators, the divinity beyond the ashen skies, saw progress and saw that it was good, yet fragile and in need of guardians.

Thus were born the First Protectors: the Dragons Metallic of Exandria, who safeguarded the gentler races. The realm grew quieter, the people multiplied,
and new beings were given form and life. As culture grew, and the people further understood the world around them, they also looked up to their creators

and gave them worship, gave them form, gave them title and purpose.

But this realm did not wish to be tamed. Quaking cliffs roared in defiance. Seas swelled and swallowed. Flames erupted from the land. Beneath the
elements, unknown to the Creators beyond the ashen skies, lived ancient beings who had already claimed this world as their home: the Primordials. These
great elemental titans that once dwelt deep within the world now rose from their unseen domain to sunder the land once more. The gods watched as their
children, their joy, were flung against the broken rocks or fed to formless terrors unleashed by the destruction. Demonic entities spilled from the umbra of

the Abyss to feast on the carnage, called forth by the violence and released to pick the carrion clean.

Some gods were so full of grief and anger that they wished to leave this world behind and start anew. They tried to convince their divine kindred to join
with the Primordials, allowing chaos to reclaim the realm. Other gods wished to remain and subdue the Primordials, to tame the land for the sake of their
creations. Thus was created a divide among the gods. Celestial sentinels once dedicated to battling the chaotic forces of the Abyss now fell to hate and

tyranny, forging new hells under a fallen angel now claiming lordship over all the realms of sulfur and brimstone.

The Creators that remained, wishing to salvage their home, their creations, and their realized selves, were forced to take up arms and learn to protect that
which they valued most. They organized their followers and taught them how to draw from the powers of creation on their own: to build, to change, and to
destroy, all without the aid of divine power. Mortals learned to defend themselves through practices such as alchemy or by bending the very fabrics

existence, though on a smaller scale than that of their creators.



This gift was the knowledge of arcane magic, which the good children used to drive away their traitorous kin, banish the turned Creators to their own
prison-like planes, and ultimately destroy the Primordials, scattering the chaotic elements to their own planes of existence. The world was at peace for the

first time since its creation, and the first real civilization took root and grew into a grand city called Vasselheim. The Cradle of Creation. The Dawn City.

Culture developed anew, the races ventured forth to discover and explore their own lands, and great music filled the air to give a name to this world once

and for all: Exandria.
Age of Arcanum

Over time, some of the people of Exandria grew arrogant. Seeing their arcane gifts as proof that the gods held no sway over their fate, a belief developed
that, with enough understanding, they too could become as powerful as the gods. Many began to shun faith in favor of their own pursuits. Though this

hurt and surprised the Creators, they understood the willfulness of their children and endured out of love and hope for redemption.

Great kingdoms sprung up across Exandria. Castles were built in a day, accelerated by the arcanists’ newfound power. Erudite cities hovered and drifted
through the skies, shifting under the direction of scholarly magi to wherever their interests took them. Even though magic could be used to complete the
most difficult tasks with hitherto unknown speed, magic-users strove always to innovate. As mages practiced and perfected their powers of creation, they
soon unlocked the secrets of life itself, giving birth to wondrous, dangerous new creatures and power. Powerful archmages such as Vecna the Whispered

One and Halas Lutagran began to carve their paths into history during this era of unbridled magical experimentation.

The advent of the arcane seemed to be the key to a bountiful age of plenty but also proved to threaten it, as prosperity soon gave way to greed. Petty
squabbles erupted over resources and wealth among the elite, while the rumor of immortality through perfected arcanum began to drive the greatest
mages wild with a lust for unending power. One mortal mage, her name either lost or struck from history, crafted now-forbidden rites to challenge the God
of Death, felling him and taking his place among the pantheon, making her the first and only mortal to ascend to godhood. The archmage Vespin Chloras
was inspired by this display. Driven by his hunger, he sought the guidance and power of the banished gods, rending open the gates of their prisons and

releasing the betrayers into the mortal world.

During their imprisonment, these gods of hatred and despair twisted their prison into their own image, spawning unthinkable horrors that lived only to
transform peace into suffering, and righteousness into arrogance and greed. The Nine Hells and the Abyss began to push their way into Creation. The
Betrayer Gods and their hateful children discovered a world unspoiled, save for the avarice of mortals. The urge to ruin was now replaced with the desire
to dominate, and the Betrayer Gods began by turning on the mage who freed them, making Archmage Vespin their first thrall. This corrupted divinity
sought out the remnants of their offspring, scattered across the world, and created a mighty and terrible new kingdom on the plains of Xhorhas, at the far

end of the world from Vasselheim—Ghor Dranas.

In this land of evil, where the twisted power of the lower planes seeped into Exandria, the lords of darkness tainted the minds of mortals, hungrily
welcoming those who had lost their way, and offering great promises and boons to hearts easily swayed. These poisonous seeds found fertile ground in
the hearts of mortals obsessed with the unlimited power of the arcane. With a legion of the damned behind them, the Betrayer Gods soon made their

presence known to the world with an assault on Vasselheim itself.

Though much of the city was reduced to rubble, Vasselheim weathered the initial assault, saved by the intervention of the Prime Deities themselves, who
descended to trade blows with their former brethren. The battle between divinity and mortals, between heroes and demons, raged ceaselessly for twenty

days and nights until the dark forces, their surprise attack thwarted, were finally forced to retreat.

Evil was repulsed momentarily, but with the revelation of such a terrible foe, a dangerous arcane arms race began. Trust was shattered indefinitely: if
mortals could fall under the sway of the Betrayer Gods, who was an ally? If ruin like this could be unleashed under the watchful eyes of the gods, how were
they relevant? Not trusting any but themselves, the self-interested and singular humans reforged their instruments of celebration into instruments of
incredible power—artifacts that could be wielded by worthy heroes. The dwarves’ fascination with rock and earth turned toward isolation as they burrowed
deeper into the mountains, using their divine gifts to animate legions of autonomous golems to protect their ancestral halls. Elves used their

understanding of creation’s beauty and intricacies to weave spells of unimaginable destructive force, the likes of which Exandria had never seen before.

For the first time since the Primordials were destroyed, the focus of magic was warfare. The gods themselves agreed to join their children on the field of

battle, descending from the heavens to take up arms once more for the war now referred to as the Calamity.



THE CALAMITY
The Calamity

The battlefields of the catastrophic showdowns of the Calamity were scattered across Exandria, but it was Wynandir that suffered the full destructive
powers of the gods. Divided by the Ashkeeper Peaks, the fields of Wynandir were once home to several powerful ruling houses, squabbling over their own
goals before being drawn into either side of the conflict of the gods, or abstaining for their own reasons. The immensity of power wielded by the Prime
Deities and Betrayer Gods was enough to wound the landscape for eons, and the irresponsible use of arcane knowledge developed by the mortals

ensured the ruin of their own legacy.

Little record remains of the terrible war, but its effects are still felt today. The sheer magnitude of the energies unleashed in the ensuing battles by gods
and mortals alike was enough to fray the boundaries holding back the elemental chaos, spilling unbridled destruction into the world. It completely
rearranged the known flow of magical ley energy across Exandria. The dark kingdom of Ghor Dranas was reduced to ash, but the conflict devastated
Exandria’s peoples, razing entire cities and inspiring in many a desire to flee from this plane of existence entirely. So great was the loss of life during the
war that historians believe no more than a third of Exandria’s population survived, leaving only one remaining bastion of civilization: the Dawn City,

Vasselheim.

The world entered a long, dark period of regrowth. The Betrayer Gods were banished once more to their realms of deception and hate, but the threat of

their return weighed heavily on the world. The Prime Deities felt that their involvement in mortal conflict was to blame for the cataclysmic damage



building over the ashes of the old. New songs fill the air, and the hope of a brighter future drives people day after day, while buried ruins and ancient relics

remind all people of a darker time of mistakes that should never be repeated.
Wildemount after the Calamity

In the wake of the vast destruction of the Calamity and the exile of the pantheon in the Divergence, the survivors began to emerge from the ash and
shadows to reclaim and rebuild Exandria. Across the continents, many took the pieces of their cultures and sought a place to forge a new age. This tome
focuses on the rebirth of the deeply scarred land now known as Wildemount, the site of the most terrible conflicts of the Calamity, where the echoes of

those deadly battles linger to this day.

In the Wake of the Gods

After the Calamity, the lands of Wildemount became wild and perilous, filled with monstrosities and beasts that prowled its broken fields and shattered
mountains. The land’s new denizens reclaimed the newly untamed realm, hunting any mortals not clever enough to hide. The masterless creations of the

Betrayer Gods ruled their own territories, establishing themselves as a new pantheon.

As the dust settled, surviving mortals grasped at what they could from their bygone lives and hid away in fear of what would come next. Those of faith
dealt with their sense of failure and abandonment, while enlightened scribes mourned the loss of their research and the great magical secrets that had

enabled the previous age to rise to such prominence.

Others picked up what they could from the ruins and chose to start anew, hoping that their descendants would learn from their mistakes. Over those early
centuries, the scattered survivors fought back the terrors that stalked the abandoned lands of Wildemount, continuing to endure and build new societies,

civilizations that eventually reclaimed Wildemount and brought the world to this modern age.
Western Wynandir

The lands of Western Wynandir were the epicenter of the Calamity’s destruction. Rocky ranges of mountains were sundered, entire landscapes burned,

and hovering seats of power crashed down from the sky, their floating cities consumed beneath the hungry earth.

Grimgolir

The dwarven clan of Grimgol that once helped hold the center of the Ashkeeper Peaks was nearly wiped out during the Calamity. The surviving families
and warriors burrowed deep beneath the surface of Exandria to wait out the chaos. Collapsing nearly every established tunnel used in the wars above, the
clan found themselves cut off from the rest of Exandria. For centuries, the dwarves of Clan Grimgol endured the darkness alone, defending against the

dregs of the Betrayer Gods’ forces and adapting themselves into a hardy and stalwart people.

Half-remembered tales and myths of their forgotten history, mingled with worship of Moradin, began to stir an eagerness to return to their ancestral home

and build anew. With new purpose, they carved their way back toward the surface, only to find the mountains of their home reduced to dust and pebbles.

Not easily dissuaded, the dwarves returned to the surface for the first time in generations, finding the once-ruined world now recovering with renewed life
and color. The resilient clan made their way north along the Brokenveil Bluffs and found a massive mountain to house their new city. They built their

stronghold into this monolith among the Dunrock Mountains, and gave their new home the name of Grimgolir.

Rise of the Julous Dominion
In the Marrow Valley, the numerous decades following the Divergence left the landscape blackened and inhospitable. The remaining people struggled for
food and shelter as they wandered the rocky hills for centuries, avoiding the colder weather of the north. Nomadic sects of humans and halflings

defended themselves against the hungry beasts and lingering evils threatening their homesteads, and fought with each other over fertile land.

Small civilizations began to form amid the chaos, but it wasn't until the central township of Zadash was established as a safe outpost that the unification
of the Marrow Valley began. Helmed by the Julous family, supposedly of noble blood from before the Calamity, a guarded community with an organized
military force was built in the center of the valley around four hundred years ago. It became both a haven for the struggling masses and a center for

agricultural expansion.

Increasing their strength with each generation, this movement guided by the Julous family became known as the Julous Dominion, stretching across the

south end of Western Wynandir. Not all agreed to join the Julous Dominion, however. Some outliers rejected the Julous interests, founding their ow
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A FLOATING CITY FROM A BYGONE AGE

Founding of the Dwendalian Empire
In the frigid fields north of the Marrow Valley, the survivors of the Arcanum city of Zemniaz scraped by in the snow for centuries, clutching their surviving
scrolls and fragments of cultural history. They established the dour outposts of Icehaven and Yrrosa, but it wasn't until the Zemnian people wandered east

to the Pearlbow Wilderness that they found fields that were fertile enough to nurture a new society.

Founded atop the ruins of an ancient temple to the Dawn Father, the city of Rexxentrum rose to become the hub of Zemnian culture. Now that the
Zemnian people no longer had to struggle for survival amid the harsh elements, their leaders argued over how to establish a centralized government.
Some wished for a republic, while others sought a theocracy under the priests that shepherded the people into this new age. Eckhardt Dwendal, a well-
respected merchant and tremendous force behind the development of Rexxentrum, wished to institute a monarchy and place his son Manfried on the
throne. Debate spun wildly for over three years, while Eckhardt privately made deals with the heads of the emerging guilds, using promises or blackmail to
secure their cooperation. With the resounding support of the flourishing guild heads, the throne was established. In the year 539 of the post-Divergence

era, Manfried became the first emperor of the Dwendalian Empire.

The Marrow War

It wasn't long before the expanding borders of the Dwendalian Empire began to push up against the growing Julous Dominion. An agreement was
brokered to avoid conflict as long as favorable trade could be established and maintained. Even so, the resource-rich center of Western Wynandir was split
between the two states, with both factions eager to discover the other’'s weaknesses. Rumors of the discovery of a massive platinum mine within the

Julous Dominion further increased the empire’s desire to conquer their neighbor.



felt threatened civilized life. He redirected much of the people’s fury by also proclaiming the Julous Dominion an enemy of the empire later that year and

declaring war on the neighboring nation.

Meanwhile, the Julous Dominion was dealing with the refusal of the outlying villages near Kamordah to accept their rule in this time of brewing hostility.
They eventually drove the independent villagers back into the Cyrios Mountains, just in time to hear the horns of war blaring from the empire to the north.
The violent conflict known as the Marrow War lasted over sixteen months and cost the lives of many soldiers and innocents on both sides of the Marrow

Valley.

The Julous Dominion lacked the unified military force of the empire. When a major military push left the capital city of Zadash occupied by the empire,
Baron Inock Julous and Baroness Tessandra Julous met with Emperor Manfried to negotiate a peace. During this meeting, the baron and baroness were
unceremoniously executed. Their bodies were displayed publicly along with the narrative that they had attempted an assassination on the emperor during

the peace talks. Disheartened and bereft of leadership, the Julous Dominion immediately came to an end, as did the war.

To prove his benevolence to the people of the newly conquered Julous Dominion, and to help avoid future uprisings, Emperor Manfried declared that all
citizens of the dominion would keep their lands and homesteads. No soldiers would stand trial or be punished for their previous allegiance. Life would
continue as it had, except for the implementation of imperial taxes, laws, and oversight across the valley under the new emperor. Outlawed religious
iconography was destroyed, crops and goods were redistributed according to the needs of the empire, and life slowly returned to normal for the Zemnian

people.

A King Is Crowned

With citizens of the former Julous Dominion tense beneath their new rule and a growing sentiment of frustration with imperial leadership building,
Emperor Manfried sought a way to reform the nation under his banner. The propagandist minds who fought the social war with the Julous Dominion
recommended a shift in public image and title, one that could command more respect within Western Wynandir while casting aside the oppressive
connotations of the title of emperor. Still riding high on the victory against the Dominion, Emperor Manfried harkened back to the halcyon lore of the Age
of Arcanum, recalling the beloved kings and queens of old. It was decided that the people would no longer have an emperor, but a king. Crowning himself
the first of the line of Dwendalian kings, King Manfried insisted on maintaining the now-ominous national title of the Dwendalian Empire, famously
proclaiming, “I am the Dwendalian king to my people, beloved and open to their wishes. To our enemies, we remain resolute and unstoppable. We are the

Dwendalian Empire.”

The Eve of Crimson Midnight

Not a quarter century after the Marrow War ended and the line of kings was established, a smaller, internal conflict rocked the capital city of Rexxentrum.
A number of noble houses with a strong history of studying arcane pursuits began to compete with other high-born magic practitioners from the Julous
Dominion. Throughout the lands of the newly expanded empire, these houses escalated their subterfuge and espionage against one another, until the

rivalry finally erupted into an all-out magical conflict in the streets of the capital itself.

The events of the Eve of Crimson Midnight destroyed numerous buildings and maimed a number of innocents caught in the crossfire. The struggle ended
with all involved shackled and brought before the king. After days of deliberation, an agreement was drawn up that would absolve those involved of the
usual punishment in exchange for direct subservience to the Crown and the goals of the empire. Establishing themselves as the Cerberus Assembly, this

council of mages became a powerful tool for the empire to maintain its position as the dominant force of Wildemount.

Modern Dwendalian Empire

For three hundred years, the empire has expanded and prospered under the rule of the Dwendalian line of kings. King Alfwin Dwendal increased the
empire’s military power by establishing the stronghold of Bladegarden and assimilating Grimgolir into the empire, seeking to hold back the savage
creatures of Xhorhas. King Theoderich Dwendal’s benevolent nature brokered the partnership with the Clovis Concord of the Menagerie Coast without
bloodshed and ushered in new opportunities for trade with the rest of Exandria. King Willamar Dwendal established the initial prominence of House

Truscan and granted them oversight of the Truscan Vale, to the displeasure of the other noble houses.

Other kings have come and gone, but few have made as immediate and lasting a mark as King Bertrand Dwendal. On assuming the throne in 790 PD, King
Bertrand immediately demonstrated his love of spectacle and social manipulation by instituting town criers across the empire to disseminate Crown-
approved messages. With the aid of Master Ikithon Trent of the Cerberus Assembly, he captured the imagination of the masses with well-crafted tales of

his deeds, proclaimed by the criers in every town square.



Seeking to bury any dissent against the Crown, King Dwendal began to use the empire’s spy network to seek out sources of unrest in the public and punish
those who sowed thoughts of rebellion. Public holidays and celebrations were given greater funding to quell the masses and distract the people from the
increase in taxation implemented across the valley. This allowed King Bertrand Dwendal to rise in popularity while also ruling with a far more ruthless and

self-serving agenda than most kings before him.

King Bertrand maintains the isolationist world view of his predecessors, even in times of need. By ignoring political alliances from distant nations,
preventing the construction of any skyship docks within the empire, and ignoring calls for aid—such as the fight against the rising threat of Vecna two

decades before—the King believes he has made the empire stronger than it's ever been.

However, the king’s focus on isolationism fades as tensions with Xhorhas grow. Worry about his legacy mingles with the new and deadly threat of the Kryn
Dynasty, now emboldened and pushing into his kingdom with strange magics and dangerous warriors. He mistrusts the very Cerberus Assembly that
grants him so much influence and arcane might to combat the ever-darker world that barks at the borders of the empire. Public approval of his rule wanes

with growing economic disparity, and the whisper of Myriad power returning under his nose only heightens his paranoia.

When the Kryn orchestrated an attack on the Halls of Erudition in Zadash, the Cerberus Assembly pushed for a display of military power to rally the people
and bring unity to the national identity of the empire. The king declared war on the Kryn Dynasty and the people of Xhorhas, embroiling the region in this

new full-scale conflict, with the hope that, as history has proven, people are easier to unite against a common enemy.
The Menagerie Coast

While destruction came to the farthest reaches of the world during the divine conflicts of the Calamity, the islands of the Lucidian Ocean off the western
coast of Wildemount thought they might fare better than most. But though they were far removed from the central fury of the magics unleashed in the
final battles, the region’s civilizations were instead wiped out by massive floods. Immense tidal surges left the coast drowned and empty, the islands
consumed by the raging ocean, leaving behind only the most accomplished of sailors. Eventually, the waters settled once more, and nature swiftly

reclaimed the lands with lush green jungles.

The Ki'Nau

The few scattered survivors of the floods found shelter among the higher jungles of the Swavain Islands, gifted with the bounty of a more plentiful and
tropical environment. These seafaring people rebuilt among the islands and took the name Ki'Nau, meaning “the Water Children” in their language of
Naush. Though the terrible floods of the Calamity had passed, the deadly seas and flourishing horrors of the wilds were still a persistent threat to the

Ki'Nau. Each generation struggled to survive the elements that sunk their boats and the predators of the jungles and ocean depths.

Over time, an older mind began to call from the waters and entered their dreams. This powerful being, a leviathan creation abandoned by his creator Zehir
in the Divergence, called himself Uk'otoa. He spoke of his divinity and promised protection to the Ki'Nau people in exchange for their worship. The Ki'Nau
accepted the persuasive entity as an ally and protector, allowing Uk'otoa to rise up as the guardian of the islands and help the Ki'Nau become a proud

society of warriors, establishing dominance over the region for centuries.



UK'OTOA ASSAULTS UNWELCOME SHIPS ON THE LUCIDIAN OCEAN

The Marquesian Alliance

Around the year 400 PD, an exploration vessel from the distant land of Marquet was nearing the end of its provisions when it reached the Swavain Islands.
Discovered and captured by the ever-watchful Ki'Nau, the desperate explorers made trade offerings of foreign gold, spices, and fine silks. This diplomatic
approach won over the leaders of the Ki'Nau, and an alliance was made with the Marquesian travelers to return with trade goods and establish a

Marquesian outpost, which was to be named Damali.

During this time, a cruel seafaring culture called the Vukan discovered the Ki'Nau and coveted their lush homesteads and rich, sea-gathered jewelry. These
Vukan began a series of coordinated assaults on the Ki'Nauy, killing and kidnapping a number of them under the shadow of night. The Marquesian guilds
who had sent the exploration ship agreed to offer naval support to combat these attacks, but it was Uk'otoa whose fury ultimately annihilated the Vukan at

their home villages and erased them from Exandria.

Having lost a portion of their fleet in these fights, the surviving Marquesian naval ships remained to build small settlements along the coast to aid in their
trade with the Ki'Nau. The Ki'Nau leader Tauan kept a tentative peace with the foreign sailors, but Uk'otoa wanted to dominate the new arrivals who
refused to renounce their old gods and bow to him. These tensions came to a head when a secret sect of Marquesian worshipers of the Cloaked Serpent
Zehir were given a task by their enraged god from beyond the Divine Gate: to destroy Uk'otoa for his insolence. With the aid of a powerful cult leader within
an archeological guild known as the Allegiance of Allsight, a series of temples built to Uk'otoa were corrupted with Zehir's influence and used to seal

Uk'otoa deep beneath the rock of the ocean floor, robbing the Ki'Nau of their patron.

Birth of the Clovis Concord

At this time, the city of Ank’Harel in Marquet had just named the mysterious J'mon Sa Ord as their new emperor. In the transition, the Marquesian
colonists now living along the coast demanded independence from Marquet to begin building their own society and identity alongside the Ki'Nau. Ord
eventually accepted the request, and the emancipated Marquesians allied themselves with the Ki'Nau to build a new civilization. Over the following
centuries, numerous port towns sprung up and grew into city states, trade routes expanded along what is now known as the Menagerie Coast, and the

emerging guilds consolidated enough power to become the region’s ruling class: the Clovis Concord.

The concord works together to keep the surrounding Lucidian Ocean under their watch and rule, setting trade laws and guiding the fortunes of those who
enagerie Coast creates a diverse community where the arts are lauded and coin is king.
Itrate the streets, while the pirate alliance known as the Revelry has risen to harry the trad

calated by the threat of expanding war to the northeast between the Dwendalian Empir- -



The Greying Wildlands

The fierce powers released in the conflicts of the Calamity tore through the heavily forested region now known as the Greying Wildlands, setting ablaze a
slow-burning arcane forest fire that smoldered for nearly a century, burning through the hearty trees of the region like a plague of embers. The northern
realm was left desolate, ashes and dirt blown into dust and sand as the chill northern winds transformed the rolling hills into a desert of ice and pebbles.
Fleeing remnants of the Grimgol dwarves delved into the snow-hooded Flotket Alps, many freezing to death in the wind-battered valleys before finding
safety in the natural caverns hiding deep in the mountain range. Within these icy depths, the dwarves cultivated fiery hearths and brought warmth to the

heart of the mountain, establishing the new dwarven city of Uthodurn.

Molaesmyr

Amid the charred remains of the burning forest that filled the sky with smoke for over a hundred years, one section of the woods defied the flames and
held against the embers that battered it. This small patch of idyllic green endured, a sanctuary for the surviving wood elves that held fast and hoped for a
miracle. Sensing that the blessings of Melora and Corellon had kept the heart of this forest alive until the fires burned out, the elves began to build a new

home among the ancient trees and groves.

This region became the Veluthil Forest, and from this verdant sanctuary, the elves would build the stunningly beautiful city of Molaesmyr. From the
surrounding ashes, the fey magics of Veluthil brought forth new life and leaf, expanding the boundaries of the forest over centuries to eventually reclaim
much of the Wildlands. Druidic forces and powerful fey enchantments were laid throughout the twisting paths of the forest to protect the elves of
Molaesmyr as they expanded their towering city, the central trees reaching magically enhanced heights as homes and halls extended high into the

boughs. The elven city stood as the height of reborn civilization on Wildemount.

The Corruption
It is still unclear what triggered the event. Whether some knowledge-hungry researcher or arrogant sorcerer was delving in forgotten vaults between the
planes, or some terrible power lying dormant beneath the forest was awakened, the source of the corruption is unknown. What is known is that in the year

585 PD, suddenly and without warning, a wave of purple-gray shadow rapidly crept from the center of Molaesmyr to engulf the entire city.

Many elves choked and died on toxic fumes, while others were twisted and driven mad, transforming into terrifying fey abominations. Trees bent and
warped, leaves withered and turned a sickly purple, and strange, unknown bramble growths reclaimed the forest floor. This corruption slowly spread
throughout the entire Veluthil Forest, decimating the home of the elves. Some survivors fled as fast as they could to the northwest, across the Frigid
Depths, eventually settling the township of Bysaes Tyl in the Pearlbow Wilderness. Others escaped to the northeast, seeking refuge in the Flotket Alps,

freezing in the snowy mountains until they stumbled on the dwarves of Uthodurn.

Taking pity on the survivors, the dwarves took in the elven refugees and offered them a home. This act of kindness changed the course of Uthodurn’s
history, eventually forming a unique union of dwarven and elven culture that has endured for nearly three centuries. Craftsmanship within Uthodurn is
second to none, but nothing is traded beyond the borders of the city, aside from the odd stolen artifact. Small excavation parties are often sent to the
corrupted Veluthil Forest—now called the Savalirwood—to search the ruins of Molaesmyr, attempting to piece together what caused the corruption and

determine if the forest can be recovered.

Unfortunately, a township of criminals and outlaws has sprung up on the southern edge of the Savalirwood, just beyond the Dwendalian Empire. In
addition to the dangerous denizens of this wretched thicket, which is known as Shadycreek Run, there are numerous raiders and thieves seeking relics

from the ruins of the forest, escalating conflict throughout the region.



IN THE RUINS OF GHOR DRANAS, DROW FACE THE SUN FOR THE FIRST TIME
Eastern Wynandir

The once thickly forested landscape of Xhorhas was the site of the final battleground of the Calamity. It was subjugated to such intense destruction at the
hands of the warring gods that when the dust of the Divergence cleared, Eastern Wynandir was naught but a cracked, ashen wasteland. Ghor Dranas, the
citadel of the Betrayer Gods, lay broken, cursed, and abandoned, while lingering demons and monstrosities fled to the surrounding jagged cliffs and
blackened marshlands. Discarded abominations seeped from beneath the ruined earth of Xhorhas'’s eastern shores, climbing past the Penumbra Range

where the forgotten creations of the Betrayers were locked away.

Throughout this wasteland, scattered bands of aimless men, beasts, and goblinkin battled for shelter and sustenance. These tribes were confined to their
desolate home by the Ki'Nau leviathan who guarded the waters past the southern shores and the surviving dwarves of Grimgolir, who prevented any
Xhorhasians from moving farther west. The nomadic, warring clans fought against the harsh conditions of the valley for centuries, only able to develop

small bastions of civilization within the harsh wilderness.

The Kryn Dynasty
Beneath the ruins of Ghor Dranas, a group of scavenging drow turned from Lolth, their primary deity for centuries, finding renewed faith in an esoteric
entity they called the Luxon. Guided by the light of their new deity, the drow survived their ascent from deep within the Underdark and reclaimed the halls

of Ghor Dranas for themselves, naming their new home Rosohna, or “Rebirth.” The leading house of Kryn helped build a new nation of dark elves who
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Arcana,** Light

Knowledge, Order*

Knowledge, learning,

loun N Arcana,** Knowledge
teaching
Kord CN Battle, competition, storms Tempest, War
Melora N Seas, wilderness Life, Nature, Tempest
Forge,*** Knowledge,
Moradin LG Craft, creation
War
Pelor NG Healing, sun Life, Light, Nature
Raei NG Atonement, compassion Life, Light
The Raven
LN Death, fate, winter Death, Grave***
Queen
Arcana,** Nature,
Sehanine CG lllusion, moonlight, night

Trickery

* The Order domain appears in Guildmaster’s Guide to Ravnica.
** The Arcana domain appears in Sword Coast Adventurer’s Guide.

*** The Forge and Grave domains appear in Xanathar’s Guide to Everything.

Avandra, the Change Bringer

Also known as “She Who Makes the Path,” Avandra champions freedom, travel, trade,
and adventure across the lands. Her will heralds open frontiers, and her call beckons
her followers to discover that which awaits them beyond the known. There are few
urban temples dedicated to the Change Bringer, but her shrines are often found along
well-traveled roads and off the beaten path. Her worship is common among
merchants, free spirits, and adventurers, and tavern cheers celebrate her as a bringer

of luck and fortune.
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on a gold coin or pendant
file

Two crescent moons facing each other atop a four-

pointed star

Double-headed axe inset with a pattern of scales

Pair of open eyes crowned with a third open eye

Four bolts of lightning radiating from the center of a

shield

Wreath of grass and grain affixed to a crook

Hammer with ends carved in the likeness of dwarven

heads
Bright, eight-pointed star

Humanoid, feminine phoenix

White, humanoid mask framed in black feathers

Crescent moon turned upward, strung like a bow



¢ Rise against tyranny. Fight for the freedom of yourself and others when you can, and inspire others to fight when you cannot.

Bahamut, the Platinum Dragon

The pillar of justice, protection, nobility, and honor, Bahamut is a beacon to paladins of order and
good, and is revered by most metallic dragons as the first of their kind. The crest of the Platinum
Dragon adorns many halls of high leadership and justice, invoking his will in all matters of justice.

To follow him is to look after those who cannot look after themselves.

When not wandering the Outer Planes, Bahamut resides within his magnificent, glittering palace of

gold, platinum, and mithril hidden among the winds of the Seven Heavens of Celestia.

Depiction. The Platinum Dragon is often seen emblazoned on shields and armor, both functional
and decorative, in the form of a brilliant dragon head in profile. Temples and works of art depict a

massive, glittering dragon with vibrant platinum scales and seemingly endless wingspan.

Holy Day. Bahamut's holy day is called Embertide, and is celebrated on the fifth day of Duscar. This

is a day of remembrance, solemnity, and respect for those who have fallen in the defense of others.

BAHAMUT, THE PLATINUM DRAGON

o of righteousness.

Corellon, the Arch Heart
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CORELLON, THE ARCH HEART

Depiction. Most modern tapestries and tomes depict the Arch Heart as an elven being of impossible grace and beauty, androgynous and alluring, framed
by long, wavy, golden hair. They were the inspiration for many early elven art pieces, and elements of their visage or symbol are included in most elven

architecture.

Holy Day. Corellon’s holy day is called Elvendawn, or Midsummer. It is celebrated on the twentieth day of the sixth month, and commemorates the elves’
first emergence from the Feywild. Though the Dwendalian Empire doesn’t promote the worship of the Arch Heart, the elves of Bysaes Tyl quietly celebrate

in private by opening small doors to the Feywild and having a little more wine than usual.

Commandments of Corellon

¢ Create, inspire, and find beauty in all that you do.
¢ Follow the echoes of lost magics, forgotten sites, and ancient art, for within these lie the Arch Heart’s first works.

¢ Combat the followers of Lolth wherever they might be.

Erathis, the Law Bearer

The inspiration behind many great inventions, the creation of vast cities, and law and order
within society, Erathis claims dominion over civilization. Judges and rulers pay respect at her
temples, which are central structures in many cities across Exandria. Peace and order
through structure and law guides the will of her devout followers. The Law Bearer has a
tempestuous romance with Melora the Wild Mother, a furious love that is tempered only

when civilization and nature are in balance.

Erathis resides within the glorious divine metropolis of Hestavar, the Bright City. This glowing
oasis coasts through the Astral Plane, as the Law Bearer watches over the denizens bathed

in the endless daytime that illuminates the busy streets.

Depiction. Erathis is shown in most texts and statues as a hooded, armored woman sitting
atop a throne of pillars. Her face is generally obscured or depicted without expression, giving

her presence an impartial yet imposing nature.



ERATHIS, THE LAW BEARER

Holy Day. The Law Bearer’s holy day is Civilization’s Dawn, which is celebrated on the autumnal equinox, usually the twenty-second day of the ninth month.
In the Dwendalian Empire, people celebrate by having feasts in honor of the laws of the Dwendal bloodline. One seat at every table is left open for the king,

who eats in spirit with the people he rules.

Commandments of Erathis

¢ Utilize the company and aid of others. The efforts of the individual often pale against the capabilities of the community.
¢ Strive to tame the wilds in the name of civilization, and defend the points of light and order against the chaos of darkness.

¢ Uphold and revere the spirit of invention. Create new settlements, build where inspiration strikes, and expand the edicts of the Law Bearer.

loun, the Knowing Mentor

Revered by seers, sages, and teachers of all walks of life, loun guided the growth of
civilization throughout the Age of Arcanum like sunlight guides the branches of a tree.
Grievously wounded by the Chained Oblivion during the Calamity, her followers are
now hunted by agents of her ancient foes as she recovers. Her devout now worship in
private, spreading knowledge, philosophy, and lore anonymously through traceless

channels.

loun sits among the infinite library that fills the hidden realm of the Endless
Athenaeum, her celestial servants cataloging all known things as she inspires those

who pray for her insight and guidance.

Depiction. Common representations show the Knowing Mentor as a graying, mature



Where thunder booms and conflict rises, prayers to the Storm Lord are shouted into
the maelstrom. Reveling in all tests of strength, Kord blesses those who prove
themselves on the battlefield. Worshiped by athletes and warriors all across Exandria,
he exalts those whose force of spirit and desire for victory call his attention. He brings
tumultuous storms over land and sea, and those who wish for clearer skies offer their

praises and prayers to appease him.

Kord dwells among the roving settlements and battlefields within the rugged and
glorious realm of Ysgard, where struggle, victory, and celebration shape the landscape

and those who reside there.

Depiction. Within his temples, Kord is shown as a quintessential warrior, often nude
with a beard and short, curled hair. As the epitome of muscle and strength, most art
depicts the Storm Lord in a stance of dominance, and perhaps wrestling a terrible

beast.

KORD, THE STORM LORD

Holy Day. Kord's holy day is the Day of Challenging, which is celebrated on the seventh day of the second month. The Day of Challenging is one of the
most raucous holidays in Port Damali, and thousands of spectators attend the annual Godsbrawl held in the Temple of Kord to root for their favored

deity’s champion, particularly the chosen champions of the Storm Lord and the All-Hammer.

Commandments of Kord

¢ Bravery above all. There is no glory in cowardice.
¢ Strength is the path to greatness, but greatness is the responsible use of strength.

¢ The glory of the Storm Lord lives through your own glory on the battlefield.

Melora, the Wild Mother



MELORA, THE WILD MOTHER

Eschewing a permanent realm, Melora prefers to wander the planes to oversee natural life. She is often found among the unearthly beauty of Arvandor’s

infinite expanse of deep woods, hunting unnatural things that corrupt the wilds.

Depiction. Immortalized through wooden reliefs and carved idols in hidden, overgrown groves and rural shrines, the Wild Mother is shown as a beautiful

woman with green skin nearly swallowed by a wild, tangled wreath of hair, leaves, and vines that dwarf her lithe form.

Holy Day. Melora's holy day is Wild’s Grandeur, which is celebrated on the vernal equinox, usually the twentieth day of the third month. The people of the
Menagerie Coast set aside this day to sail for no reason other than the pleasure of observing the natural beauty of their surroundings. Those who still
partake in elements of Ki'Nau culture take this day to appreciate the fruits and foods granted by the sea, leaving offerings of delicacies and small

handmade crafts at temporary altars of twisted roots and grasses.

Commandments of Melora

¢ Protect the untamed wilderness from exploitation and destruction.
¢ Slay abominations and other mockeries of nature.

¢ Embrace and respect the savage nature of the world. Exist in harmony with it.

Moradin, the All-Hammer



Commandments of Moradin

¢ Remain stoic and tenacious in the face of catastrophe.
¢ Uphold and promote loyalty to your family, loyalty to your clan, and loyalty to your people.

¢ Legacy is paramount. To create something that lasts is to change the world for the better.

Pelor, the Dawn Father

Pelor rules over sun and summer, his vigil encircling the ages as the keeper of time. As lord
of agriculture and harbinger of the harvest, he is worshiped by farmers and most common
folk, and his priests are welcomed in many lands. Supporter of the needy and destroyer of
evil, the Dawn Father is often the patron of paladins and rangers who follow a similar creed.
He is also known for his defeat of the Chained Oblivion and is revered by those who hunt

aberrations.

Pelor is often found within the Fortress of the Sun, a shining, golden citadel that brings

vibrant life to the limitless orchards of the Blessed Fields of Elysium.

Depictions. Tapestries of old match early texts describing Pelor as a paternal figure in silver
and gold armor, his head a beacon of light and fire so bright that his face can barely be seen.
Many statues in holy places use the head as a brazier, lit with each dawn and extinguished at
dusk.

MORADIN, THE ALL-HAMMER



God of atonement and compassion, Raei spreads the message of understanding and optimism in even the
darkest of places. She believes that the corrupt can be redeemed, a mindset that led to a betrayal by the
Lord of the Nine Hells, who decimated her followers during the Calamity. This misplaced trust caused
many priests to strike her name from historical records, leaving her title and faith scattered to obscurity for
much of the recent age. Only recently has her faith been rediscovered and her temples returned to
prominence. The Everlight's followers are often rural healers and community philosophers, offering a voice

of reason and empathy in angry and cynical times.

Raei guides her people from within her temple beside the crystal beaches of the Island of Renewal, a

hidden sanctuary of flame alongside the Blessed Fields of Elysium.

Depiction. Those who bring the Everlight's words back to the light unearth her image from ruined temples,
or create new art to inspire others with her message. Raei is represented as a beautiful, strong woman

with dark skin and light hair, rising betwixt a set of angelic ivory wings.

Holy Day. The Everlight's holy day has been long forgotten, and her followers have yet to decide when her
festival should be held and what the festivities should be. The debate has gone on for years, and no great

miracles have yet been performed to unify the squabbling clerics.

Commandments of Raei

¢ Lead with mercy, patience, and compassion. Inspire others to unite in fellowship.
¢ Aid those who are without guidance. Heal those who are without hope.

o nd remorseless evil, must be dispatched with swift justice.

en Queen is the god of death. Her gaze

RAEI, THE EVERLIGHT



linens, with her face obscured by a white porcelain mask and her onyx-black hair straight and neverending.

Holy Day. The Raven Queen's holy day is called the Night of Ascension, celebrating her apotheosis. The
actual date of the her rise to divinity is unclear, but the Night of Ascension is celebrated on the thirteenth
day of the tenth month. What was once a night of cheery celebration of the dead in the Dwendalian Empire

has recently become an occasion to burn effigies and decry the Kryn Dynasty for their unnatural

relationship with death.

THE RAVEN QUEEN, MATRON OF DEATH

Commandments of the Raven Queen

¢ Death is the natural end of life. There is no pity for those who have fallen.
¢ The path of Fate is sacrosanct. Those who pridefully attempt to cast off their destiny must be punished.

¢ Undeath is an atrocity. Those who would pervert the transition of the soul must be brought down.

Sehanine, the Moon Weaver

Sehanine is the god of moonlight and the autumn season, as well as the patron of illusions and
misdirection. Widely worshiped in halfling and elven cultures, she is considered to be the deity of

love, protecting the trysts of lovers with shadows of her own making. Those who work in darkness



SEHANINE, THE MOON WEAVER

Holy Day. Sehanine has no holy day but is celebrated by the elves on the night of the decade’s largest full moon. Elven astronomers track the moon'’s
phases and how it grows closer and farther to Exandria to predict these days with great accuracy. Many haughty elves use this festival as an excuse to be
sly and mischievous, while younger elves use costumes and illusions to prank their peers. Some elves of Bysaes Tyl hold a secret festival in the Pearlbow

Wilderness during the full moon, since the Dwendalian Empire doesn't allow worship of the Moon Weaver.

Commandments of Sehanine
¢ Seize your own destiny by pursuing your passions.
¢ Let the shadows protect you from the burning light of fanatical good and the absolute darkness of evil.

¢ Walk unbridled and untethered, forging new memories and experiences.

Betrayer Gods

The Betrayer Gods are the deities who strayed from the ideals of the Founding and embraced the destructive chaos of the Primordials or grew selfish of
their own creations. The Betrayer Gods rarely work together, since they see each other as threats to their own plots and goals. This very weakness allowed

the Prime Deities to defeat and banish them, ending the Calamity.

Betrayer Gods
Deity Alignment Province Suggested Domains Common Symbol
Asmodeus LE God of the Nine Hells Trickery, War Crown of spiked onyx and curved horns
Bane LE Conquest, tyranny Forge,* Order,** War Flail of chains, each ending in shackles
Gruumsh CE Slaughter, warfare Death, Tempest, War Single, unblinking eye that bleeds
Lolth CE Deceit, spiders Knowledge, Trickery Jeweled spider

Death, Grave,* Trickery

Order,** Trickery, War

Death, Trickery

Crooked, seven-pointed star made of chains
Taloned dragon claw

Three pale arms clawing from a dark void



gnm

NE

CE Coiled serpent

* The Forge and Grave domains appear in Xanathar's Guide to Everything.
** The Order domain appears in Guildmaster’s Guide to Ravnica.

*** The Arcana domain appears in Sword Coast Adventurer’s Guide.
Asmodeus, the Lord of the Nine Hells

The devil god of the Hells is the master of tyranny and domination. His words are
honeyed and carefully crafted, soothing and corrupting the mortal heart. Asmodeus
rules his domain with an iron fist, and the punishments awaiting those that cross him
are the basis of nightmares. Evil entities pay him tribute alongside his devils, and

many warlocks are drawn to his power.

Asmodeus lords over his fiendish hordes from within his fortress of Nalsheem, nestled

in the depths of Nessus, the ninth and deepest of the Nine Hells.

Depiction. A twisted image of the celestial blood that once bore him, the Lord of the
Nine Hells is revealed in many tomes and murals as a handsome humanoid with deep,
red skin and long, black hair. Two curling horns rise from his brow, and his lips bear an

eternal, knowing grin.

ASMODEUS, THE LORD OF THE NINE HELLS

Enemies. Asmodeus’s enemies are numerous, even among the Betrayer Gods, many of whom only follow the archdevil for fear of his immense power. His
archnemesis is Avandra, the Change Bringer, whose mischief and cunning has vexed him throughout the eons. It was she who defeated him in the
Calamity by tricking his fiendish armies into attacking one another. The Devil Lord’s greatest triumph during the Calamity was fooling and betraying the

Everlight and slaughtering all her followers in one fell stroke—an act that has united the followers of Raei and Avandra in a bond of unbreakable fellowship

ever since.

Commandments of Asmodeus

¢ Assert dominance and power over others. Show your strength of will in the image of the Asmodeus.

D weak.

ye in the palm



Gruumsh, the Ruiner

Gruumsh commands hordes of barbaric marauders to destroy, pillage, and slaughter for the sheer joy of it.
Orderless and without honor, the creeds of the evil hordemaster urge savage creatures to devour the world
around them, giving in to the chaotic and selfish nature of the predator. A number of violent clans of
humanoids and beasts across Xhorhas pay homage to Gruumsh, asking him to bless their hunts and gift

them with spoils worth ruining.

Gruumsh rules the barren plains of Nishrek in the chaotic realm of Acheron, where he stokes the fury of his

twisted armies and prepares to wage a violent war across the planes.

Depiction. Primitive clay representations in barbaric communities of his followers show the Ruiner as a
hulking, bulbous behemoth of an orc. His missing eye has shifted, and the prominent eye is now centered

in his face, like a nightmarish cyclops.

Enemies. Corellon shot out Gruumsh'’s right eye during the Calamity, and the god of slaughter longs for the
day he can return the favor twofold. Those who serve the Ruiner are sometimes hypnotized by his hateful
rage from across the Divine Gate and fall into a strange bloodlust, longing to slaughter elves and those

who worship magic at the altar of the Arch Heart.

BANE, THE STRIFE EMPEROR

GRUUMSH, THE RUINER



Lolth, the Spider Queen

The evil god of deceit, shadows, and spiders, Lolth weaves a complicated web of schemes and treachery through
her worshipers, deceiving allies and enemies alike to gain power. It is said that the Spider Queen can see through
the eyes of all spiders, and that she is truly all-knowing. Lolth’s worship is entwined with the society of dark elves
across much of Exandria, but she has lost her influence in Wildemount since the Calamity, when her drow rejected
her in favor of the ancient entity known as the Luxon. This slight has drawn her venomous hatred, and she now

seeks vengeance against those who betrayed her.

Lolth sends forth her corrupting poisons and whispers from her realm of the Demonweb, which is tethered to the

Abyss and home to her many spider children.

Depiction. Many Lolthite icons and idols show an alluring woman with dark purple skin and silver hair, her

abdomen swelling into the terrifying body of a monstrous spider.

Enemies. Lolth holds a searing grudge against Kord, the Storm Lord, for with one throw of his mighty thunderspear
he impaled her against a cliffside, leaving her drow armies leaderless during the Calamity. Lolth and Gruumsh also
share a burning hatred for Corellon, whom she claims drove her children below the earth, and Lolth often
manipulates Gruumsh'’s followers into attacking her enemies so that the drow may remain safe. While Lolth cannot
sense the will or power of the Luxon, the entity that is now worshiped by the dark elves of Xhorhas, she is bent

entirely toward the destruction of its followers and their memory.

Commandments of Lolth

¢ |tis better to be loved than feared, but you may certainly try to be both.
* Misdirection, slander, and shadowed steps have more function than direct conflict.

¢ Death to the elves who live under the sun, and death to all their allies!

Tharizdun, the Chained Oblivion

LOLTH, THE SPIDER QUEEN



THARIZDUN, THE CHAINED OBLIVION

Tharizdun is believed to be chained in the deepest pits of the Abyss, bound by divine shackles that slowly weaken, leaking its madness into the planes.

Depiction. Few visual attempts to depict Tharizdun exist, but the texts speak of a creature of rolling, hungry ink and darkness, a spreading cloud of
lightless destruction born from a thousand ravenous mouths. Current references show the nightmare constrained by chains of gold and black, barely

keeping the dark at bay.

Enemies. The few remaining followers of loun are dedicated to ensuring that Tharizdun is never again unchained. loun led the charge against the all-
consuming destroyer god’s reemergence, and her bravery allowed the other Prime Deities to shackle their enemy, though the victory nearly cost her

immortal life. Some say loun can only be fully restored if the Chained Oblivion is destroyed for good.

Commandments of Tharizdun

« Offer and siphon power to Tharizdun until his liberation comes.
¢ Uncover, restore, and exalt forgotten shrines and relics in his honor.

¢ Ruin and raze the realms to prepare for the Epoch of Ends.

Tiamat, the Scaled Tyrant

The evil queen of dragons is a fearsome god of greed, envy, and hoarded wealth. While chromatic dragons
are her foremost worshipers, Tiamat accepts the worship of any who crave wealth. All chromatic dragons
have a fearful reverence for their tyrannical queen, but many dragons of near-deific power and ambition

chafe under her rule.

Tiamat remains imprisoned in Avernus, the first of the Nine Hells, influencing the souls of chromatic

dragons across the planes and seeking the means to free herself.

Depiction. Most representations of Tiamat exist as warnings within sanctuaries of the Platinum Dragon
Bahamut. She is shown as a drake of frightful size, with massive leathery wings spreading clouds of
poisonous mist, while she shouts from five vicious dragon heads, each one a chromatic color of her evil

children.



TIAMAT, THE SCALED TYRANT

Commandments of Tiamat

¢ Amass wealth, but spend little. The gold—and the power that comes with it—is sufficient reward in itself.
¢ Do not forgive nor forget an indignity to yourself. Let no affront go unpunished.

¢ Take what you covet. Those without the strength to defend their dominion are not worthy to have one.

Torog, the Crawling King

The dark god of the endless tunnels and caverns beneath Exandria, Torog is the patron
of torturers, slavers, and jailers across the realms. His violent tears carved the
pathways under the world, and his realm of imprisonment is a network of deadly caves
and manacles from which few return. Creatures that wander the desolation of Carceri
often construct prisons in his image. Those who rob others of their freedom offer
prayers to him in cellars and other subterranean domains, and many creatures who

live in the darkness below worship him and seek his guidance.

Torog remains banished within an unknown sliver of the Far Realm that now borders
the deepest pits of the Underdark, where the boundaries between worlds grow thin

and birth terrible abominations bent on subjugation.

Depiction. The Crawling King is rendered as a swollen, malformed worm that slithers
through the dark below, with a screaming, hairless human head at the helm and three

arms carving through the lightless rock.



The lich lord Vecna presides over villainous mages, conspiring politicians, and envious servants as
the dark god of necromancy, undeath, and secrets. Once a dangerously clever and powerful
archmage-turned-lich, his hunger for dominion over all mysteries and obsession with conquering
the pantheon led to his own dissolution, leaving behind only his left hand and eye. His enduring
spirit reformed through the ages and managed to reconstruct the Raven Queen'’s rites of ascension
to become the newest of gods to walk Exandria. Defeated by the legendary heroes Vox Machina
and sealed behind the Divine Gate, the Whispered One now quietly rules over that which is not

meant to be known.

Vecna calls no place among the planes his home, instead wandering in search of powerful artifacts

and secrets to further his unknowable plots.

Depiction. Those who claim to have looked on Vecna's form speak of a tall, skeletal lich swathed in

tattered robes and enchanted jewels, missing both his left hand and left eye.

Enemies. While Vecna loathes all other gods and wishes to destroy them and become the sole
divine power in the planes, he has a particular hatred for loun. loun seeks to share with the world
the same secrets Vecna guards for himself, and his followers work diligently to undermine and
destroy the Library of the Cobalt Soul and any others who follow her path. The Raven Queen also

despises Vecna, and sees his presence as a mighty affront to her purpose.

Commandments of Vecha

¢ Learn all you can, and keep hidden that which you know. Reveal what pieces you must, but never the whole.

VECNA, THE WHISPERED ONE

¢ Express and cultivate the evil within yourself, and in doing so, recognize it in others to exploit them for your own benefit.

¢ Seed the ruin of all who worship other deities, until only those who kneel before Vecna remain.

Zehir, the Cloaked Serpent

pentkin, Zehir is the evil god of

rship him over all other deities,



worshipers were annihilated during the Calamity, and the rest are either suspended in self-
induced stasis or hunted for sport by the servants of Lolth and Torog. But perhaps Zehir is
merely biding his time, waiting for the proper moment to unleash his hidden armies on the

world once more.

Zehir subverts and poisons Exandria from the shadowed Towers of Night, hidden among the

ever-shifting winds of the Astral Plane.

Depiction. Many forgotten temples were once built to the Cloaked Serpent, and within these
chambers his image was embedded within much of the architecture. He is shown as a
human body with six arms and a gargantuan serpentine head, fanged and frilled in
aggression. Strands of thick, dark hair that sprout from his scaled body form layers of

swirling shadow, obscuring his form.

ZEHIR, THE CLOAKED SERPENT

Enemies. Zehir loathes Erathis and Melora, for he despises life, order, and love above all things. His surviving worshipers use poison and fire to undermine

civilization and consume nature, hoping to infuriate both gods and cast Exandria into chaos.

Commandments of Zehir

¢ Keep your acts obfuscated and secret. The night is your greatest ally.
¢ Strike quickly and without reason. Blind the target with their own confusion.

¢ Kill slowly. Agonizingly. Or worse, make them enjoy it.

Lesser Idols

After the banishment of the pantheon in the Divergence, the mortal realm was left to its own devices. Beyond the trickle of divine assistance allowed by
the Divine Gate, mortal creatures are now the keepers of the future of Exandria. This vacuum of influence has given rise to a number of powerful entities
who may not rival the gods in their abilities or influence, but now unchallenged, can amass a modest following of their own. These idols present
themselves in many different ways, some as honorable guardians of the helpless, and others as the tyrannical gods they aspire to be. Many of these

beings have ambitions they wish to fulfill and can offer great power to mortals in exchange for their servitude.

Lesser Idols

Suggested
Deity Alignment Province Common Symbol
Domains
Arms of the
NE The Fiend, the Hexblade* Death, War Blade thrust downward through an eight-eyed skull
Betrayers
Knowledge,
Ceratos CN The Great Old One Three mismatched eyes surrounded by teeth
Tempest
Undying** Light, Trickery Burning purple feather
Life, Nature Wreath of flowers shaped into demon horns

Great Old One Nature, War Ring of teeth



Knowledge,
The Hag Mot NE The Fiend Single red horn
Trickery

The Luxon N - Arcana,** Light Hollow dodecahedron

Arched doorway over a road that vanishes into the

The Traveler CN The Archfey Nature, Trickery
distance
The Great Old One, the Knowledge,
Uk'otoa NE Yellow, slitted eye
Hexblade* Tempest
Vesh NE The Archfey, the Undying** Death, Life Crimson ring hanging from a chain
Xalicas LG The Archfey, the Celestial* Life, Light Single blackened wing

* The Celestial and Hexblade warlock patrons appear in Xanathar’s Guide to Everything.

** The Undying warlock patron and the Arcana domain appear in Sword Coast Adventurer’s Guide.

Arms of the Betrayers

Before the Calamity, eight of the Betrayer Gods each forged a sentient weapon using the life force of a greater fiend and gave the weapon to a chosen
champion in the kingdom of Ghor Dranas. The Calamity flung these weapons across Wildemount, burying them in mountains, forests, fields, and
underground. Several of these weapons have been recovered, but a few have never been found and are highly sought-after. The weapons—or more

properly, the fiends bound inside them—attract their own followings of mortal worshipers.

When an Arm of the Betrayers is found, it grants its wielder some of the power of the Betrayer Gods and the wisdom of the fiend within. The bound fiends
know that their war was lost long ago, but they still desire to be used in battle, win victories, and spill blood in the hands of skilled warriors. As a weapon'’s
wielder becomes more powerful, so too does the weapon, which in turn is able to lend even more magic to the wielder. Whenever a weapon’s wielder dies,

the weapon disappears and reappears elsewhere.
The Betrayer Gods made the following weapons, which are described in more detail in chapter 6:

Blade of Broken Mirrors. This stone dagger of Tharizdun has yet to be found after the Calamity. It has the power to warp reality around its wielder. The life

force of a glabrezu named Ragazuu was used to forge the weapon.

Grovelthrash. This obsidian warhammer carries the tortured will of Torog and can raze whole structures with a single strike. The life force of an ultroloth

named Ciria was used to forge the weapon.

Lash of Shadows. This Zehir-touched whip ends in five serpent heads that pump poisons of varying effects into the wielder’s foes. The life force of a

marilith named Sizlifeth was used to forge the weapon.

Mace of the Black Crown. This mace with a fiend’s head of ruby carries the boon of Asmodeus, capable of summoning devils for the wielder to command

and burning hot enough to melt steel. The life force of an erinyes named Xartaza was used to forge the weapon.

Ruin’s Wake. This Gruumsh-blessed ivory spear can effortlessly pierce armor and transforms into lightning when hurled. The life force of a balor named

Yarrowish was used to forge the weapon.

Silken Spite. This rapier has a blade forged from spider silk that gives the wielder Lolth’s blessing. The life force of a yochlol named Sinnafex was used to

forge the weapon.



Desirat, the Twilight Phoenix

Desirat was the companion and mount of Asmodeus during the great wars of the Calamity. Before the Divergence, she was torn from her master by the
remnants of the original Cerberus Assembly, who wished to study and harvest the phoenix’s fiendish form for their own purposes. After the assembly was
destroyed in the war and the pantheon was banished from Exandria, the phoenix remained chained beneath the Cyrios Mountains. Her shadowed flames

have scalded and scarred the realm above for centuries, giving birth to the thermal phenomena surrounding Mount Metiri in Western Wynandir.

Desirat’s sanity has fractured in isolation, lending to delusions of divinity, which she perpetuates in the hearts of those who carry a seed of fiery vengeance
by reaching out to them through dreams and visions. Though she once amassed a following with the aid of Uk'otoa’s worshipers, who nearly dug deep
enough to free her, her followers were then subjugated and scattered when the Julous Dominion took power in the Marrow Valley. She now speaks to the

minds of those who lie spurned and angry at night, calling them to unlock their inner flame and let Desirat aid them in their vengeance.

Appearance. Desirat is depicted as a giant phoenix of dark purple down, wreathed in purple-black flames. Her sword-like beak is pointed and smooth,

while her three onyx eyes peer from beneath bright, burning lids.
Naviask

Once a powerful balor pursuing total annihilation of the Feywild, Naviask was transformed into a fey spirit by Queen Titania of the Summer Court after
falling into one of her traps. Titania’s magic changed Naviask’s mission to destroy into a quest to heal scarred lands with nature. After the Calamity,

Naviask was drawn to Exandria, where he currently remains, seeking to heal the devastation and ruin that still plague the world.

Naviask's followers say that the strange demon-turned-fey wanders the wastes of Xhorhas but is only glimpsed by those he wishes to see him. He aims t

heal the land, but the magics that destroyed Ghor Dranas do not easily fade. He searches for those of similar heart and offers to share his power, so that

Quajath, the Undermaw



The Hag Mother
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curse, or rule Exandria is known only to the Hag Mother herself.

Appearance. The Hag Mother can take any female humanoid form she chooses and often travels in disguise, but her true form is that of a gnarled, purple-

skinned crone with stringy black hair, yellow eyes, and red ram’s horns that curl back from her forehead.
The Luxon, the First Radiance

Very few throughout Exandria have heard of the Luxon, and fewer still believe they even exist. The Luxon is the central deity of the Kryn Dynasty and their
way of life, but study of the Luxon beyond the borders of Xhorhas has only recently begun—and such study is mostly motivated by the Dwendalian

Empire’s desire to gain an advantage in the war.

The Luxon doesn’t have an active consciousness or personality. The worship of them is largely a system of pure faith, backed by scientific and
metaphysical truths that stem from the discovery of the beacons and the Umavi who interpret their meaning (see “Kryn Dynasty” in chapter 2). Priests of
the Luxon often study dunamis and its primal arcane nature, while others are born with dunamantic gifts granted by the reality-bending powers of the

beacons. Those that do call on the rarer threads of divinity use the beacons themselves as a source of magic.

Appearance. By all accounts, the Luxon'’s original form is believed to be a colossal, shapeless body of impossibly bright light, like a burning star. Followers

of the Luxon carry small, often hollow, dodecahedrons as a symbol of their faith.



realm, Artagan wandered his home plane for hundreds of years, sowing chaos for his own enjoyment—until he struck a deal with the heroes of Vox

Machina that enabled him to return to the Material Plane. There, he embarked on his latest plot of dubious divinity under a new identity: the Traveler.

Eccentric, fickle, and prone to whimsy and impulse, the Traveler wanders Exandria, seeking allies and followers who entertain him. Lending his powerful
fey magics in the guise of divine boons and weaving a spreading myth surrounding his secretive purpose, the Traveler appears when least expected and
leaves when least preferred. Those who hear of his tenets are prone to disbelief, but the occasional “miracle” serves to reinforce his influence. Does he

wish to become a new god, or is this all still just a game?

Appearance. The Traveler is often depicted as a tall elf man hidden within a billowing green cloak, the hood obscuring his face except for his knowing grin.
Uk'otoa, the Leviathan Lord

Uk'otoa was created by Zehir and terrorized the seas of Wildemount until the Divergence left the leviathan without master or purpose. The surviving
indigenous people of the Swavain Islands, the Ki'Nau, took Uk'otoa as their guide and god to rule the waters and bring them prosperity. The leviathan
elevated the Ki'Nau to conquer the southern coasts of the continent until the jealous will of Zehir reached beyond the Divine Gate and discovered the

insolence of his creation, commanding his followers to seal away Uk'otoa in the bedrock beneath the Lucidian Ocean.

Uk'otoa now reaches out to the dreams of nautical wanderers and shipwrecked sailors, lending his power to those who wish to rule the sea as he once did,
beckoning them to free him from his suboceanic prison with promises of arcane gifts and the blessing of the blade known as the Sword of Fathoms, an
extension of Uk'otoa’s will and influence. His consciousness has found the minds of Desirat and Quajath, and the three have a tenuous accord to convince

mortals to find and free them from their binds.

Appearance. Uk'otoa takes the form of an incredibly massive sea serpent. His coiled and twisting length is covered with fins, scales, and amber eyes, with

a head ending in a pointed, fanged jaw and a face of three amber eyes.
Vesh, the Bloody Siren

None know whether Vesh is a witch or a demigod, but she has walked Exandria for centuries, seducing those who pry into forbidden magics and drawing
them to her as possible suitors. Acolytes cultivate sects of worshipers who engage in ritualistic orgies and masochistic rites, these hedonistic rituals
culminating with her selection of a mate. Vesh feeds on the unchosen in a bloody massacre before laying with her selected survivor and vanishing to her

realm. Their essences intertwined, she then lends her strength to her mate, watching over them for life.

A being with conflicting duality, Vesh has moods that demand sacrifice and pain, and others that ask for benevolence and mercy. Because Vesh’'s whims
are truly unknown, many who wish to gain her favor and attention commit terrible acts. While she has many partners, she is a jealous patron who

demands the true heart of her chosen. Those who stray are never heard from again.

Appearance. Vesh resembles a nude woman with faintly glowing gray skin, long purple hair, and unnaturally long arms and fingers that end in claw-like

nails. Her eyes are pale white with no iris, and her expression varies from alluring to monstrous depending on her mood.
Xalicas

The Calamity took the lives of mortals and immortals alike. Many angels that fought with the Prime Deities were slain, and most that survived were
wounded. The solar Xalicas, the right hand of the Arch Heart, was so injured that even the magic of the gods cannot help the angel regain the ability to
see, fly, or leave Exandria. For over a century, Xalicas lay broken and blinded in the Greying Wildlands, moss and plants covering her body, until she had the

strength to move, blaming herself for the small part she played in the Calamity.

Now Xalicas wanders Wildemount to make up for the sins of the Calamity and prevent another devastating war. Her followers attempt to heal war-scarred
lands and repair the natural world. Xalicas knows that alone and in her injured state she cannot stop all the evils in the world, so the angel lends her power

to those she finds worthy: creatures who wish to stop unnecessary war, stand up to tyranny, and defend the innocent.

Appearance. Xalicas is a silver-skinned solar who wears a clean white bandage around her eyes. Her body is covered in scars, and one of her wings is

blackened and burned.



CH. 1: STORY OF WILDEMOUNT CH. 3: WILDEMOUNT GAZETTEER

Factions and Societies

INSPIRED BY THE LIGHT OF THE LUXON, THE BRIGHT QUEEN AND HER COURT CHART THE DESTINY OF A CONTINENT

Queens, kings, emperors, nobles ... beneath the rhetoric, it's all the same. They say they fight to protect your families. They say they fight to enforce your beliefs, your
honor. Fight for a better tomorrow. Fight for virtue, for prosperity. Bottom line, it's all about fighting, and it's you that dies fighting for their cause.

—Unknown soldier,
Collected Tales of the Marrow War

From the ashes of a land devastated by the Calamity grew the civilizations of a new age. The survivors claimed land across the continent, forged
alliances, and made enemies as they fought for power and influence. Wildemount is shaped by the ideals and interests of its factions, from powerfu!

governments to covert societies. This war-torn continent is a fertile landscape for adventurers on a quest for greatness.



excel in their magics or were born into prominent families can come to hold power as a member of the Cerberus Assembly, a council of extremely
powerful mages that works directly with King Dwendal and his councilors to develop and enforce laws throughout Western Wynandir. However, distrust

between the king and the Cerberus Assembly runs deep, for they both wish to eliminate the other and enjoy uncontested power.

Most cities and townships throughout the empire are ruled by a local government under the leadership of a starosta, usually a native baron appointed by
the Crown and the Cerberus Assembly. Reporting directly to the king’s council, the starosta is given absolute control over local government, appointing
and maintaining responsibility for the heads of the city guard (watchmaster), the regional military (warmaster), local commerce (coinmaster),
infrastructure (pithmaster), religious practices (idolmaster), and the courts of law (lawmaster). Twice a year, tithe collectors (nicknamed “Reapers”) visit
each imperial city to inspect households for records and proof of income, collecting a percentage of their earnings in coin as determined by the tithe

collector.

The empire’s military force currently stands at around 35,300 Righteous Brand soldiers across all regiments, and 5,200 Crownsguard across all cities. The

majority of the Righteous Brand forces were deployed to fortifications along the Xhorhasian border at the onset of the current war.

Soon after the Dwendalian bloodline came into power, there was a short-lived rebellion
helmed by religious civilians. It was swiftly quelled and the rebel leaders were
executed in an event known as the Admonition. The ruling class has regarded religion
with suspicion ever since, believing that faith inspires the unworthy to rise above their
station and spark fruitless rebellion. Instead of abolishing all religious practices, the
empire regulates worship within its boundaries. All temples are owned and run by the
government, and must be dedicated to deities approved by the Crown. Priests and
clerics are on the Crown’s payroll to preach only approved religious texts. Keeping
private shrines or worshiping outside official temples is punishable by fines or
imprisonment. The only deities that are approved by the empire are Erathis the Law
Bearer, Bahamut the Platinum Dragon, Moradin the All-Hammer, Pelor the Dawn Father,

loun the Knowing Mentor, and the Raven Queen, Matron of Death.



The empire’s religious proscriptions are proving more and more difficult to enforce in this time of conflict. Theolocrat Kon Bruda is helming a new directive
to align religious texts with less oppressive terminology, in an attempt to redirect discontent away from the Crown and onto the heretics beyond the

borders.

Now that tensions with Xhorhas have erupted into all-out war with the Kryn Dynasty, the Crown is spreading propaganda through all aspects of daily life to
unite the people of the empire against their common enemy. They hope to garner support for the war by reinforcing rumors about the kidnapping of

Dwendalian children and the Kryn’s violent and cannibalistic nature.
Relationships

Though many citizens gripe about the empire’s restrictive laws, the majority have grown accustomed to a comfortable lifestyle under imperial protection.
Fear of the evils that stalk the edges of civilization generally outweighs any frustrations about civil liberties, and the relative peace provided within the
confines of Western Wynandir is welcomed. However, dissidents have begun to speak loudly of their discontent, and the growing trend of uproar is making

King Dwendal quite irritable.

Landlocked and reliant on the trade avenues of the Menagerie Coast, the Dwendalian Empire maintains a respectful and mutually beneficial relationship
with the Clovis Concord. Agents of both nations watch the borders, and an occasional political gesture of good faith satisfies those in power. Still, the

empire doesn't trust the concord by any stretch of the imagination, and a secret world of subterfuge is alive and well.

Historically, the Cerberus Assembly has been responsible for much of the empire’s acquisition and retention of power, but the royal bloodline has always
harbored a paranoid dislike of the council of mages. Handshakes and smiles hide distrust, and the king correctly assumes that the assembly is merely

biding their time to attempt to challenge his power.

The King and his chamber ignore most foreign powers. Requests for alliances from the Council of Tal'Dorei and the distant city of Ank’Harel have been

met with indifference, and efforts to install a skyport in Rexxentrum to enable easier foreign travel have been continuously shut down.

Figures of Interest

A number of personages maintain the power and influence of the empire, some working to expand its power, while others seek to redeem their country.

King Bertrand Dwendal

Lawful neutral, male human

King Bertrand was raised with the strict beliefs of the Dwendalian royal family, and his mounting responsibilities as the leader of one of Exandria’s greatest
nations weighs heavily on him. Bertrand is a dark, clever, and often paranoid king — and a lonely one since his wife Duvia passed away nearly ten years
ago. Fiercely nationalistic and proud of his heritage, the king harbors a disdain for outsiders and their challenges to imperial rule; he often has emissaries
thrown from the borders or imprisoned until a replacement is sent to barter for their release. Bertrand does genuinely wish to protect the lives of his
people and be remembered as the best of his bloodline. However, civil unrest is brewing, and his frustrations with the Cerberus Assembly only intensify his
forceful demeanor. His only living son, Eidys, has been unable to produce an heir, and King Bertrand fears that his family line will come to an end, an

obsession which drives him to seek out a way to prolong his life.

Chamberlain Queselia Vir

Neutral good, female elf

Chamberlain to the previous king and now to Bertrand, Queselia handles all affairs regarding the management of the house of Dwendal. Trusted deeply by
the king, Queselia refuses to give into the brooding tendencies of her monarch and hopes to guide him toward a more just rule. Although she is unable to

protect him from his own unreasonable impulses, she hopes to find a way to curb his self-destructive behavior.

Prince Eidys Dwendal

Neutral good, male human

Heir to the throne of the empire, Eidys has shown great strength in physical combat and war games, but little cunning in social or political matters. Though
he was once eager to please his father, the consistent lack of approval has left Eidys jaded. Happy to live an extravagant life free from crushing
responsibility, he’s been eager to produce a child to whom he could abdicate should his father pass. However, he and his wife, Princess Suria Dwendal,

have been unable to conceive. The king has all but given up on his son, leaving the prince dejected and bitter.



Princess Suria Dwendal

Chaotic neutral, female human

Wed into the royal family from her own noble house of Saugiss, Suria was filled with pride to bring honor to her family. Unfortunately, the unexpected
difficulty in producing an heir has put her and her husband out of favor with the king. Unwilling to give up, Suria is seeking to remedy the situation by any

means necessary, no matter how unnatural.

Prime Arbiter Sydnock Truscan

Lawful evil, male human

The Truscan family are longtime allies of the Dwendalian bloodline, and Sydnock managed to advance his family’s influence within the empire above most
other noble houses. Rising to become the Prime Arbiter of Rexxentrum, Sydnock has final say on all matters of law that do not require the king'’s attention.
A brutal man with a grudge against religious empowerment, Sydnock is constantly attempting to sniff out corruption within the approved structure of

worship within the empire. His estranged daughter Lydia disagrees with his ruthless methods and now lives in Zadash as an advocate for civilian rights.

Crown Marshal Hayden Damurag

Lawful neutral, nonbinary human

As a decorated veteran of the imperial military who has served for nearly twenty years, Hayden is a highly respected soldier and clever tactician who is
instrumental in the campaign against the Kryn Dynasty. Known to be stern but adaptable in the face of adversity, they've risen through the ranks and now
directly advise the king on all major military actions. Hayden prefers to avoid court life, especially as their practicality often clashes with Sydnock
Truscan’s cold cynicism. Currently assigned to oversee the defense of the besieged eastern front at the Rockguard Garrison, the Crown Marshal is doing

their best to keep their soldiers safe and the enemy at bay.

Exchequer Aethia Drooze

Lawful neutral, female dwarf

Aethia is in charge of the tithes from the various cities within the empire and is the overseer of the biannual collections by her tithe collectors. She
absolutely loves numbers and wealth, taking joy in squeezing every copper she can from those who are legally obliged to pay. Obsessed with efficiency

and intolerant of sloppy work, Aethia will even comb through the ledgers of her subordinates late into the night in order to achieve numerical perfection.

Guildmaster Kai Arness

Lawful evil, male human

Kai came to prominence within Rexxentrum through the Arness family'’s illustrious connections within the merchant guilds of the empire. He earned the
nickname “Goldfang” for his penchant for sneaking missing profit from the pockets of businesses unable to pay membership fees and taxes. Respected
and feared for ruthlessly governing the many guilds and organizations that drive the Dwendalian economy, his private worship of Asmodeus guides his
ambition to mingle with dangerous figures in the empire. The guildmaster often works with Exchequer Drooze to maintain the proper flow of gold into the

coffers of the empire.

Argonomist June Wiston

Chaotic good, female half-elf

June is seen as a studious spitfire, and she has unexpectedly proven to also be a masterful bureaucrat with a talent for exploiting legal loopholes. Driven
by a youth in poverty, she swore to help repair a broken system of agricultural distribution. By making the right moves and the right friends — and making a
loud fuss when necessary — she eventually became a folk hero to the underprivileged. Hoping to watch her eat her words and collapse under the pressure
of imperial politics, the Crown offered her chief management over all agriculture in the position of Argonomist. Much to their chagrin, she’s proven both
driven and capable, pushing for advanced change in the empire. Unable to discard someone so high profile during a time of general unrest, the Crown

instead endures her work while attempting to bury her in red tape.

Theolocrat Kon Bruda

Lawful neutral, male human

Once a monk of the Cobalt Soul, Kon Bruda'’s faith in the Knowing Mentor has waned since accepting the office of Theolocrat. Kon is a specialist in the

historical and social workings of modern religion. When the previous Theolocrat passed away, he accepted the post out of a sense of duty, then be



accustomed to the lavish lifestyle afforded by his position. He helps the Crown alter existing religious texts and write approved sermons and prayers for

distribution throughout the empire.

Emissary Lord Zeddan Graf

Neutral good, male human

A beloved noble and socialite from the House of Graf, Zeddan showed prowess in gathering rumors for his own entertainment. The cunning Sydnock
Truscan saw promise in Zeddan's talents and recommended him to the king to become the empire’s lead emissary. Now acting as the diplomatic contact
to the world beyond the empire’s boundaries, Zeddan is eager to do the Crown'’s bidding while rooting out gossip that may prove politically expedient. In
his travels, Lord Zeddan often crosses paths with Lord Athesias Uludan of the Cerberus Assembly, and the pair loathe each other deeply. Zeddan is

desperately trying to convince the king to install a Skyship Tower in Rexxentrum to make his travels easier.

Oliver Schreiber, Retainer to the Crown

Lawful neutral, male gnome

Most know Oliver as the immediate head servant to the king and the royal family for nearly three generations, but Oliver is also the secret head of the
Augen Trust, the Crown’s elite spy network. The Augen Trust uses extreme secrecy, false identities, and infiltration into allied and opposing societies to
acquire information and inform the Crown of any threats to its goals. As one of the most trusted members of King Bertrand Dwendal’s circle, Oliver holds

more power than his compatriots would believe.

Kryn Dynasty

The Kryn Dynasty rules the northern wastes of Xhorhas, and has only revealed itself to the wider world within the past century. Centered around — and
under — the ruins of Ghor Dranas in Eastern Wynandir, the dynasty governs many townships and small villages where the Kryn have helped establish a
modicum of civilized living among the nomadic wastefolk. They believe that beings not yet beyond redemption can be turned to the light of the Luxon, and
often struggle with the unruly denizens of the wastes, hoping to gain converts to their cause and faith. Those that do accept the dynasty often do so

because they seek protection from the dregs of the Calamity that wander the wastes, as well as the scouts of the Dwendalian Empire.

Dark elves are the most populous race within the Kryn Dynasty. The drow were the first people to uncover the first buried Luxon beacon many ages aao, in

a time before they turned from Lolth and escaped enslavement from the Betrayer Gods. The dark elves claimed the dread citadel of Ghor Dranas a



of their worship, though
their signature chitinous
armor. A series of small airways woven through this armor can be opened to emit a loud, clicking buzz to intimidate their foes as they charge. This noise

has inspired outsiders to call the Kryn “cricks,” referring to this cricket-like din.

Artifacts left behind by the Luxon that hold its essence are known as Luxon beacons and are coveted by the Kryn Dynasty as central to their civilization. If
a proven soul is ritualistically bound to a Luxon beacon, they can enter a process called the consecution: when a mortal bound to the Luxon dies within a
hundred miles of a beacon, the beacon ensnares their soul from its intended afterlife and prepares it to be reborn in a new child within that same vicinity.
When that child then matures into adolescence, they begin to recall subtle knowledge from their past life's experiences, a process called anamnesis.
Through meditation with a guide, they can unlock the memories of their past lives and become a more complete being. When a soul has cycled enough to
believe they are ready to greet the Luxon, they are called an Umavi, or “perfect soul,” and are revered within the Kryn society. Some beings that naturally

reincarnate, such as the phoenix, are considered holy creatures that carry a shard of the Luxon within themselves.

If a life continues long enough to achieve a state of clarity called achess, where they believe that they've learned all they can learn from their current life,
they can choose to partake in a ritualistic termination of their current life, assisted by an Umavi in proximity to a beacon, thereby setting them on the path

to a new birth. While considered an honor within the Kryn Dynasty, this practice is misunderstood and seen as barbaric outside their culture.

The Kryn Dynasty is a society restructured from the Lolthite history they rejected. The people of the dynasty stand under the first Umavi, known as Bright
Queen Leylas Kryn. Beneath the first Umavi, there are twelve noble Dens that mark families of souls who have lived together through generations: Dens
Kryn, Mirimm, Thelyss, Hythenos, Icozrin, Biylan, Tasithar, Duendalos, Daev'yana, Omrifar, Beltune, and Zolaed. When someone is believed to be
experiencing anamnesis, they submit to a deep meditation with a guide trained in the ways of consecution. This process helps restore memories of the

past life, which then mingle with current memories.

The awakened soul is then reunited with their Den. Dens do grow as new souls
enter the consecution and join their ranks, and new Dens are established with
each generation. The oldest Dens, especially those helmed by an Umavi, are held
in the highest esteem, and generally answer directly to the Bright Queen. The
older the soul, the more prestige it holds in the dynasty. Beneath the Dens of
Rosohna, guilds and Den representatives govern the other cities of the dynasty
that stretch across Xhorhas, spreading the faith of the Luxon and watching over

all Xhorhasians who seek the safety of civilization.

This seemingly benevolent societal structure does have a dark side. A closely
guarded secret of the highest Umavi is a challenge in the consecution called
typhros: some souls that have undergone multiple cycles of the consecution are
driven mad when their minds cannot reconcile the memories of many lifetimes.
Those who fall to typhros are quietly removed from the dynasty and either left in
the wastes or mercifully slain away from the beacons. Signs of madness are
beginning to show in the Bright Queen herself, but those closest to her do all

they can to shield others from such portents.

KRYN DYNASTY CREST

It is believed that the Luxon cherishes unity in community, but also values free choice and the power of the individual mind. For each soul to carve a
unique path is the best way for a soul to learn about the world. Casting off the teachings of Fate and Destiny taught by some of the current pantheon, the
erse comes from the power of choice. Many possible futures all await your path, and the
ry decision. This power is called dunamis, the energy of potentiality, and the coalescing
released when an outcome is brought to reality. It is the energy that suffuses every '

beacon to prepare the lives to come, and it is the basis of the Kryn’s unique divine crafts and arcane abilities.



The Kryn Dynasty has uncovered four beacons and is certain that more remain to be discovered. It is believed that once all the beacons are brought
together, the Luxon will be summoned from their slumber to ask their children the great question and impart the truth. It is said that at this time, the Luxon

will take those who entered the consecution and abandon this lesser world to start a new world elsewhere.

The Aurora Watch legionnaires of the Kryn currently number around 21,600 in total. Around 13,200 Aurora Watch are divided among the cities under the
dynasty’s protection, with another 3,300 Aurora Watch stationed in and around the capital of Rosohna — formerly known as Ghor Dranas — to keep the
peace and defend the region. Approximately 5,100 soldiers are scattered throughout the Underdark beneath Wildemount at different locations of interest,
many employing magically controlled purple worms to allow elite units to navigate the caverns quickly. The remainder of the watch is stationed along the

border of Western Wynandir to prevent the empire’s incursions — and to seize land from the empire as they advance.

Goals

The primary objective of the Kryn Dynasty is to seek out and recover the Luxon beacons presumed to be scattered across Exandria. Not only does each
beacon bring them closer to the eventual rebirth of the Luxon, they also help broaden the boundaries of the Kryn society as a new center of the
consecution, allowing expansion into new lands and the continued conversion of others. With two of their four beacons now missing, the Bright Queen

and her people are desperate to discover more of these sacred artifacts.

The Bright Queen and her fellow Umavi see the strength dormant in the roving beastfolk and goblinoids of Xhorhas, and have taken to teaching these
nomadic peoples their ways, helping them build villages under the banner of the dynasty, and converting them to their faith. Even so, not all ruling Dens
like the idea of introducing what they consider lesser creatures into the consecution, leading to tensions between the people of Rosohna and the scattered

villages in the Xhorhasian wilds.

With some beacons stolen by operatives of the Dwendalian Empire, the entire Kryn Dynasty has mobilized to retaliate. They are gathering armies to
assault Western Wynandir while sending assassins and spies through the subterranean paths of the Underdark, hoping to recover the beacons and

simultaneously weaken the evil and blasphemous empire.

The Kryn Dynasty has spent a generation training and preparing a select group of volunteers to gather information on their enemies and find routes
through both political and physical borders. These agents are collectively known as the Lens, a network of spies and infiltrators who can bypass

boundaries and assimilate into foreign nations to gather intelligence, help the Bright Queen protect their people, and seek out beacons across Exandria.

Relationships

Open war has recently broken out between the Kryn Dynasty and the Dwendalian Empire — a conflict that neither nation can afford to lose. Those bearing
the colors of the enemy are subdued and questioned before being punished and sometimes executed. Judgment is swift against the perceived imperial

oppressors, and the forces of Rosohna will continue to push until their foes yield the stolen relics.

Though the Kryn have remained fairly isolated throughout their history, they are now reaching out to other factions in the hopes of making alliances
against the Dwendalian Empire. The Kryn Dynasty has begun hiring mercenaries through the Tribes of Shadycreek Run and purchasing dangerous
weapons of war from the Myriad. Rumors of strange magics and powerful relics in northern Eiselcross have reached the dynasty'’s ears, and they are

willing to seek out any potential advantage over their Dwendalian foes.

There are many humanoid tribes that roam the southern reaches of Xhorhas that have declined to ally themselves with the Kryn — or to be assimilated by
them. While the Bright Queen has allowed them to continue their neutrality for the time being, she watches them closely, lest they be courted by the

empire’s coin and empty promises.



Figures of Interest

There are many powerful figures that guide the faith of the Luxon and the expansion of the Kryn Dynasty’s power and influence.

Bright Queen Leylas Kryn

Lawful neutral, female dark elf

Leylas was present when the first beacon was found a millennium ago, and has lived eight lifetimes of intense struggle and self-discovery since. She built
the dynasty around her journey, spearheaded the recovery of the four beacons known to the Kryn, and died numerous times in the defense of her people.
Leylas Kryn is deeply revered and respected as a mighty warrior, an empathic leader, and the elder Umavi who guides her people in the light of the Luxon.

Her behavior has grown erratic at times, worrying her trusted inner circle, but she is far too driven to acknowledge such weakness in a time of war.

Dusk Captain Quana Kryn

Neutral good, female dark elf

An extremely powerful echo knight and general of the forces of Rosohna, Quana has been Leylas’s partner for three of her lifetimes, and five of Leylas’s.
She is wholly devoted to her people — and her queen. Quana holds a private hope that the Kryn might one day leave the inhospitable wastes of Xhorhas
and find a proper place in the world among the other peoples of Exandria. The Bright Queen was once receptive to her ideas, but Leylas Kryn has no time

for idealism in this age of war. Quana is disappointed, but she is more worried by the strange shifts in her partner’s usually wise and controlled demeanor.

Shadowhand Essek Thelyss

Neutral evil, male dark elf

Just over a hundred and twenty years old and still within his first life, Essek is a prodigy who displays an unprecedented talent for the manipulation of
dunamis energy. Essek is both respected and feared for his intelligence and cunning, and he carefully plots each step he takes to further his and his Den’s
climb up the hierarchy of the dynasty. Essek is more interested in dunamancy magic than worshiping the Luxon, and he is strangely excited for the war
with the empire. He is eager to use the conflict as an excuse to practice the deadlier aspects of dunamancy, and also curious to see what the powerful

minds of the Cerberus Assembly may have gleaned from their research into the beacon they stole.

Sunbreaker Olomon

Neutral, male minotaur

Having lived a number of lifetimes as an early follower of Leylas, Olomon has settled into this recent life as a massive minotaur, embracing the abilities
granted to him on the battlefield and taking his place as a champion on the front lines. His presence inspires his fellow warriors, and his cunning has led

the armies of the Kryn to many victories against the empire.

Taskhand Verin Thelyss

Lawful good, male dark elf

An acclaimed soldier and talented leader, Verin Thelyss is the younger brother of Essek and the youngest soul of Den Thelyss. Verin lacks his older
brother’s ambition but possesses a keen sense of justice and honor. Recently given command of Kryn forces in Bazzoxan, Verin hopes to bring about a

victory for the dynasty that will grant him respect and acceptance from his accomplished family.

Skysybil Abrianna Mirimm



Lawful neutral, female goblin

Seen by many within the dynasty as a talented diviner and voice of reason, Abrianna is an Umavi nearly as old as the Bright Queen herself. The beloved
Skysybil has spent her current lifetime as a goblin, a fact that has drawn both ire and jests from the Bright Queen’s court for decades. This experience has
given Abrianna a new perspective on the wastefolk under the dynasty’s banner; she is now one of the few councilors in the Lucid Bastion who bother to

vouch for the goblinkin.

Professor Tuss Waccoh

Neutral, female half-orc

A scatterbrained scholar whose subtle brilliance has increased the effectiveness of the dynasty warmachines, Professor Waccoh usually oversees a
number of academic programs and private research projects at the Marble Tomes Conservatory within the Firmaments of Rosohna. Recently obsessed
with the desolate, cursed lands of Blightshore and the mysteries that lie hidden within, Tuss is actively seeking allies and mercenaries to send into the

dangerous lands to recover information, relics, and specimens for further study.
Cerberus Assembly

The Cerberus Assembly was established nearly three hundred years ago, when strife and competition between warring mage lords threatened to unravel
the social order of the Dwendalian Empire. The house leaders of this conflict nearly destroyed one another in what was called the Eve of Crimson
Midnight, an arcane battle within the capital of Rexxentrum that leveled two wards of the city, killing hundreds of civilians. At the peak of the violence, a
parlay was called, and the mage lords decided to put aside their differences and avoid mutually assured destruction, instead joining as a unified conclave.
When brought before the king for judgment of their crimes, they offered an accord to instead officially instate the conclave and submit entirely to king's
rule. Taking the name the Cerberus Assembly, a reference to a powerful, historical union of mages during the Age of Arcanum, the mages took the empire

to new heights of power and expansion.

In the centuries since, the Cerberus Assembly has subtly ingrained itself within most facets
of the empire’s government, becoming a force of political and military power that many say
could rival the king himself. This reality is not lost on the royal council, and tensions often
simmer between the assembly and the Crown. The mages of the assembly are known for
their extravagant lifestyles and intimidating history of political and economic control, and
much of the populace mistrusts them, though no one dares to cross them or the king. There
are eight ruling positions within the assembly, and the families of each member are
appointed as lesser members without responsibility, called “annexes.” Mages of the

assembly wander throughout the empire with little fear of argument or resistance.

Members are elevated into one of the eight major offices on the death of a member that
leaves an office vacant, or when a standing member abdicates their position. The remaining

members then recommend replacements and vote on the mage to fill the newly open office.

CERBERUS ASSEMBLY

Goals

The assembly plays the long game, working to subtly increase its power across the empire and beyond. Popular decisions are often publicly presented as
the will of the assembly, while conflicted issues are tailored to seem purely the “will of the Crown,” driving a wedge between the two bodies. The assembly
seeks to write history to favor its members as the architects of modern law and culture, with the eventual goal of subverting the power of the king, turning
him into yet another puppet of the assembly’s goals. Assembly mages believe that only they have the knowledge and talents to truly guide the empire into

greatness.



Aside from political matters, the assembly is focused on locating and excavating powerful relics and magic lost to the Age of Arcanum. Its members
believe that their original namesake was the apex of society across all history, and they seek to reclaim their place as paragons of mortal rule. Thus, all

salvaged texts and artifacts of power from that era are to be recovered at all costs.

The curious discovery of the power behind the Kryn Dynasty has recently drawn much of the assembly’s attention. The mysterious, primal force known as
dunamis could change the world’s understanding of magic itself — and could even be the key to placing the assembly above all other rulers and nations. In
pursuit of this goal, agents of the assembly stole two Luxon beacons from the Kryn Dynasty, though they subsequently lost one to a band of adventurers
called the Mighty Nein. The assembly has dedicated immense effort to studying and exploiting this new form of magic, knowing full well that stealing the

beacons is what caused the current war in the first place.
Relationships

The assembly has worked directly with the king and his chamber for so long that the two factions have become deeply intertwined, frustrating both of
them. Though they rely heavily on each other, every smile and agreement barely conceals an undercurrent of venomous loathing. Some members of the

assembly feel that it is far too soon to overtly challenge the Crown, while others believe it would be foolish to miss the opportunity the war is creating.

The assembly has established itself as the more forward-thinking face of the empire to the outside world, with Lord Athesias Uludan going out of his way
to upstage the Crown at every diplomatic opportunity, all “in the name of the king.” Most foreign officials happily deal with the assembly instead of the
Crown, especially those of the empire’s closest trade partner, the Clovis Concord. The assembly ensures that such meetings are recounted to the king with

embellished tales of their diplomatic success.

The acquisition of a Luxon beacon and the hunger among assembly mages to unlock its powers have drawn the animosity of the Kryn Dynasty, triggering

their attacks on the empire.

Figures of Interest

The mysterious minds of the Cerberus Assembly often quarrel over goals and methods, but ultimately these eight mages are united by their heritage and a

shared thirst for knowledge.

Master Trent lkithon, Archmage of Civic Influence

Chaotic evil, male human

Trent is respected as the acclaimed Propagandist of the empire and the third oldest member of the assembly. Once an instructor at the Soltryce Academy,
he only returns every few years to collect young students for his experiments in the mental conditioning that he calls “awakening.” Many of these students
go mad and are locked away, but those who endure become zealots for the assembly and join the Volstrucker, an elite group of arcane thugs commonly

known as Scourgers, who perform the assembly’s dirtiest work under Trent’s direction.

Martinet Ludinus Da’leth, Archmage of Domestic Protections

Lawful evil, male elf

Ludinus is the oldest and only original member of the assembly, as well as the master of warfare and conflict. Charged with overhauling the military
structure of the Dwendalian Empire, Ludinus directed the construction of the garrisons on the Xhorhasian border and often oversees their maintenance.
He was one of the mages who survived the destruction of Molaesmyr and fled to Bysaes Tyl, but he saw the opportunity to achieve greatness within the
empire and left his culture behind to continue his arcane pursuits. Wise, if emotionless, he bears a deep hatred for the Kryn Dynasty and spares no effort
gathering information on their weaknesses and secrets. Ludinus spends most of his time developing arcane weapons of war and shoring up the military

might of the empire, while subtly challenging the leadership of Crown Marshal Damurag.

Baroness Jenna Iresor, Archmage of Industry

Neutral doppelganger

One of the younger members of the assembly, Jenna is known for her business acumen and her extravagant lifestyle. By hiding her nature as a
doppelganger and using memory-altering magics at a young age to fabricate a false past, Jenna constructed her human persona from the ground up,
leveraging her powers of deception to essentially write herself into history as a Clovis Concord expatriate. She helps oversee central guild business in

Rexxentrum under Guildmaster Kai Arness, and helps Exchequer Aethia Drooze organize the collection of tithes through starostas across the empi~



Master Doolan Tversky, Archmage of Dysology

Chaotic neutral, female gnome

The second-oldest member of the assembly, Doolan is in charge of the study and understanding of abnormal creatures and deviants of arcane creation
that might threaten the empire’s way of life. She is an absentminded yet brilliant gnome who is obsessed with all beasts, aberrations, and creatures of
legend. Doolan imports creatures from around the world to study, disassemble, and use in her attempts to revolutionize magical practices. She resents
the Library of the Cobalt Soul, as her reputation has caused them to bar her from their facilities. She wishes to catalog the unstudied horrors of Xhorhas

and has covertly obtained the services of the Myriad to retrieve new specimens.

Lord Athesias Uludan, Archmage of Diplomatic Union

Neutral good, male human

Athesias’s charm and bombastic personality serve him well as a diplomat. His duty is to foster a positive relationship with people of power both within
and beyond the borders of the empire. He was originally one of the most effective instructors at the Soltryce Academy, but his penchant for spectacle and
his rampant narcissism made him a difficult ally to trust with state secrets. When the office of Diplomatic Union opened, he was quickly and quietly

reassigned. Athesias finds great pleasure in ruining or usurping the plans of his counterpart in the Crown’s employ, Emissary Lord Zeddan Graf.

Lady Vess de Rogna, Archmage of Antiquity

Neutral evil, female half-elf

A public recluse for most of her life, Vess is both a brilliant mage and dedicated historian. She assumed this post after replacing her criminal predecessor,
Lady Delilah Briarwood. As an instructor at the Soltryce Academy for over two decades, Vess has studied and unraveled a number of historical mysteries
and pre-Calamity riddles — and hoarded some of the spoils for herself. Always eager to pursue forgotten lore and artifacts of eons past, Vess has been

known to quietly vanish to Xhorhas for weeks at a time, returning with fewer guards and more uncovered secrets.

Headmaster Zivan Margolin, Archmage of Conscription

Lawful neutral, male human

Zivan Margolin inherited the position of headmaster from his father, the late Jorma Margolin. Zivan has been the headmaster of the Soltryce Academy in
Rexxentrum for nearly twenty years. Calm, patient, and quietly imposing, Zivan walks the halls of the Academy with a keen eye for talent. He is in charge of
the curriculum and also watches for any latent powers that may be worth grooming as future allies of the assembly, dangers to be monitored, or
prospective minds for Ikithon to conscribe into the Volstrucker. Zivan has rarely had the opportunity to demonstrate his full power, for he is typically
busied with keeping the peace between the feuding members of the assembly. Those who have witnessed his true might, however, now know that his

words are backed by some of the most powerful magics within the Cerberus Assembly.

Headmaster Oremid Hass, Archmage of Cultivation

Lawful neutral, male earth genasi

The current headmaster of the Hall of Erudition in Zadash, Oremid is tasked with watching and grooming the next generation of mages and arcane
specialists outside Rexxentrum. While he himself is a gentle soul who adores animals, he puts on the fagade of a strict man with no sense of humor,
which is further enhanced by the elemental influence of his earth genasi blood. He teaches students that failure is not an option, and that emotion is a
barrier to one’s true ability. Equally feared, respected, and privately loathed by the students (and some instructors), Oremid personally dismisses those

who break under his school’s curriculum and heaps joyous praise on those who endure their training.
Clovis Concord

Nearly four hundred years ago, an alliance of the Ki'Nau islanders and foreign Marquesian traders founded a new nation on the tropical Menagerie Coast.
The Clovis Concord is a democratic nation that enforces law and order, and regulates commerce along the length of the coast. The nation is composed of
eight independent city-states, each ruled by its own marquis, which operate as one union under the banner of the Clovis Concord. This arrangement
ensures uniform laws, regulation of trade, and mutual protection between the city-states. These eight cities are Port Damali, Port Zoon, Gwardan, Tussoa,

Othe, Feolinn, Nicodranas, and Brokenbank.

Open shipping lanes and inviting tropical scenery have made the domain of the Clovis Concord a cultural melting pot and a popular place to live or visit.

Knowing this, the respective marquises uphold a long tradition of welcoming all weary travelers and providing an atmosphere of color and delight. )



d the ample business
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quis dies or is impeached

by the other members of the concord, the remaining members choose a successor.

Warriors who prove their might through gladiatorial bouts during times of celebration
and ceremony are asked to join the Zhelezo, a well-paid guard force that works for the
governing marquis to enforce the laws. Cities have one or more magistrates that

oversee judgment on legal matters and criminal punishment.

While the cities do work together for the good of the concord, they are also each in
silent competition with each other, flaunting their affluence and clientele at every
opportunity. When a prominent figure from the far reaches of Exandria finds their way
to the Menagerie Coast, it's not uncommon for them to be courted by multiple

marquises in an attempt to convince the personage to stay as a guest of their city.

In recent times, the Myriad has subtly infiltrated the Clovis Concord, often with the
unwitting aid of greedy local politicians. Rumors of criminal collusion have raised
suspicion amid members of the concord. Sooner or later, the tension will have to break

— and the fallout won't be pretty.

CLOVIS CONCORD CREST

Despite the concord’s cordial relationship with the Dwendalian Empire, their proximity to the imperial power is a lingering source of unease. Currently, the
concord maintains a standing military of 7,800 Shore Warden soldiers across the coast, a nautical fleet of 370 ships, and 5,200 Zhelezo divided between
the cities. Some of the Shore Wardens are posted inland, scattered around and within the Cyrios Mountains, where they maintain forts along the border

with Western Wynandir and the Dwendalian Empire.
Goals

The Clovis Concord is concerned with maintaining the trade and commerce that ensures their continued influence, both in Wildemount and the rest of
Exandria. Anything that might jeopardize business is viewed as a major threat to the sanctity of life along the Menagerie Coast. Faced with the hazards of
dangerous creatures that lurk in the nearby jungles and beneath the waves, as well as piracy on the open waters, the concord is employing substantial

numbers of adventurers and mercenaries.

Forty years ago, when the concord worked to enforce rising taxation on independent merchant companies operating within the Menagerie Coast, the
outrage led a small union of angry enterprises to turn to piracy, calling themselves the Revelry. These pirates have claimed the island of Darktow and
terrorized the shipping lanes for four decades, all while deftly avoiding pursuit and naval retribution. The concord is eager to destroy the Revelry in its

entirety, and have put massive bounties on the heads of the so-called scourges of the ocean.

After the fall of the Julous Dominion and the rise of the Dwendalian Empire, the concord was eager to reach a diplomatic arrangement with the victorious

empire. The empire recognized the difficulty of conquering the Clovis Concord and the challenge of managing their immense network of international

trade, and acquiesced to a treaty. This loose alliance has been mutually beneficial for many generations, and the concord city of Nicodranas acts as a
nsguard and local Zhelezo keep the peace in Nicodranas, and both imperial and conco

ally causes strain between the two governments, the marquises of the concord are hap



concord is determined to stay neutral. This has caused some tension with the empire, but nothing the concord worries will overshadow their long-standing

treaty.
Figures of Interest

Though the marquises of the Clovis Concord outwardly embrace the spirit of cooperation on which their nation was founded, most scheme and conspire

against one another to attain ever-greater power.

Olesya Lapidus, Marquis of Port Damali

Neutral good, female human

The Lapidus family’s work in protecting and continuing the prosperity of the city for four generations has kept a Lapidus as Marquis of Port Damali for just
as long. Olesya was raised as a boy, but quickly discovered that she identified as female and transitioned in her youth. As the fourth and current leader of
Port Damali, Olesya takes pride in her charge and is respected by the rest of the concord. However, with the growing distraction of the Revelry, Olesya
failed to notice the infestation of Myriad agents throughout her city and the guilds beneath her. Now realizing the dangerous web surrounding her and the

interests of her city, she is seeking a way to turn the tide.

Zhafe Uludan, Marquis of Nicodranas

Lawful neutral, male human

Zhafe is a distant relative of Lord Athesias Uludan of the Cerberus Assembly; his placement within the concord was primarily a diplomatic concession to
maintain a positive relationship with the empire. However, Zhafe shuns this notion, insisting that he earned his role on his own merits, and eagerly
organizing small galas and parades to ensure his popularity among the citizens of Nicodranas. Even so, he secretly fears the assembly and bows to

Athesias’s requests whenever they meet, making him a useful pawn.

Alamads Haddou, Marquis of Port Zoon

Neutral good, male dwarf

The old, crotchety, and honorable leader of the industrial city of Port Zoon, and head of the Silverbone Smithing Guild that operates all along the coast,
Alamads is widely known for his insurmountable will and strong sense of duty to his people. As a former Shore Warden and a legendary ironsmith, his skill

with a hammer — both on and off the battlefield — has earned him great respect, as well as the whispered nickname of “Ironpuss.”

Vasan Atrith, Marquis of Gwardan

Lawful good, female elf

Unflappable and driven to protect the people of her city, Vasan is a bit of an outsider among the other marquises of the Clovis Conchord for her
standoffish nature and the way she unapologetically prioritizes the wellbeing of her city over that of the whole coast. Though Vasan presents herself as

aloof and uninformed, much of her political persona is intended to sow underestimation of how informed and clever she may be.

Portcaller Mazin “Fat Fish” Fahreed

Neutral, male tabaxi

Tough as nails and quick to bite back, Mazin is an honorable tabaxi and dependable leader in times of trouble. This led to his rise as the Portcaller of the
island village of Brokenbank, the first major trade junction along the Menagerie Coast. Though the village is small, Mazin deals with a perpetual string of
smugglers and pirates while also organizing the incoming and outgoing shipping lanes for much of the coast. Even so, Mazin is rarely included in major

concord business, to his obvious and public frustration.



Theft: 3—10 days incarceration and/or a fine of twice the worth stolen.

Public worship of Betrayer Gads: 10 days incarceration and/or a fine of 300 gp.

Ownership of another intelligent humanoid creature: 6-12 months incarceration and/or a fine of 1,000 gp.

Trespassing: 7 days incarceration, and/or a fine of 100 gp.

Failure to pay taxes to the Clovis Concord: 3-15 days incarceration and a repossession of property equal lo the amount owed.
Damage to private property: 5-15 days incarceration or a fine of twice the worlh of property destroyed.

Damage to concord property: 30-60 days incarceration and a fine of twice the worth of property destroyed.

Kidnapping: 30 days incarceration and/or a fine of 500 gp.

Assault with intent to injure: 15 days incarceration and/or a fine of 250 gp.

Assault with intent to kill: 170 days incarceration and/or a fine of 1,000 gp.

Murder: 5-10 years incarceration and/or a fine of 5,000 gp.

-~ L

The Myriad

Any civilized society will turn the people it has failed into criminals, and the societies of Wildemount are no exception. The continent's largest criminal
organization took shape about eighty years ago, when a shipping company in the Dwendalian city of Yrrosa turned to smuggling contraband to make ends
meet. This tightknit group of clever smugglers soon began to bargain with their competitors, employing blackmail and offering membership to their
organization as an alternative to elimination.

The syndicate grew with alarming speed, infiltrating the criminal underbelly of every major city in Western Wynandir. Masquerading as purveyors of
antiquities and foreign textiles, the Myriad focuses on providing their clients with exotic goods, such as illicit substances and magical beasts, or supplying

hired muscle to intimidate their clients’ rivals. The worst of the Myriad even deal in human merchandise.

Originally centered in Yrrosa, the Myriad now operates across the continent as a loose
network of gang bosses who run their own local sects without direct oversight from
the mysterious heads of the syndicate. Each satellite group is expected to regularly
deliver information and a cut of their profits to the leadership. Those who fail to pay up
receive quiet threats of enslaverment or assassination — and the Myriad always makes

good on its threats.

Members of the Myriad are sworn to keep their syndicate secret by pretending that
their chapter is still just another local gang. This has given the Myriad a sinister and
enigmatic reputation, which further obfuscates its activities from the authorities. Since
members of the the Myriad prefer coercion to public displays of violence, officers of

the law often fail to recognize Myriad activity until it's too late.

THE MYRIAD

The empire scored a major victory fifteen years ago when they discovered and raided the central Myriad stronghold in Yrrosa, forcing the surviving
leadership to scatter across the continent. The Myriad has emphasized the narrative of its own fall in order to keep a low profile, though in fact it has
retained most of its power. Its influence has stretched to the distant corners of Wildemount as it bide its time and waits to reinstate its control within the
empire. Shifting tactics, the Myriad has now begun seeding major factions with double agents, who turn the most foolish or corrupt of their colleagues

into the Myriad's unwitting pawns.

Goals

The loss of their headquarters taught the surviving Myriad leaders to temper their arrogance with caution. Now a decentralized network of allies ar

informants, the Myriad is reconnecting with their temporarily dormant contacts, not all of whom are happy to see their cruel masters return,



Beyond the borders of the Dwendalian Empire, the Myriad has deftly utilized the chaos of the Revelry’s decades-long reign of piracy to infiltrate the guilds

of the Clovis Concord. Between the war in the east and the distractions on the western waters, there has never been a better time for the Myriad to strike.
Relationships

Merely mentioning Myriad activity within the Dwendalian Empire or the Menagerie Coast is enough to draw unwanted attention; members of the local law
enforcement might investigate the rumors — and the person who started them. Those involved with the Myriad often vanish into the darkest prisons, or

worse. Though the Myriad has apparently scattered since the raid on their base in Yrrosa, the authorities still keep an eye open for cell activity.

Twenty years ago, the Myriad established satellite cells in the distant lands of Tal'Dorei and Marquet. Since their headquarters in Wildemount was
destroyed, some have suggested sending agents across the oceans to reinforce their foreign operatives. If the network can quickly regain its former

strength, there will eventually be little chance of stopping the spread of its power and influence.

In the supposed absence of the Myriad, the Tribes of Shadycreek Run have begun to push into the empire to stake their claim in Myriad territory. The

leaders of the Myriad watch from the shadows and plot ways to conscript (or, if necessary, to destroy) the prideful families of Shadycreek Run.

Figures of Interest

The dangerous aspirations of the Myriad are driven by a curiously scattered collective of intelligent liars.

Iris Bethelas

Lawful evil, female human

This lovely, elderly woman is deeply respected and beloved for her wise, spiritual guidance and seemingly gentle demeanor. This persona kept her safe in
Yrrosa, and now in Rexxentrum, where she is one of the masterminds planning the return of the Myriad. Insightful, clever, and unhesitating in her cruelty,

Iris has long been considered the driving force behind the Myriad’s success.

Doctor Waldorf Perifeather

Lawful evil, male halfling

A talented physician and healer, Waldorf often travels between Port Damali and Zadash, tending to affluent patients with rare diseases. His proximity to
powerful figures in their most vulnerable moments grants the good doctor a source of highly sensitive information and a reputation as a savior. This

combination of influence and access makes him a key information broker for the Myriad.

The Gentleman

Neutral evil, male water genasi

The Gentleman has held a position of influence in the shadows of Zadash for nearly two decades, using his charm and connections throughout the city to
carve a sizeable niche for himself in the Underworks beneath the city. These days, he’s respected as a suave crime lord with dozens of reliable cutthroats

and thieves at his beck and call.

Korshad Seddiki

Neutral evil, male human

A patient and intimidating figure in the underground of Deastok for over forty years, Korshad is often known as the “debtkeeper.” He sends agents and
missives to individuals throughout the empire who fall behind on their payments to the Myriad. Korshad is a mysterious figure by his own design, and he

shrouds himself in illusion magic for his own protection and prestige, feeding the whispered myths about him that are legendary in unscrupulous circles.

Chessia Wakiam

Lawful neutral, female elf

A talented songstress and dancer renowned throughout the Menagerie Coast for her sweet voice and enchanting allure, Chessia is a popular performer in
many opulent social circles across Port Damali. Chessia uses her charming persona to deflect suspicion as she weaves her way into the lives of

politicians and guild masters to steer them toward Myriad interests.



A DWENDALIAN FARMER, A TRADER OF THE KRYN DYNASTY, AND A FISHERMAN OF THE CLOVIS CONCORD
Children of Malice

In the echoing stillness that followed the Divergence, the ruined lands of the surface retained remnants of civilizations trying to rebuild their world from
the ashes. Below, however, the surviving children of Lolth could feel her presence fade with her banishment. The chains she held over her drow were
weakened, and those who had found renewed faith and purpose in the discovery of the Luxon abandoned their terrible mistress and slowly climbed their

way to the surface to reclaim Ghor Dranas and be rid of their spiteful god for eternity.

Still reeling from her banishment to the Abyss, Lolth felt a rapid shift in her influence
as these drow turned from her. Her fury burned with a poisonous hate, and she
seethed in her webs as she plotted vengeance on her ungrateful and treasonous
progeny. As time passed and her dark divinity gradually recovered, the Spider Queen
set aside her pride in favor of her wish to punish; she began seducing the minds of
goblinoids, beastfolk, and the wayward people of the wastes, creeping into their
dreams and convincing them to love her, bending them to join in her violent hate for
the rising Kryn Dynasty. She found drow who felt spurned by the Dens of the dynasty
and preyed on their fears and insecurities, amplifying their xenophobia as the dynasty
recruited more and more outsiders to their cause. Gradually, Lolth developed a new
network of scattered worshipers, spies, and assassins. She calls them her Children of

Malice, and they will gladly serve as the instruments of her revenge.

The Children of Malice aren’t numerous, but they are clever, driven, and directed by a
god of pure hatred. They established hidden cabals throughout the fringes of
Xhorhasian society, forming motley bands of Lolthite bugbears and hobgoblins who
raid outlying Kryn settlements. Drow agents of Lolth have infiltrated even the highest
echelons of Kryn society, slowly poisoning the dynasty both metaphorically and
literally. The true extent of this infiltration is only now being uncovered within Rosohna,
wendalian Empire
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Goals

The primary goal of the Children of Malice is to subjugate and dismantle the flourishing, Luxon-worshiping dark elf society in Xhorhas. They wish to raze
everything the Kryn have built, crush their will, ruin the holy implements of the Luxon, and drag these broken, traitorous drow back under Lolth’s influence

and command.

To achieve this goal, Lolth and her children know well the necessary tenets of secrecy, lies, and patience. Most of their spies are sleeper agents who wait

in the shadows, quietly gaining converts while worming their way into the heart of Rosohna and awaiting the order to strike.

Relationships

The Children of Malice have no formal alliances; they prefer to infiltrate other factions as part of their design to undermine the dynasty. Keeping their true
nature hidden, members of the Children trade with outlying camps and townships across the Wastes for supplies and information. Thus, their informants

are usually unaware they are informants as they trade gossip for goods and conversation, unwittingly feeding the enemy.
Figures of Interest

The Children of Malice vary dramatically in both appearance and methods.

Zyn Daev'yana

Lawful evil, male dark elf

Zyn was born in squalor in the Coronas of Rosohna. Lolth found him at his nadir and showed him how to refine himself into a true liar. He's since risen to
become one of the more even-tempered members of Den Daev'yana, climbing the ranks as a respected strategist and writer. Using his position to sew

discord and doubt amongst the Dens, he privately communes with the Spider Queen as one of her most trusted operatives.

Ereldra Icozrin

Neutral evil, gender-fluid dark elf

A talented harpist lauded throughout Rosohna for their musical gifts, Ereldra worshiped the Luxon before they were betrayed by their own brother, who
sabotaged their marriage to their wife. Lolth found Ereldra in their despair and molded them into a valuable spy. Ereldra weakens in the social foundation

of the Dens by spreading rumors and telling lies.

Ironeye Jaglord Brukk

Lawful evil, male hobgoblin

A feared warlord who guides a nomadic band of Lolthite hobgoblin warriors, Jaglord honed the skills of his marauders in the broken lands of the Barbed
Fields, where they brazenly attacked Kryn trade caravans and supply wagons before vanishing into the deadly fields. As his war band grew larger and more
capable, he boldly led them farther south, eventually coming to rest within the Ghostlands outside Rosohna, where they now patiently await further orders

from the Spider Queen.

Head Matron Vivurk Tonn

Neutral evil, female dark elf

Vivurk commands the drow houses and the hobgoblin horde that claim the mountainside stronghold of Dumaran. She rules with a bloody, iron fist in the
image of her god to impose the same love and fear that characterized the drow societies of old. Ruthless and demanding, Head Matron Vivurk builds,

trains, and prepares her forces to one day help Lolth strike down the Kryn Dynasty with delicious brutality.



ARISTOCRATS AND NOBLES FROM THE DWENDALIAN EMPIRE, THE KRYN DYNASTY, AND THE CLOVIS CONCORD

Diarchy of Uthodurn

When the elven city of Molaesmyr unearthed a terrible curse that ruined the Savalirwood, many survivors fled to the north. They endured the blizzards and
dangers of the Flotket Alps, clinging to the hope that the withdrawn dwarves of Uthodurn would find enough mercy to aid them. Though many perished in
the harsh elements, the elven refugees finally located the iron doors of the subterranean stronghold and requested asylum. It was with only mild hesitation

that the dwarves accepted their desperate guests, taking them into the warm halls of their city and giving them a place to stay.

Many years passed, with little information on the cause of the cataclysm that shattered the elven homeland, and everyone gradually realized that their new
situation was permanent. Social tensions rose as cultural differences and forced proximity placed the denizens of Uthodurn into rising discomfort. This
growing divide worried Judessa Fruunast, the queen of the dwarves of Uthodurn. She met with the throneless elven king, Imathan Talviel, and
unexpectedly offered to instate a diarchy within the city. Months of deliberation followed as the monarchs discussed how best to establish social
harmony, where new homes would be built, and how to expand the discs of the city to fit a more permanent populace. Eventually, the two came to an

agreement that the majority of both dwarves and elves felt was fair and tolerable.

The process of restructuring the stubborn societies of this new Uthodurn forged a long partnership and deep friendship between the two leaders until
Queen Judessa’s death in 794 PD. Judessa'’s daughter, Simone Fruunast, took up her mother’s mantle, and the bonds of friendship forged in her mother’s
time flourish under her rule. The benefits that were uncovered through the unity of these disparate cultures birthed new prosperity throughout the city, and

the new dual society has grown into a synergistic civilization over the centuries.

Now spreading beyond the underground halls of Uthodurn, the people under the Dual Monarchs seek to build a brighter future, and perhaps even resolve

the mysteries of their past.



DIARCHY OF UTHODURN
Goals

Many historians and prominent members of both halves of Uthodurn’s society are investigating the source of the corruption that persists in the
Savalirwood, hoping to one day heal the forest and reclaim the homeland of the elves. Shreds of evidence have been recovered by scouting parties sent
into the deadly thicket surrounding the ruins of Molaesmyr to uncover signs of the curse and its origins. However, looters and thieves from Shadycreek
Run have discovered the ruins as well, stealing relics and selling them to private interests. These thefts, coupled with recent research indicating that the

corruption is slowly spreading, have accelerated the need to find answers to the mystery of the Savalirwood.

The growing population of the city has a constant need for more resources, so the diarchy agreed on the need to expand beyond the mountain pass. The
village of Uraliss was founded using experimental magic designed to thaw snowfields, with the goal of developing sections of the Rime Plains into
farmland. Unfortunately, the ground beneath the snow turned out to be untillable rock, so the settlement was abandoned. The dual monarchs then

established the northern fishing village of Palebank, which supplies new goods and a coastal outpost in spite of the grueling cold.

Small vessels built to withstand the icy waters of the Frigid Depths began to explore the shores surrounding the region, discovering the lands of
Eiselcross. In these frozen wastes, the settlers of Uthodurn uncovered signs of scattered arcana from a pre-Calamity era buried beneath the snow. These
discoveries have piqued the interest of Molaesmyr researchers and Uthodurn’s monarchs alike. As the conflict in the south escalates, the leaders of

Uthodurn are eager to gain whatever power or protection might be gained from the secrets hidden in the treacherous tundra of Eiselcross.
Relationships

Uthodurn has little affiliation with other factions across Wildemount. Aside from the occasional explorers and adventurers who pose no threat, most

people who come to Uthodurn are met with skepticism and avoided. The locals want nothing to do with the war in the south.

Anyone who might be from Shadycreek Run is treated as a lowlife brigand and immediately captured and interrogated. Any information about the powers
behind the criminal civilization is considered useful, and once non-violent prisoners expend their usefulness, they are unceremoniously stripped of their

equipment and set loose in the snowy fields of the Rime Plains.
Figures of Interest

Distanced from the political bustle of Western and Eastern Wynandir, these figures within the Uthodurn diarchy are beginning to seek their place in the

wider world of Exandria.

Queen Simone Fruunast

Lawful good, female dwarf

Daughter of the previous queen, Judessa Fruunast, and the current ruler of the dwarven people of Uthodurn, Simone is a respected, charismatic leader
known for her endless compassion and warrior spirit. Often driven more by her heart than her wits, she has come to rely on Imathan for guidance and

clarity. While a diplomat by nature, Simone has certainly proven her mettle with an axe in times of conflict.

King Imathan Talviel

Lawful good, male elf

The elder king of the surviving elves of Molaesmyr, Imathan is as candid as he is graceful in his old age. Patient but stern, he guides the elven people of
Uthodurn with a calm strength and wisdom that helps maintain the continuing peace between the dual communities of Uthodurn. Imathan was a priest of

Corellon in his younger days; now he maintains the faith among his people and shares the light of the Arch Heart with the dwarves of Uthodurn.

Professor Gulrim Shalebrow

Lawful good, male dwarf

Gulrim is praised as the brazen — though perhaps crazy — explorer who convinced Queen Fruunast to allow his team to cross the Frigid Depths. He and
his surveyors found the mysterious banks of Eiselcross, established the Syrinlya outpost, and recovered fragments of ancient relics previously lost in the

ice and snow. Professor Gulrim now helms the Uthodurnian efforts to expand Syrinlya and learn more about the mysteries hidden among the glacial fields.



A DWENDALIAN CROWNSGUARD, RIGHTEOUS BRAND SOLDIER, A CLOVIS CONCORD ZHELEZO, AND A SHORE WARDEN SOLDIER
Tribes of Shadycreek Run

The collection of rival criminal families known as the Tribes ran Shadycreek Run for nearly a century before losing much of their dominance to violent
infighting and internal power struggles. Comprised of the Mardoon family, the Uttolot family, the Trebain family, and the Jagentoth family, the Tribes still
control most of the business that transpires in the city as they work against each other in secret. While each family center is usually comprised of
relatives by blood or marriage, their employees are also considered to be “within the family,” so long as they remain loyal. The Tribes operate without a
unified symbol or banner, and their interests lie in fencing stolen goods, importing and providing vice, and controlling the populace through confusion,

intimidation, and fear.

The Mardoon family is a powerhouse of crime within the Graying Wildlands, thanks to its vast network of foreign contacts as well as its prosperous
alliance with the Myriad. Known for relentless business acumen and a love of enforceable contracts, the Mardoons would rather shake hands than swing
blades. Even so, when contracts are broken, examples must be made, and such circumstances demand a bloody show. The family fortune is made from
brothels, jewels, and the slave trade, often specializing in exotic finds from Xhorhas and beyond. Leadership is shared between Lord Anselm Mardoon,

Kriemhilde Mardoon, Ophelia Mardoon, Demis Mardoon, and Rufus Mardoon.

The Uttolot family rose to prominence through a network of familial trade alliances, making it the foremost importer of goods difficult to find this far north
of the empire. It controls the gates through the Quannah Breach, and anyone who passes into or out of the region must pay tolls to the Uttolots, making
them a necessary partner to the other families whether they like it or not. They dabble in poaching dangerous beasts and monsters, and often clash with
the hunters of the Greytrader Union, a collective of citizens who want to improve life for the people of Shadycreek Run. Unlike the other families, the
Uttolots rely on the Grudge Gang of Shadycreek for most of their muscle. Leadership is shared between Lord Milos Uttolot, Mira Uttolot, and Jagoda

Uttolot.

The Trebain family is the most covert of the houses, preferring to do its business through intermediaries and hired muscle. It lives beyond the boundaries

of the city, deep within the Savalirwood, in a network of homesteads surrounding a stronghold. The Trebain family focuses on controlling hunting ground



cultivating and distributing illicit substances, and slavery (which puts them in direct competition with the Mardoon family). Leadership is shared between

Lady Sulia Jagentoth, Reese Jagentoth, Numa Jagentoth, and lonos Jagentoth.

Goals

Conflict between the families is a constant in Shadycreek Run, but the apparent absence of Myriad activity has given the Tribes a unique opportunity to
expand their horizons — and their influence. Lately, the Tribes have occasionally endured each other long enough to embark on joint ventures into the

empire to rekindle old alliances with the Myriad.

Some see this age of tenuous cooperation as a chance to escape from the long shadow of the Myriad and stand alongside them as equals, but others

fear that forging new bonds with the Myriad will just give it the freedom to destroy the Tribes from within.
Relationships

The Tribes endure each other in order to maintain a level of civility within the otherwise cutthroat streets of Shadycreek Run, but they are each on the

lookout for ways to subvert or weaken their opposition and become the city’s dominant family.

All members of the Tribes are documented criminals within the empire, with bounties to match. Travel within the borders of Western Wynandir is

dangerous for these criminal overlords, but each family has their own connections within the major cities of the empire that enable business.

In the past, the Myriad has oft attempted to subjugate the Tribes, but it has been rebuked time after time. The Tribes are too proud of their well-oiled
engine of vice to permit the Myriad to take over. Even though the Tribes are pursuing new alliances with the Myriad, the people of Shadycreek Run fear that

conflict between these shady powers is inevitable.
Figures of Interest

Life in Shadycreek is perpetually dangerous for the members of the Tribes, where every smile hides ill intent.

Ophelia Mardoon

Neutral evil, female tiefling

One of the most prominent members of the Mardoon family, Ophelia commands the Estate Sybaritic to the north of Shadycreek Run. Hedonistic and
forceful, she does not enjoy being denied and has the skills and connections to ensure that she gets whatever she desires. One of the more ambitious

members of the house, Ophelia has made a number of contacts in the Wildemount criminal world outside the Greying Wildlands.

Jagoda Uttolot

Chaotic evil, male half-orc

Jagoda is a master hunter and expert on the terrifying beasts that wander through the Savalirwood, using his skills to track and capture rare creatures for
his family to sell. Gleeful in his brutality and prone to ignore the graces of diplomatic relations, Jagoda has occasionally gotten himself into trouble that

the rest of his family has had to dig him out of.

Lord Darko Trebain

Lawful neutral, male human

The elder of the Trebain family, Darko helms the efforts to excavate the ruins of Molaesmyr from within his museum-like mansion. He is obsessed with
the secrets of the blight on the Savalirwood, and he’s convinced that it was caused by the elves of Molaesmyr tampering with misunderstood magics. He
hopes to discover the source of the corruption and learn how to weaponize it. With such power at his disposal, the rise of the Trebains would be

unstoppable.

lonos Jagentoth

Lawful evil, male half-elf

Known for his skills in negotiation and deceit, lonos has proven himself the master of the family’s distribution network. Inspired to expand the business

alliances of the Jagentoth family far beyond the northern edges of the Dwendalian Empire, lonos has been making arrangements with Myriad operatives



brilliant ploy to eliminate

Under the enlightening scriptures of loun, the Knowing Mentor, teachers, priests, and monks who have been drawn to the calling of truth and knowledge
spend their lives training within the Library of the Cobalt Soul. Rather than a single physical building, the Library of the Cobalt Soul is a collective term for
the universal knowledge and philosophies upheld by those who follow loun’s teachings. The Cobalt Soul is guided by a central belief that true strength is
found in understanding the world around you. Despite their idealism, the pursuit of truth is hampered by the realities of life in the empire: politics,

propaganda, and the dangers of the wilderness.

The Cobalt Soul is based in Rexxentrum but operates throughout the empire and
across the whole of Exandria. Temples to loun under the management of the Cobalt
Soul act as massive libraries called archives, usually located in larger cities and
cultural centers. Its members come from all walks of life and are expected to assist in
the maintenance, organization, and protection of the archives. Its satellite archives
collect artifacts and research information both historical and contemporary along the

Menagerie Coast and in the distant lands of Tal'Dorei, Issylra, and beyond.

Archivists act as administrators at each Archive, delineating tasks, overseeing the
training of new members, and even negotiating for or purchasing artifacts and records

— often from those unaware of their true value.

LIBRARY OF THE COBALT SOUL

The monks of the Cobalt Soul are the enlightened knowledge-seekers of their order. They research places where ancient knowledge could be hidden and

lead large-scale expeditions to these places.

Expositors are the covert agents of the Cobalt Soul. These enlightened infiltrators extract information that others would keep secret and use their

newfound knowledge to better the world. As masters of acquisitions, expositors answer only their High Curator.

At the top of each Archive is a High Curator, who dictates the Archive's goals to subordinates and uses this power to assign marks to expositors, outline

allies and enemies to their archivists, and approve the expeditions proposed by monks.

The Cobalt Soul was founded within the Julous Dominion before the nation fell to the armies of the Dwendalian Empire. The Dwendalian Crown permitted
the Cobalt Soul to be assimilated into the social hierarchy of the empire rather than destroying it. This was not an act of mercy, but a political maneuver;

the Cobalt Soul was allowed to survive only to provide a sense of normalcy and appease the restless populace.

The Library has continued to work with and under the empire out of necessity, but its archivists are savvy political players — whenever possible, they avoid
making moves that could put them in danger of being exploited by the Crown or the Cerberus Assembly. Nowhere is this tension more apparent than in
the very existence of the militant truth-seekers of the Cobalt Soul: the expositors, rigorously trained to root out corruption and falsehoods. Behind the

scenes, a silent war is brewing as expositors bring the dark secrets of the empire’s social elite out into the light.

Goals

Untold knowledge was lost when the Calamity brought the Age of Arcanum to its fiery end, and so too was the case when loun was mortally wounded in

that terrible war. Since that day, the Cobalt Soul and their progenitors have sought to recover what was lost. They hope that, in time, their tireless effort will

the world — at least in part. Under the guidance and wisdom of their patron god, memb

of the Cobalt Soul seek to enlighten themselves through study and research. They devote their lives to studying the mysteries of the world, and turr



that knowledge to protect it from another Calamity. To this end, the Library makes the immense breadth of knowledge within their archives available to
anyone and everyone who seeks to educate themselves — though some secrets are so potent that they must remain hidden from the public until the

proper time.

Empires thrive on misinformation and propaganda, yet it is necessary for the Cobalt Soul to operate within the Dwendalian Empire. As such, the Cobalt
Soul works to provide the truth to those who will listen, to covertly update revisionist history, and to remove false information before it can spread too far.
Unfortunately, imperial agents and even spies from foreign powers have successfully infiltrated the Library over the centuries, and some of their attempts
to rewrite fact and history in favor of their own interests have succeeded. In response, the Library has had to construct a powerful, hidden force of

expositors to defend their texts from manipulation and uncover truths that remain guarded.
Relationships

The Library tries to remain autonomous, but their agents within the empire are under constant siege by Theolocrat Kon Bruda, a once-respected monk of
the Cobalt Soul who is now just another corrupt lackey of the Crown. Bruda and the archivists wage a quiet battle of wills and subterfuge, each trying to
outsmart and undermine the other. This situation, combined with the empire’s efforts to prevent the education of their people, has created palpable unrest

within the Library.

The perceptive ears of the expositors often hear rumors of unwholesome practices behind closed doors within the Soltryce Academy and other places
under the Cerberus Assembly’s oversight. The Library is concerned about the assembly’s secretive cabal but has thus far been unable to infiltrate deep

enough to uncover anything damning.

Meanwhile, a small number of volunteers from within the Library have agreed to travel deep into Xhorhas in the hopes of communicating with the Kryn
Dynasty to learn more about their mysterious society, and to understand the level of threat they pose to the people of Western Wynandir and beyond. None

of the volunteers have yet returned.

Figures of Interest

Operating under the will of loun, and driven by curiosity and the desire to further universal understanding, the diverse agents of the Cobalt Soul seek to

change the world for the better.

High Curator Loman Turray, Herald of the Zadash Archive

Lawful neutral, male human

Curator Turray has held the position of High Curator of the Valley Archive in Zadash and the title of Herald of the Archive under the Crown for over forty
years. He faces increasing pressure to instill his subordinates with loyalty to the Crown, and he is slowly giving in to imperial indoctrination. He fears that
enforcing the will of the Crown when it contradicts the philosophies of the Library will cause his own colleagues to depose him — which only leads him

further into the Crown’s protective embrace.

High Curator Yudala Fon, Herald of the Rexxentrum Archive

Lawful good, agender half-elf

Yudala is a wise and respected figure who has spent most of their life fighting to protect and maintain the Rexxentrum Archive. They have mastered the
art of parrying the Crown'’s and the assembly’s attempts to subjugate the Archive and bring it under state control. For nearly two decades, they have been
engaged in a battle of wills with the infuriated Theolocrat Kon Bruda — and they fear that Kon’s patience is at an end. His vengeance will be elaborate,
exacting, and swift, or so Yudala fears. Their network of spies and expositors is frantically seeking to find and publicize evidence of Kon’s unlawful

dealings and end the feud before it escalates further.

Expositor Sia Kresh

Neutral, female halfling

As Yudala Fon's secret right-hand, Sia organizes the expositors of the Rexxentrum Archive. She is determined to root out the infiltrators who would seek to
undermine the leadership of the Library and grab power for the Crown, and she is swift and brutal in her work. Those that know of her fear her, and many

wonder if her methods are crossing a line.

Scars of Scale and Tooth



ruins of the old nation of Draconia.

The past two decades have seen the rise of a new society, known as the Scars of Scale and
Tooth, and it is wracked by the growing pains inherent to the dawn of a new nation. The
Scars’ leadership is tenuous, as many seek to claim the prestige of leading their people, and
disagreements have led to bloodshed between the newfound councilors. This has made the
building of the new city of Xarzith Kitril slow and fraught. Some heroic figures are seeking to
establish a better direction for the ravenites, while others fled to the empire to seek better
fortunes away from the infighting in their homeland. The war between the Kryn and the
empire has closed the border pass into Western Wynandir, so the ravenites must find a way

to coexist and thrive before the strife of warfare engulfs them.
SCARS OF SCALE AND TOOTH

Goals

The conflicting goals of the Scars’ leaders have placed their nascent settlement in peril. Every would-be ruler wants something different for their people

and has sufficient support within their faction to cause the streets of Xarzith Kitril to run red with ravenite blood, if they so desired.

Some amid the Kitrilians are outraged over news that a massive number of ravenite and draconblood refugees have been relocated to a shantytown called
Talonstadt. Not only is the treatment of their kin unfair and inhumane, but this makeshift settlement practically straddles the Dwendalian Empire’s eastern

border, and they fear that Talonstadt will soon become the first casualty of a Kryn invasion.

Meanwhile, the monstrosities of the Xhorhasian wastes can sense the power vacuum left in the wake of Draconia’s fall. Xarzith Kitril has no formal
military, just a loose militia of hunters and trappers. This leaderless force is stretched to its limits, and more hunters are lost every day to opportunistic

monsters. Outside aid is urgently required, but the squabbling councilors of Xarzith Kitril can’t agree on whose aid they should request.

Relationships

Rumors of the Dwendalian Empire mistreating dragonborn ravenites have bred a heavy distaste for King Dwendal and his nation. The empire has recen
sent emissaries to request an alliance against the dynasty, but Kryn diplomats have also arrived in Xarzith Kitril, seeking friendship and offering to aid t

dragonborn in their efforts to rebuild. The Scars have heatedly debated which power they should side with — or if they can afford to aid either.

Ships from the Clovis Concord have docked on Kitrilian shores in recent years, eager to resume trade with the dragonborn people. In particular, Nicodra

has welcomed the emerging nation, and a few emissaries from Marquis Zhafe Uludan currently reside within Xarzith Kitril to keep an eye on the
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Troka, the Scoundrel King

Neutral good, male dragonborn

Druvis first noticed Troka for his silver tongue, and tasked him with infiltrating the empire and appraising the situation in Talonstadt. Frustrated by the
meager living conditions and demeaning treatment of his people, Troka has retaliated by sowing chaos throughout the surrounding Dwendalian territories.
Troka and his troupe of slippery thieves steal from the Crown, confuse the local military, and keep a watchful eye on the dragonborn refugees, making him

a folk hero among their community.
Claret Orders

Centuries ago, the high cleric of the Julous Dominion made secret pacts with a devil of the Nine Hells,
hoping to gain enough power to repel the aggressive Dwendalian Empire. However, he failed to read the
fine print of the devilish contract — he succeeded in his mission, but his people paid a terrible cost. The
empire was indeed repelled, but it was because the lands of the Marrow Valley were brimming with devils
and undead. The common folks hid in their homes, and the valley grew unhallowed and gray. In this brief
era of terror, a humble priest of the Raven Queen named Trence Orman prayed for a way to protect his
flock, his people, and the lands they called home. The Matron of Death blessed him with the ancient
secrets of blood magic. Trence trained his most trusted friends in the techniques of hemocraft, and they
sacrificed a portion of their humanity in exchange for the power to defend the dominion. This marked the

origin of the Claret Orders.

Using their forbidden skills, the Claret Orders managed to seal away the source of this dark deal, free the
high cleric from his torturous form, and clear the countryside of the evil that pervaded it. Unfortunately,
before the Claret Orders could be celebrated as saviors, the armies of the empire swept into the freshly

purged Marrow Valley and crushed the Julous Dominion.

The newly installed Dwendalian lords blamed the Claret Orders for inviting fiends into the Marrow Valley.
While some knew the truth and tried to clear their name, it quickly became clear the Claret Orders were no
longer welcome in their own homeland. Trence and his troupe of blood-tithed warriors went into hiding.
Even in the face of such opposition, they never stopped protecting their lands from the shadows, seeking

and destroying evils that emerged from the scars of the Calamity.

T ORDERS
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The creed of the Claret Orders asks its followers to commit their lives to hunting monsters that threaten the sanctity of life and joy. While the sacrifice is
great, the reward is the continued existence of purity and good in the world. The orders strive to protect those who cannot protect themselves from the
terrors that go unseen by their noble lords and ladies. Most take little credit for their services, beyond means to live and travel. Some have strayed, using

their skills to amass a fortune, but the heads of the orders deliver swift justice unto those who exploit the people they are sworn to protect.
Relationships

The existence of the Claret Orders is largely rumor and myth in most places, as the orders have no alliance with or allegiance to any standing government
or group. The empire is well aware of their presence and makes a point to ignore their heroic deeds while publicizing misdeeds of those few hunters that

succumb to the corrupting influence of their powers.

Some splinter orders have traveled beyond the boundaries of the empire, seeking more welcoming folk and more unique challenges in lands across
Exandria. Still, no matter where the guardians of the Claret Orders travel, they know they will never be free from the hatred of those that misunderstand

them.

Figures of Interest

Weeding out the terrors that feed at the edges of civilization, the members of the orders work for little more than the satisfaction of a deadly job well

done.

Claret Director Jette Brashan

Neutral, male half-orc

An elderly priest of the Raven Queen who's as revered as he is feared, Jette has a powerful will and a tactician’s mind. Jette never makes direct eye
contact, and it seems that his attention is scattered among a dozen points at any given time, yet his ability to read patterns and calculate the hidden
nature of evil leaves his compatriots in awe. Absolutely dedicated to the eradication of fiendish influence on the mortal plane, Jette has sacrificed much in

his pursuit — all who serve him suspect that, one day, he will gladly make the ultimate sacrifice.

Elias de Corvo

Neutral good, male human

A famed blood hunter across the orders, Elias has successfully hunted some of the vilest creatures in all the planes and lived to tell the tale, though his
scars show the cost of his victories. In his later years, Elias is now focused on training and mentoring new members of the orders, trying to instill in them

morals that anchor them to their better nature.

Lilyana Cayd
Chaotic good, female werewolf (half-elf)

A sarcastic spitfire who joined the orders to help gain control over her lycanthropy, Lilyana has become a masterful blood hunter in an impressively short
period of time. She leads many hunts with her keen, lycanthropic senses, and is known for being more personable than most who undergo the Hunter’s

Bane. Lilyana is spoken of with equal parts irritation and awe within the circles of the orders.
Golden Grin

When the lands of Tal'Dorei were ruled by the tyrant Drassig, a hidden society of muses, storytellers, bards, and folk heroes assembled to oppose their
despotic king. The Golden Grin has endured since those dark years, and it has secretly guided the just, inspired the common folk, and planted the seeds of

discontent and rebellion amid tyranny ever since.

Each member, known as a grinner, pledges to uphold the ideal that every individual has
the power to change the world. They seek out places where hope is faint and the soul
grows dim without inspiration, lifting the spirits of the downtrodden and heartening
those who feel forgotten. Little is known about the Golden Grin aside from myths and
rumors, and its members prefer it this way. The grinners listen for whispers and

information using fabricated personas they create when they join the faction.



THE GOLDEN GRIN

Goals

The Golden Grin — or simply the Grin — exists to enlighten and inspire, keeping ears and eyes out for the murmurs of tyranny and cruelty and deposing
those responsible through social upheaval, or occasionally direct intervention. The idea that each person is capable of great things permeates its mantras
and beliefs, and the wandering storytellers of the Grin are known to pay handsomely for tales of local heroes and majestic deeds of courage to add to their
repertoire of stories and songs. If the people’s hearts grow cold enough to reject words and poems, the noblest of grinners will often rise to the occasion

and get their hands dirty to display such an act of heroism themselves.

Relationships

The Grin claims no formal allies, since its members never reveal themselves to others except in the direst of circumstances. They uplift and bolster other
groups that work with the people’s best interests at heart. Some grinners occasionally find their way into government positions, granting them a platform
to disseminate the ideals behind their cause. While some may not agree with their rather anarchistic views, grinners are generally regarded as idealistic

paragons of individual virtue.

The Grin’s mischief in Wildemount began relatively recently, so it is largely unknown and able to conduct its work unimpeded; however, those versed in
historical lore might know of its deeds and read the signs of its meddling. The Golden Grin currently is seeking an alliance with the Library of the Cobalt

Soul to root out the untrustworthy within the Cobalt Soul and align their interests to aid the people of Wildemount.

Figures of Interest

In a world where strife and struggle often define one’s life, it takes a certain quality of hero to step up and answer the call of the Grin.

Sir Linus Denwallop
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Master Duasad Keef

Chaotic good, male human

An affluent noble among the upper crust of the Clovis Concord, Duasad is an inheritor of the Keef family’s ancient, generational wealth. Duasad was raised
as a woman, but realized as a young adult that something wasn't right, and sought a mage to help him transition — a fairly simple task in the concord, at

least for those with affluence.

These days, Duasad has become well known as a powerful empath who uses his psychic talents to help others deal with trauma or seek a more fulfilling
path in life. He has become one of the most influential and effective members of the Golden Grin in Wildemount. However, the radical shifts in his clients’

life choices have not gone unnoticed, and Duasad is aware that the watchful gaze of the Clovis Concord is now firmly fixed on him.
The Revelry

The Revelry’s allies within the Clovis Concord will tell you that they turned to piracy because of the concord’s excessive taxes and unjust laws. Perhaps it
began that way, but over time, a movement that began as public dissent turned to lawful protest, which then became violent action. Eventually, a union of

disenfranchised salvage ships and trade vessels fought their way into the Dragshallow Reef and violently overthrew the small sanctuary port of Darktow.

After establishing a lawless base of operations on the isle of Darktow, these pirates began stalking the well-known shipping routes of the Menagerie Coast
to harry, intimidate, steal from, and destroy passing ships that flew under the concord’s banner. Calling themselves The Revelry, these “free folk of the sea”
have now spent over forty years terrorizing the Lucidian Ocean. With loose morals and a twisted code of honor, they take what they want from less
protected targets while living a life of debauchery in the well-guarded haven of Darktow. The Revelry lacks a uniform symbol, instead changing the colors

and symbols of its banner regularly to avoid counterfeiting and infiltration.

The Revelry is governed by a collective of captains, all of whom defer to the final word of the Plank King, a capricious monarch who never leaves Darktow.
The original Plank King, Hunnis Breeah, ruled for twenty-five years before a goliath named Wyatt Maranoss challenged him for his increasingly

lackadaisical attitude — and won. Now Breeah is dead, and Wyatt claims the title of Plank King.
Goals

While the Revelry’s original goal was to scare the concord into revoking their soaring taxes, its charter has changed. The Clovis Concord refused to change
its laws, and the pirates found a certain dark joy in theft and murder on the waves. The original members of the Revelry (and now their children) have no
plans to return to their former lives as legitimate traders. They intend to maintain and grow their operations across the Lucidian Ocean, while continuing to

defend and improve their fortress in Darktow, finding intricate ways of reinforcing the reefs with dangerous traps and impassable barriers.

The Revelry has since expanded their interests beyond mere piracy. Relics and secrets dating back to the Age of Arcanum and beyond are rumored to be
scattered all across the coast and the Swavain Islands. Some scavengers have returned to Darktow with proof of such artifacts, and a new kind of
aspiring treasure seeker has emerged within the Revelry: one who seeks to plunder from the dead rather than the living. The drive to outdo their fellow

sailors has already placed several ships in serious danger.

Relationships

Each member of the Revelry known to the Clovis Concord is considered a major criminal, amassing an ever-growing bounty with each infraction they

commit and every ship they raid. Those arrested are generally executed and strapped to the rocks outside Brokenbank as a warning.

Some of the more affluent Marquesian merchant guilds that have little investment in concord shipments use back-channels to pay off the Revelry and fly

specific colors when crossing their territory to avoid being boarded.
Figures of Interest

Whether it be for glory, for gold, or for freedom from law on the ocean waves, the banner of the Revelry calls many to join the cause.

Wyatt Maranoss, the Plank King

Chaotic evil, male goliath



After seizing the mantle of Plank King, Wyatt quickly established his position with displays of tactical brilliance, fair judgment, and brutal retribution. Wyatt
is eager to maintain the approval of his captains and often throws bawdy, drunken celebrations for his subordinates and the people of Darktow to offset
periods of unrest or frustration. Initially friendly and welcoming to an almost unsettling degree, Wyatt has a reputation for abruptly turning into a cruel and

violent dictator when his trust and hospitality are violated.

Captain Alyson Paij

Chaotic good, female human

Known to many as the “Screaming Knuckle,” Alyson is the loud and joyful captain of the ship The Il Hand who enjoys a good brawl as much as she
appreciates a stiff drink. Paij took to piracy because of her hatred for the Clovis Concord, but she is driven by an uncompromising sense of moral duty to
the downtrodden. She never raids civilian vessels, and she does her best to rein in the Revelry’s cruelest captains and focus their efforts on those who

deserve to have their goods stolen.
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CH. 2: FACTIONS AND SOCIETIES MENAGERIE COAST

Wildemount Gazetteer

THE BEAUTY AND DANGER OF WILDEMOUNT ARE ALL BUT LOST ON A PARTY OF ADVENTURERS TRAVERSING THE BROKENVEIL BLUFFS

I've certainly seen much of it, and it is very beautiful. Beautiful, and terrifying, and cold, and humid, and deadly, and joyous, and full of strife, struggle, and hope. It's home,
and that's enough for me. Doty, did you get all that?"

—Taryon Darrington, The Daring Trials and Tribulations of Ser Taryon Darrington

Along the western shores, turbulent ocean currents batter trade ships as they ride the winds toward port cities that shine like diamonds on the verdant
coastline. Monstrous behemoths plod across the cracked and blighted barrens of the eastern valley. The desolate northern tundra is a lawless wilderness
where power-hungry scavengers hunt for ancient artifacts buried beneath the ice. Wildemount is a vast and varied landscape brimming with possit™  ~

for any adventure.
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This chapter presents the various areas of Wildemount, broken into seven major regions: the Menagerie Coast; the Zemni Fields and Marrow Valley, which
together form Western Wynandir; the Greying Wildlands and Eiselcross, which shape what is known as the Biting North; and lastly the Wastes of Xhorhas
and Blightshore, which comprise Eastern Wynandir. Each section describes the region's important locations and includes plot hooks for adventurers who

travel there.

Adventure hooks presented within this chapter are broken down into recommended ranges of adventuring party level:

low level (1-6)
mid level (7-11)

¢ high level (12-16)
« epic level (17-20)

Adventure hooks labeled as "any level" can be presented at any point in your party's journey, with a little planning. You are welcome to adjust the difficulty

of any of these adventure hooks to fit your campaign.
Regions

* Menagerie Coast
¢ Marrow Valley

e Zemni Fields

e Greying Wildlands
¢ Eiselcross

¢ Wastes of Xorhas
¢ Blightshore

¢ Distant Lands of Exandria
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Menagerie Coast

Spanning the length of Wildemount's southwest coastline along the Lucidian Ocean, the Menagerie Coast is a lush, rain-swept, tropical region filled with
scattered forests and jungles, rocky seaside cliffs and beaches, overgrown islands, and bustling trade routes that traverse the perilous seas. The coast is
ruled by a nation comprised of seven city-states whose cultural and political leaders have united to form the Clovis Concord. This land is known far and

wide as a place for lively trade, vibrant art, performance, and excellent food—as well as the indulgence of vice, piracy, and illicit business.

Five of the seven cities have open shipping ports, supporting a robust economy of goods, services, and contraband. The Myriad crime syndicate has had
its hands in the affairs of the concord for decades, and while officials publicly deny that the Myriad is still active along the Menagerie Coast, local

guildmasters and politicians fear that the Myriad is stronger than ever.

The major cities that comprise the Menagerie Coast are Port Damali, Feolinn, Othe, Nicodranas, Gwardan, Port Zoon, and Tussoa. Beyond the coastal
cities, the Swavain Islands are scattered across the Lucidian Ocean, bearing shipping posts, dangerous reefs, and ancient secrets hidden in the bellies of
hungry jungles. The pirates of the Revelry stalk the oceanic trade lanes, hassling merchants, marines, and adventurers alike. As any adventurer will attest,

all this danger guarantees that travel along the Menagerie Coast is an anxious, thrilling, and profitable experience—if you know where to look.
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Bisaft Isle

The largest island in an archipelago southwest of Port Damali, Bisaft Isle is a lush expanse of jungle, nut and fruit trees, exotic creatures, and thick
mangroves. Swarming with denizens that call the dense foliage home, Bisaft has become a favored location to hide contraband or conduct unlawful
activity beyond the sight of the Clovis Concord. Bisaft is dotted with abandoned ruins of the Ki'Nau who once ruled this jungle, and some believe that

these villages hide knowledge and gifts granted to the Ki'Nau by their elemental patrons.

Along the southern shore of the island lies a single bastion of civilization, known as Bisaft Post. A small village of no more than eight hundred people, the
harbor town is a tropical escape for concord citizens and a surprisingly busy place of business for ships in need of resources and repairs while passing

through the trade lanes of the Swavain Islands.

Brokenbank

Population: 1,520 (74% humans, 9% tabaxi, 6% dwarves, 11% other races)
Government: The settlement is run by the portcaller and his personal Zhelezo soldiers. Minor power struggles occur with local business leaders.
Defense: Beyond the Zhelezo, there is a small volunteer militia of fishers and ex-military locals.

Commerce: Basic supplies are available, though sources are limited to a few inns and places of trade. Some merchant sailors bring rarer goods on

occasion.

Organizations: Aside from scattered shrines, no full temples exist in Brokenbank. The settlement is too small to support independent guilds; large

businesses control internal commerce.

Brokenbank is a coastal settlement built along the beautiful northern beaches of the island of the same name. Its bustling docks that are filled with
foreign ships coming and going at a moment's notice. Despite its muddy streets, Brokenbank plays an important role in the trade business of the coast. It
is the first major entry port for the Menagerie Coast; most trade ships and shipping vessels check in at Brokenbank to resupply and submit to official
inspection before entering any of the coastal ports. However, since Brokenbank lacks the strong cultural identity of the mainland city-states, the concord

doesn't recognize it as an official city with a marquis.



punishment to petty thieves, cross-referencing all documentation to ensure that the sterling reputations of the shipping guilds and Brokenbank itself aren't

tarnished.

Geography
The busy port consists of a curved main street that follows the shape of the inlet, forming a stretched half-circle facing the northern ocean. It's not
uncommon to see the port full of docked vessels while other ships weigh anchor in the harbor, eager for spots to open up. The strong sea breeze keeps

the denizens cool under the glaring sun that bakes the dirt and sand along the banks of the settlement.

Brokenbank Adventures

The characters could come to Brokenbank to buy or sell a ship or exotic items, or to find a merchant hiring adventurers for protection.

For the Myriad (Low Level). Agents of the Myriad hire the characters to find information they can use to blackmail Portcaller Mazin Fahreed. What

evidence might the characters find of the portcaller's dirty deeds?
Bwualli

Bwualli is the largest of the Swavain Islands, and its volcanic peak, Itaa, is said to have been one of the many thrones of Kord the Storm Lord while he
walked Exandria. The active volcano is a smoldering monolith of black rock and gray smoke that shakes the surrounding lands with sporadic eruptions.
Where the glass and rock has cooled, a crowded jungle teeming with aggressive wildlife and lurking pitfalls awaits those who brave the untamed isle. The
smugglers and pirates of the Revelry take advantage of Bwualli's dangerous and unstable reputation to hide their plunder on the island, carving out lairs to
hide their gains. The recent tales of a nameless horror that stalks the volcanic crags only embolden the pirates. They jeer that the Clovis Concord's

officers lack the guts to investigate.

Copia Lake

North of Tussoa, the sparkling waters of Copia Lake are nestled within the Copia Wildwood, a thousand feet up in the Cyrios Mountains. The lake is
considered a sacred pool where Ki'Nau warriors and priests would ascend to purify themselves of terrible dreams and spirits. As such, the concord has
outlawed fishing or diving except for of ceremonial purposes. However, the lake is isolated and only sparsely guarded by Zhelezo, so the area has become

a favored drop point for contraband, and passing smugglers have decided to pick up some extra coin by poaching the sacred fish unique to the lake.
Copia Wildwood

The Copia Wildwood winds through the Cyrios Valley north of the city of Tussoa, and wraps around the base of the mountains like a coiling verdant
serpent. While the outer edges of the forest provide strong timber for the surrounding cities, deep beyond the welcoming tree line lie the swaths of heavy
spruce and fir trees infested with all manner of large, hungry predators. Locals spread tales of an intelligent behemoth who lives in the nearby mountains

and devours or enslaves any who wander too far into the woods.

Copia Wildwood Adventures

This dangerous forest is the perfect spot for characters to face powerful predators.

Something Wicked This Way Comes (Mid Level). Something is forcing the giants of the mountains to migrate southward into the wildwood. The party is
hired by the foreman of the Shekis Timber Company to eliminate these unwelcome brutes, offering gold for each giant head delivered. However, when the
characters face one of these towering giants, they might notice their sallow figures and the look of fear in their eyes—they're not attacking, they're running

from something.
Cyrios End Forest

Along the southern edge of the Cyrios Mountains is a dense timberland of softwood trees and jungle vegetation. The Cyrios End Forest provides lumber
used to create quality paper, but those who harvest from the woodland generally keep to the perimeter. Deep within the twisting paths and fern-cluttered
floor, deadly creatures hunt in the shadows, while abandoned huts and lodges crumble around a toppled temple, now mostly reclaimed by the forest.
Adventurers and historians have helmed expeditions into the remnants of this Ki'Nau village and the temple, but have often returned wounded or diseased,

or have never returned at all.

Cyrios Mountains
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Many Eyes for Many a Prize (Mid Level). Rumors reach the coast that a hidden mountain valley holds a mysterious collection of statues. The characters
are hired to accompany a curator of the Cobalt Soul to investigate the nature of this strange menagerie, only to discover that numerous curators have
already been added to this display by an eccentric beholder called Enxanash who wants to build a beautiful museum of zoology. The characters must

defeat the beholder, convince it to relinquish its collection, or steal the petrified victims.
Areas (D-F)
Darktow Isle

The volcanic rock that forms the jagged cliffs of Darktow Isle is wildly varied in height and shape, creating the impression of a massive, toothy maw.
These rocks hide many caverns and tunnels that have inspired numerous local myths of secret hideouts and legendary beasts. The island is barren of
greenery, save for the verdant basin in its center, known to locals as the Pit. This small pocket of jungle is the largest source of natural resources on the

isle, and its fruit, game, and timber sustain the pirate haven in lean times.

The Dragshallow Reefs that surround Darktow Isle have claimed many ships over the years. Their wrecked skeletons have been dragged atop the rocks as
an additional barrier to intruders and as a warning to trespassers. A dragon turtle named Idok stalks the reefs, but an accord between the cunning
creature and the Plank King himself keeps Idok away from pirate vessels. In return, the dragon turtle can do whatever it wishes with any other ships that
enter the island's twisted waterways. The denizens of Darktow have further fortified the reefs with sentry posts, hidden weaponry, and deployable pitfalls
to prevent unauthorized entry through the southern channel. The defenders of the channel have orders to fire without warning on any ships that do not fly

the colors of the Revelry.

Darktow

Population: 1,306 (61% humans, 12% elves, 9% dwarves, 18% other races)
Government: The island is ruled by the Plank King, whose power is maintained through the pirate lords loyal to him.

Defense: Numerous hidden ballistae, siege weapons, explosives, and magical wards guard the waterway to the city. The harbor holds a powerful navy of

pirate vessels, and most Darktow denizens are accomplished cutthroats, ready to fight any threat to their city.

Commerce: Most goods and services can be found here, as well as all kinds of rare, exotic, and dangerous supplies that find their way here from far-off

raids.
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as a whole.
Though the Plank King rarely leaves the Throne Roost in the town of Darktow, he oversees operations, organizes raids, protects the island, and punishes

traitors.

Crime

One would think a landscape of law-breakers would be rife with crime, but the rule of the Plank King heavily punishes thievery within Darktow. A number of
bird-picked skulls adorn the rocky shore aside his lair as a warning to play nice with one's fellow pirates. Even so, some folks do push those boundaries
should they feel confident in their ability to get away with it. Theft and conflict beyond the boundaries of the Dragshallow Reef is reviewed and judged by
the Plank King.

Geography
The town's many ramshackle structures sprawl across numerous rock shelves and caverns, connected by bridges, tunnels, and rickety platforms. A vast
shipyard surrounds the southern cliffs with a winding network of docks and bridges, while other fortifications bristle with cannons. Other siege weapons

dot the jagged edges of the isle.

A series of watchtowers keeps vigil over the inlet, their torches flickering within the midnight fog. A precarious, winding cliffside stair leads to the Throne
Roost, the cavern where the Plank King makes his home. Atop that same cliff, a mysterious arcane device is under construction; some believe that it is

intended to defend the Revelry's stronghold in case some fool from the Clovis Concord attempts to bring a skyship over their heads.

ARRI



Deep beneath the waves of the open Lucidian Ocean lies a terrifying graveyard of wrecked, merrow-infested ships scattered across the ocean floor. This
sunken cemetery of broken vessels is strewn over miles and miles, and each salvage ship that tries to reclaim cargo from the Diver's Grave only adds
another corpse to its hungry sands. The Grave seems to sense ships as they approach and sends out a storm to consume them. At the heart of the Grave
is an underwater maze of carnivorous seaweed, and within this dread labyrinth lives Dashilla the Dreadful, a terrible sea fury (see chapter 7) who hungrily

awaits her next shipment of wayward sailors.
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Revelry Razing (Mid Level). The Revelry knows that finding and destroying Dolithil Mine would be an excellent way to hinder their enemies in the Clovis

Concord. The characters could be hired by the Revelry to find and destroy the mine, or by the concord to defend the mine from Revelry invaders.
Doralle Woods

The Doralle Woods are tucked away at the base of the Cyrios Mountains. The woodlands are a major source of game, timber, and herbal medicines for the
nearby elven city of Gwardan and the surrounding coast, fed by the watershed of the nearby mountain range. Fishers often follow the path alongside the
Doralle River into the northern lake to catch rare fish and silt-born shellfish only found within those crystal waters. Travelers and hunters that traverse the
woods are advised to bring offerings of fresh bread, tropical fruits, and even pearls for the woodland spirits that are rumored to call the forest home. A
community of fey beings watch over these woods, stepping from the veil of the Feywild to meddle with trespassers who show disrespect, or terrorize
those who seek to rob the wilds of their boons. Local stories speak of a crew of unsanctioned loggers from Tussoa who vanished naught but a week into

their venture, only to return a month later aged thirty years, with no memory of what occurred in the interim.
Everplume

Those who brave the waters surrounding the Torrid Reef, south of the Shearing Channel, find their view of the horizon broken by an endless column of jet-
black smoke rising from beneath the ocean. Hidden under the rolling waves is the monstrous volcano Everplume, which fills the surrounding waters with
murky soot, toxic fumes, and boiling heat. Elemental energy swirls around this ominous peak, leading many experts to believe that a rift to the Elemental
Plane of Fire might sit at its heart, unknown to the Ashari people, who safeguard breaches between the Material Plane and the Elemental Planes
elsewhere in Exandria. Natural creatures of the deep have been slowly twisted into fiery mockeries of their original selves, and regular tremors suggest

that the mountain may be growing.
Feolinn

Population: 12,700 (73% humans, 10% elves, 5% gnomes, 12% other races)

Government: Marquis Hector Soliva runs the city, with wealthy, non-competitive businesses operating as an unofficial council.
Defense: Local Zhelezo keep the peace and protect the city perimeter. Affluent members of society also keep a hired guard.
Commerce: Most basic supplies are readily available in taverns, inns, and the marketplace.

Organizations: Shrines and temples to the Prime Deities are present, if downplayed in prominence. Local merchant families vie for financial and political

dominance, leaving room for growing Myriad corruption.

Smaller than its nearest coastal neighbors, Feolinn is widely referred to as the Garden City for its rural aesthetic, proximity to the Plumgroves, and well-
kept parks and gardens. Feolinn acts as a harbor for the plentiful fishing around the Mother's Sigh Reef, as well as a destination for travelers looking to
escape the chaos of Exandria's woes. Feolinn is a popular destination for wealthy socialites, and it is filled with businesses that specialize in indulgence

and self-pampering.

The abundance of fruit and sweet roots harvested from the Plumgroves has given rise to a competitive wine and spirits industry. Feolinn wines and ciders

are renowned throughout Exandria. The vintners of Feolinn are known for their intense pride—and for the disdain they have for other vineyards, such as
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Visible, violent, and unbecoming criminal activity is swiftly quelled to avoid tarnishing the reputation of the fair city. However, quiet lawbreaking occurs
within back rooms of wineries and the mansions of the upper class. A number of powerful local businesses have even fallen in with the Myriad to unseat

their competitors, and though few are aware of it, Feolinn is now nearly as corrupt as Port Damali.

Geography

Buttressed against the southern tree line of the Plumgroves and surrounded by a number of small family farms, Feolinn is replete with rural charm. The
city itself is comprised of four main roads that form a large rectangle, with each corner ending in a promenade filled with shops and pubs, while the city
center is mostly made up of residential homes and affluent estates. Suamalie Way specializes in food and fine dining, while Alt'afi Avenue sports theaters,
bathhouses, gambling halls, and other venues for private entertainment. Minceli Road contains administration buildings and Zhelezo barracks, and Soyer

Street is home to many of the local harvesters and working class folk.

Feolinn Adventures

Feolinn is a good place for adventurers to get caught up in shady business deals and cutthroat competition.

Loose Lips (Low Level). The characters are invited to a citywide alcohol fair, where Feolinn's wineries and distilleries enter their products to compete for
prizes. The fair is secretly sponsored by the Myriad, which plans to get the city's most influential people drunk and learn their secrets to use as blackmail.

The characters get wind of this plan and must decide whether to stop the Myriad or get in on the plan.

Celebrity Endorsement (Any Level). After the characters gain recognition for their deeds, the competing wineries and distilleries in Feolinn attempt to
convince them to become official spokespeople of their brands, offering money and free booze. If the characters accept an offer, the rejected companies

turn on them, trying to embarrass the characters at every turn and hiring rival adventurers to take credit for their accomplishments.



Population: 18,900 (63% elves, 16% humans, 11% gnomes, 10% other races)
Government: The city is governed by the four Noldar, one of whom must act as marquis.
Defense: Gwardan has a respectable force of Zhelezo, mercenaries, and trained citizen militia. Elders and prominent figures keep a small personal guard.

Commerce: Most basic goods and facilities can be found within the city, while rarer commodities are scarce. Inns and taverns are limited compared to

other coastal cities.

Organizations: The Houses of Sagacity (see "Geography" below) are the center of worship, though small shrines dot the city. The Clovis Concord is

involved in the city's affairs, though kept peripheral by the Noldar. Myriad interests are slowly invading.

After the sea guardian of the Ki'Nau was banished, the Menagerie Coast received an influx of travelers from Marquet. Many Ki'Nau of elven heritage joined
the desert elves of Marquet to seek a new home. They traveled inland toward the protection of the Cyrios Mountains, where precious metals and stones
lay unclaimed, and paid their respects to the fey folk of the Doralle, taking only what lumber they felt was needed. Together, they built a new center for

elven culture among the fields outside the forest.

When the Clovis Concord was established, Gwardan was the force that mandated autonomy between each city-state. The elegantly carved wooden arches
of Gwardan rise out of the fields like the waving grass writ large, with neighborhoods of domed yurts rising into tall spires of brass and silver. The Houses

of Sagacity allow a limited number of students annually to join their halls to seek higher knowledge.

Steamcasting

The elves of Gwardan built sprawling mines throughout the nearby mountains, becoming the most renowned metallurgists and smiths across the
Menagerie Coast. The mingling of elven cultures has occasioned the guarded development of a unique style of metalworking. Blending organic designs
with super-heated caustic mists, the "steamcasting" process imbues metal with a prismatic shimmer and enables cheap, brittle materials to become as
workable and as strong as steel. Gwardan is known across Exandria for its unique steamcast goods, and no one else has managed to get the style quite

right, making Gwardan's decor, jewelry, and weapons coveted throughout the world.

Government

General city affairs are overseen by the Noldar, a council of four figures who represent the larger facets of Gwardan society. Though the Noldar were

established in the interest of fairness, they were forced to select one of their number as their marquis when Gwardan entered into the Clovis Concord.

Currently, Marquis Vasan Atrith has led the Gwardan people for just under a century, and is seen as both just and forthright.

Crime
While Marquis Atrith has been willing to allow outsiders to visit and live within the city, rising crime and rumors of the Myriad's return to the Menagerie

Coast have set her on edge. Thieves have tried numerous times to uncover the secret process of steamcasting, causing her to increase the number of
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assassin. The elf disappeared five years ago, but spies report that she resides in Gwardan under the name Valemis Tirdra. One of the Shadycreek Tribes,
or a faction that wants to see Talamin pay for her crimes, hires the characters to capture the elf. When the characters find Talamin, they learn that all she

desires is to leave her violent past behind and live out her days with her new family, including her two young children.
Hearthstar Peaks

Visible even from the ocean, the Hearthstar Peaks are a compact, dizzyingly tall cluster of mountains near Port Damali. The highest peak, known as the
Hearthstar, has a giant column of ever-burning arcane fire. The Hearthstar is a beacon that warns nearby ships of the rough and unwelcome rocky coast in
the region, guiding them eastward to the Edgepoint Lighthouse at the tip of the peninsula and onward to the safe harbor of Port Damali. The sheer slopes
of the mountains are incredibly dangerous to climb, but some do enjoy the challenge, and there are occasional rumors of arcanists who float to the

highest peaks to hide away their secrets in the topmost caverns.
Lushgut Forest

Choking the valley floor between the Stonecage Cliffs and the entire northwest region of the Menagerie Coast, the Lushgut Forest is a monument to the
fury and anger of Melora. It is said that a terrible battle between Melora and Zehir took place during the Calamity, when the Cloaked Serpent plotted an
ambush by a shrine to the Wild Mother. This ambush poisoned and slaughtered an innumerable number of Melora's chosen. In her anguish and rage,
Melora's scream shook the heavens and birthed a twisting, thorny woodland that crushed and consumed the serpentfolk of Zehir, sending the dark god
fleeing the valley. The Lushgut Forest remains a physical manifestation of the Wild Mother's vengeful nature; her wrath is embodied in the tall, curling
boughs that still ooze toxins from the poison left in Zehir's wake. The poisonous denizens of the labyrinthine wilderness of shadow and fumes are
rumored to protect something that lingers near its center, and scholars still debate if these slithering sentinels are born from the will of Melora or the spite

of Zehir.

The deep woods of the Lushgut Forest are also home to a civilization of goblins and bugbears known as the Vinewreathed Enclave. This druidic order is
led by bugbears who have used their natural magic to break the control which Bane, the Strife Emperor, holds over their westward goblin kin. They are

devotees of the Wild Mother, whom they know as an-Melzidanye.

Lushgut Adventures

Whether traveling from Tal'Dorei or wandering far north of the Menagerie Coast, adventuring parties can find unique challenges within these deep woods.

Venomous Request (Low Level). Wandering deep into the shady heart of the forest, the characters discover a hidden society of yuan-ti who worship the
Wild Mother instead of Zehir. However, they bear a cancerous curse that cuts their lives short, which they believe stems from the poisonous sunken
temple they choose to guard in Melora's name, slaying the twisted creatures that spill from its corruption. The village leader asks the characters for aid in

venturing deep into the deadly temple to seek the source of these terrors, and perhaps their own curse, in hopes of destroying it once and for all.

Nicodranas

n through his family's ties with the Dwendalian Empire.



Defense: A respectable army remains stationed within Nicodranas to dissuade empire foolishness. Zhelezo mingle with small squads of imperial

Crownsguard. Powerful nobles and diplomats also keep hired swords and guards.

Commerce: The Dwendalian Empire is Nicodranas's primary foreign trade partner, and Nicodranas is renowned as a city where foreign travelers can find

respite and entertainment.

Organizations: The port is home to many places of worship, though temples to the gods approved by the empire are kept to the north side of the city,
separated from those of banned gods. The Dwendalian Empire has a strong presence among high society. The Myriad is very quiet but unquestionably

present.

The easternmost city of the Menagerie Coast, Nicodranas (meaning "gathering of colors" in Draconic) sits close to the Dwendalian Empire's southern
border. The proximity to the empire has made Nicodranas as an embassy state between the two powers, and the city hosts most diplomatic relations
between the Clovis Concord and the Dwendalian Empire. The second-largest city of the coast, Nicodranas is similar to its larger sister city, Port Damali.

Although it lacks the bustle of the unofficial capital, Nicodranas is preferred by travelers who dislike the crowds and rapid pace of Port Damali.

A lighthouse of the Wild Mother overlooks the docks of the Restless Wharf, where traders and sailors maneuver their goods in and out of the harbor. Many
of the local businesses are connected with either the ruling Uludan family or the entrepreneurial mage Yussa Errenis in the Tidepeak Tower, creating an
additional level of competition. Those with coin to spend eventually find themselves drawn to the delights of the Opal Archways, where dens of indulgence

are plentiful, though they are always under the supervision of the local Zhelezo guard.

The Nearest Escape
Sitting just beyond the southern borders of the empire, Nicodranas has been nicknamed "the Escape” for many who seek to enjoy the simple pleasures of
the tropics—but also because other folk come here to flee from the dreary realities of daily life in the city's plentiful gambling houses. Some successful

Dwendalian merchants have even gained the Cerberus Assembly's approval to relocate to Nicodranas.

Government

Nicodranas is currently led by Marquis Zhafe Uludan, a powerful guildmaster who is related to Lord Athesias Uludan, a respected member of the Cerberus
Assembly. This connection has enabled Zhafe's family line to maintain the tenuous truce between the empire and the Clovis Concord, including the
controlled trade and travel between borders. The Zhelezo who guard the city intermingle with assigned Dwendalian sentries, though the overlapping

jurisdiction occasionally causes conflict.

Crime

The awkward intersection of Dwendalian and concord law makes Nicodranas an especially dangerous place to delve into criminal activity. Both factions
are competitive in their enforcement of the laws, so the local criminals are extremely cautious to avoid attention. However, many things considered
unlawful within the empire are carefully regulated but nonetheless legal here, giving Nicodranas the dubious honor of being the safest place in

Wildemount to indulge in one's vices.

The Myriad is quiet here but unquestionably present, manipulating the black market to maneuver their contraband throughout both the Clovis Concord and

the Dwendalian Empire.

Geography

This vivid, lively port city is built below the mouth of the Wuyun Valley, where the Cyrios Mountains form the southeastern border of the Dwendalian
Empire. The districts within the city vary in architecture and atmosphere, meshing colorful Menagerie pavilions with the gothic, brooding Dwendalian
aesthetics as the cultures clash and mingle. Divided into four loose regions, each section is further divided by the lifestyles of the denizens based on

which side of the valley they hail from.

The Restless Wharf marks the eastern end of the city's shoreline, with a number of docks, warehouses, and a massive shipping bay run by the Glisteners
Guild, a privately owned subsidiary of the Uludan family. Many ships are guided into port by the Mother's Lighthouse, a colossal lighthouse carved in the
image of Melora. In perpetual competition with the Open Quay docks, the Restless Wharf is filled with cheap entertainment, pamphlets for services, and
false promises of competitive prices. The dock yard in the wharf has managed to keep a tight hold on repair supplies coming into the city, leaving the

Open Quay starved for materials.

On the western side of the city, the Open Quay is privately owned by Yussa Errenis, a wealthy merchant mage who purchased the land two centuries ago

after most of it burned down. He ignored offers to sell the land to the Uludan Family, and instead built an affordable bastion of rentable business s’



o to mark the

ity, glowing with

strict, so only
nobles, well-off merchants, and political figures can afford to call the Archways home. It's also common for foreign diplomats and moneylenders to own a

part-time leisure home within the area.

The Skew encompasses the residential sprawl of the city, a colorful collection of mismatched homesteads whose varying heights and sizes create a
jagged skyline. The streets are safer the closer to the Archways they are, but at night the lack of well-lit walkways makes it dangerous to walk through this

region alone.

Nicodranas Adventures

Characters looking to relax in Nicodranas might stumble into an adventure involving the Myriad, the Clovis Concord, or the Cerberus Assembly.

Vine Shine (Low Level). Overnight, heavy vines grow over the lighthouse of the Wild Mother, and anyone who cuts their way through to investigate the
sacred place doesn't return. The characters are hired to investigate and find an infestation of vine blights in the temple. How did the blights come to be?

Are they part of a plan to corrupt the lighthouse for dark purposes, or are they a priest's experiment gone terribly wrong?

Chaos Companions (High Level). While the characters visit the city, they witness a noble drop dead as a slaad tadpole bursts from her chest. More nobles
die in the same way as the characters investigate. They eventually discover that the victims all visited the same brothel, an establishment run by a death

slaad in disguise with several slaad bouncers.



Commerce: Basic needs can be readily tended to through a trading post or inn. Some traveling merchants bring outside goods, but rarer commodities are

sparse. Othe exports herbs with natural medicinal properties at high cost.

Organizations: A collection of small temples resides in the Apa-feids. Merchant guilds are small but work in conjunction with one another. Myriad agents

are embedded in numerous elements of the city.

Established around 410 PD by the Ki'Nau as a shamanistic site for meditation and medicinal ritual, the location expanded into the village of Othe when
Marquesian explorers discovered the unique properties of the Othemoor and the flora it sustains. Othe is the smallest of the coastal Clovis Concord
domains, and the local leaders are generally left to their own devices. This makes the social environment of Othe extremely insular and less hospitable to

outsiders who don't go out of their way to engage with the locals.

A Spiritual Elite

While the bogs surrounding Othe aren't the most picturesque of settings, the city is a regional center for spiritual guidance. Within the Apa-feids of Othe lie
many humble temples, where numerous holy guides welcome travelers who seek a comforting word or a moment of clarity. The spiritual traditions of the
native Ki'Nau people are alive and well here, and have melded with worship of the gods to create a unique religious practice. Here, connections are forged

between the modern tenets of the gods and the animistic faiths of the Ki'Nau people in search of universal truth.

Government

The Marquis Mata Laau-afu is a respected spiritual shaman who has followed in his family's tradition for generations. While he acts the part of the wise
and mysterious guide to the people of the marsh, Mata is also a shrewd negotiator and clever bureaucrat when dealing with the other marquises and the
politics of the Menagerie Coast. Bolstering his Zhelezo with a handful of faithful druidic guardians of the Othemoor, Mata remains vigilant in the protection

of his people and their interests.

Crime

As watchful as the marquis intends to be, the growing demand for Othe's unique medicinal herbs has drawn the attention of opportunists and swindlers.
Myriad agents masquerading as potential investors and partners in small family businesses have tried to abscond with herbal cuttings, but haven't yet
been able to break into the highly secretive society that cultivates them. Those that are caught trying to steal or counterfeit Othenian herbs are usually
thrown into the Bogpit prison, and weightier crimes come with severe penalties, such as being left tethered and submerged in the most putrid swamps of

the Othemoor.

Geography

Shaped like a large crescent, this settlement is built across a series of five small land masses that rise above the waterline of the Othemoor. These
landmasses are all connected by bridges, and each of the city's districts is built atop one or more of these islands. First, the Rudwashes are a residential
district whose houses have been built using bricks made of red clay from the marsh. The port, known as the Stark Docks, is where small boats and
storage buildings are used by the laborers of the city to gather resources. The Apa-feids form the central bulk of the city, with more modern buildings and

the elevated hall where the marquis resides. Here, a circle of small temples represents the prime pantheon.

While the winds are often earthy and mingled with marsh air, the simpler, pastoral lifestyle of Othe is more relaxed and spiritual than other locales along

the coast.

Othe Adventures

The characters may come to Othe to seek guidance from one of the city's many temples.

Seeking Misguidance (Any Level). A ranking official of the Clovis Concord is in Othe seeking guidance on handling the Myriad. The criminal organization

hires the characters to pose as holy guides and convince the official to work with the Myriad instead of against them.

Othemoor

Thick with humid air stinking of stale water and mildewed wood, the marshland of the Othemoor is considered by most outsiders to be an unpleasant
place filled with nasty creatures and sinister trees. As unwelcoming as the landscape might be, the minerals of the bog mud are known to have restorative
properties, and a number of extremely rare plants and roots that only grow in the Othemoor have become popular in modern medicine, as well as meals
within affluent social circles. The marsh is large and ancient, and has swallowed many secrets over the millennia, some of which have been known to rise

to the top of the muck unexpectedly.



Othemoor Adventures

The muck of Othemoor is filled with bodies, treasure, and even more mysterious things.

Blood Diamonds (High Level). When several diamonds are revealed by the shifting of Othemoor's muck, many adventurers, including the characters, head
for the swamp, hoping to strike it rich. The diamonds were actually planted by Pillia Ravenosa, a vampire, to bring prey into the Othemoor for her vampire

spawn.
Areas (P-R)
Pallid Grove

Hidden near the northern heart of the Cyrios Mountains, the valley known as the Pallid Grove is cut off from the rest of Wildemount by deadly peaks. Once
a beautiful, untouched woodland atop a mountain plateau, the grove was home to reclusive elves who worshiped Sehanine, protected by the illusory

magics of their moon priests.

During the Calamity, Torog and his loathsome minions pierced the elves' obfuscating barriers and burrowed beneath the grove, causing the plateau to sink
into a shadowed valley. His servants lapped at the roots of the trees from below, sucking the life and color from them, while many of the denizens of the
wood were dragged beneath the earth to be tortured in the bladed halls of the Crawling King. Now, nearly a millennium later, the bleached, broken, petrified

forest remains an eerie specter of the natural world, and its cursed history keeps travelers at bay.

Pale Survivors

It was thought the elves of the wood had been annihilated during the destruction of what is now known as the Pallid Grove, but a number of them survived
among the sunken roots. Living in fear of the Crawling King's cruelty and hiding from the destruction of the Calamity, these enduring elven clans kept to
the shadows of the valley and persisted through the ages. The blessings of the Moon Weaver shielded them from harm, and over time, these blessings
mingled with their natural adaption to the blighted forest and gave rise to a new subrace of elves known as the pallid elves. Only in recent years have these

timid survivors begun to step out into Exandria, curious and confused about the new world that has developed without them.

Palma Flora

Population: 1,780 (68% humans, 13% halflings, 11% dwarves, 8% other races)



ridge. Most

S

he perfect

Level). Pa
nearby undersea trench. The sahuagin tend to their flock of sharks peacefully and view the shark-hunters as cruel poachers. One sahuagin has made a
pact with the leviathan Uk'otoa and sworn vengeance on the people of Palma Flora. This adventure hook is expanded into a full introductory adventure in

chapter 5.
Plumgroves

The Plumgroves are a luscious woodland filled with soft grass, swaying tropical trees with white bark and purple flowers, and numerous varieties of
delicious, celebrated fruit. Nowhere else is there such a condensed collection of sought-after berries and fruit throughout the continent, and the people of

Feolinn have based their identity and lifestyle around this abundance.

Local laws limit the hunting of wild game to ensure a controlled ecosystem, and Zhelezo patrol the forest pathways to prevent poaching. The Plumgroves

are both beautiful and safe, and it's not uncommon for families and children to be seen strolling through the public trails.

Port Damali

Population: 82,110 (51% humans, 16% halflings, 15% elves, 18% other races)

Government: The city is helmed by Marquis Olesya Lapidus, who works with local guildmasters and nobles, bolstered by the distant support of the other

Clovis Concord members.
Defense: Port Damali maintains a sizable army alongside the many Zhelezo who guard the city. Nobles and wealthy merchants keep bodyguards.

Commerce: Nearly any sort of goods or services can be found here, legal and otherwise. The high volume of travelers means that there are plentiful inns,

taverns, underground markets, and rare auctions.

Organizations: Temples to the Prime Deities are common, and some notable shrines to the Betrayer Gods are secreted away within this large city. The

numerous merchant guilds run most businesses, but the Myriad is the real power behind the guilds themselves.

The jewel of the Menagerie Coast, the original Marquesian colony, and the unofficial capital of free trade outside the empire, Port Damali is a bustling city
filled with music, color, and commerce. The massive port hosts ships from all around the world, creating a mishmash of cultures and trades that mingle to
form the society of Port Damali. Trade routes splinter from all other sides of the city to ensure rapid transport of goods to destinations throughout

Wildemount and beyond.

The city's architecture is varied and inconsistent; the inner wards display their own historical roots or lavish opulence, while the outer wards attempt to
combat the slum-like atmosphere with cheap, colorful banners and street buskers. The city has a roiling underbelly of crime, murder, and corruption that

many say is regrettable but necessary for the city to function.
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A popular destination within Port Damali for wealthy merchants, nobles, and collectors from all across Exandria is the Exalted Collection Auction House
within the Gilded Esplanade. Run by the esteemed Lord Gabriel Rymmer of the influential Rymmer family, this grandiose, if gaudy, establishment has all
manner of rare items, collectibles, and historical artifacts brought from around Exandria to be sold to whomever offers the most gold, with a small portion
of the sale filling the family's coffers. Socialites, nobility, celebrities, and the fabulously wealthy of Exandria travel here from all over the world, forging
bonds of rivalry with each purchase. When particularly powerful relics find their way to the auction house, it's rumored that beings from the Outer Planes

will masquerade as merchants to snatch up such prizes.

A Steamy Shift

Until recently, many of the businesses in Port Damali were heated and powered by a system of steam-powered engines, which were installed beneath the
city's streets. Unknown to most citizens, a marid had been shackled within the sewers to power the steam engines for decades. Recently, another marid in
Nicodranas was freed from a similar situation, inspiring an anonymous adventurer to free the marid in Port Damali from its shackles, leaving the engines
inert and many businesses without power. A large group of hired druids and mages are maintaining what functionality they can, but Marquis Olesya

Lapidus is desperately looking for an alternative energy source or a replacement for the steam engines.

Port of Sky and Sea

Port Damali is the central city for most seafaring business and shipping throughout the Lucidian Ocean and a popular destination for those with gold, but
it is also the only city in Wildemount with a skyport. While the empire refuses to establish a skyport within Rexxentrum, in what many believe to be a
symbol of their dedication to their isolation, Port Damali occasionally receives skyships from Tal'Dorei or Marquet, drawing crowds that rush to see the

majestic display.

Government
The laws of the Clovis Concord are enforced with varying stringency within each city. Nowhere is this more true than in Port Damali, where the law can be

bought like any other commodity. Anything can be purchased here, even the ear of Marquis Olesya Lapidus, the celebrated leader of Port Damali.

The Lapidus family rose to prominence over a century ago, when they shifted from employing merchants to deploying mercenaries. In time, anyone who
sought safety on the waves turned to Lapidus family privateers. As the fifth in her family to lead Port Damali, Marquis Olesya steadfastly collaborates with

the other leaders of the Menagerie Coast to keep the concord an independent nation, free from imperial control.



However, Marquis Lapidus faces threats on all sides. When she was distracted by the rise of the Revelry, the long-dormant Myriad swooped in and

conscripted many of the guilds she was supposed to oversee. Now she struggles to excise the Myriad claws embedded within the belly of her city.

Crime
Port Damali has been a pivotal nexus of Myriad activity for some time, and nearly all elements of major commerce within the city are tied to the crime
syndicate in some way. Many of the powerful merchants and company owners are either part of the Myriad or are indentured to it. As such, the city is the

beating heart of Exandria's slave trade, with slavers passing through often to discreetly move their bounty.

Those who fail the Myriad are shackled and shipped off as living contraband. Myriad operatives are plentiful within the law enforcement of Port Damali, so

most illegal activity is covered up or allowed to slide, unless such crime interferes with Myriad interests.

Geography

The largest city on the western coast of Wildemount, the resplendent seaside metropolis of Port Damali is nestled against the Tyodan River where it
meets the Lucidian Ocean. The city is built atop a cluster of leveled hills, and slight changes of elevation physically mark the variation between wards.
Past the farmsteads, beyond the tents and ramshackle homes that mark the boundaries of the city, lies the Prism Path, a series of connecting main roads
made of smooth, multicolored stones reclaimed from the ocean shores. These roads carve through the interior wards: the Tumbledowns, the Beaded

Alley, the Crescents, the Gilded Esplanade, and the Larboard Light.

The Tumbledowns. Within the Tumbledowns, the majority of citizens live in cramped structures of varied shape and design, from clay domes to thatched
huts to warped wooden shacks. The architecture resembles a mishmash of cultures from all over Exandria, which, along with the Prism Path, creates a

pleasant patchwork atmosphere even in the more run-down regions. A number of small temples are also situated in the Tumbledowns.

The Beaded Alley. The Beaded Alley is the center of general commerce and trade within Port Damali, named for the decorative cords that hang over each
intersection bearing all manner of streamers and dangling beads. Businesses both young and old all mingle here, competing for the attention of anyone

with coin. Many bards and performers bring an air of lively irreverence to the bustling atmosphere.

The Crescents. The ward known as the Crescents was named in reference to the seven large, moon-shaped statues that were a gift from the Alkamar
family when the city was founded. This affluent area houses competing guild families and well-connected nobles who wish to live near the politics of the

city or the delights of the port. The beautiful Pearl Shrine temple to Avandra and the Sunfall Sanctuary temple to Pelor reside within the Crescents.

The Gilded Esplanade. The Gilded Esplanade is definitely the most extravagant locale within Port Damali. Each street is lined with the most lauded of
artists and performers, with markets lush with expensive wares and high-end imports from around the world. Home to the Auction House and venues for
recurring festivities, as well as the spire-like skyport, the Esplanade is known to be the sparkling locale that comes to mind whenever people mention Port

Damali.

The Larboard Light. The massive harbor that forms the southern edge of the city is known as the Larboard Light. This upscale dockside region is as lavish
as docks come. Dozens of ships come into port every day, carrying goods and gold from all over, and many visitors coming to briefly live like a king with

the many amusements the city has to offer. The office of the marquis is located on the northern end of this ward.
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Zadash. The first courier takes the documents as far as the crossroads before handling them off to a second courier. Both couriers are knights of the

Crownsguard mounted on warhorses. The documents are war plans bearing magical wards and the seal of the king.
Blumenthal

Population: 3,850 (71% humans, 12% dwarves, 11% elves, 6% other races)

Government: Starosta Judus Olessia is the appointed leader of Blumenthal, but the countless directives from Rexxentrum often bypass him entirely.
Defense: A respectable cadre of Crownsguard and a small body of Righteous Brand soldiers keep the farmsteads of Blumenthal safe.

Commerce: While food, produce, and basic supplies are available, little else can be found since most trade heads straight to the capital.
Organizations: A temple to Pelor stands vigil over the heart of the farmland. The farming guilds all work under the strict expectations of the Crown.

A sprawling collection of rural farmsteads connected by administration buildings, Blumenthal is Rexxentrum's main source of produce and meat.
Numerous government-owned fields and orchards harvest cold-weather crops and livestock, and families chosen to tend to the land are paid by the Crown
to gather their goods and deliver them to the gates of the capital. Some who till the land are frustrated that they don't own their plots outright, but with
generational incentives for those who keep to the family plot like their ancestors, others see it as investment toward eventually living in greater comfort

than the typical farmer.

As Rexxentrum's survival depends on Blumenthal's fields, the Crown has erected dozens of Crownsguard watchtowers at the corner farmers' plots to
watch for thieves, scavengers, and monstrous predators. The people of Blumenthal can't help but feel the watchful eye of the Crown on them at all times,
looming over their work and dampening their spirits. Yet even in such troubled times, Starosta Judus Olessia works directly with Argonomist June Wiston

to improve the lives of the hard-working farmers who support the success of Blumenthal — and thus of the empire.

Blumenthal Adventures
Since Blumenthal's fields are critical to the survival of the people of Rexxentrum, adventurers might be hired by the empire to investigate disappearing or
dying animals or crops, or to stop monster raids from the Silberquel Ridge. Adventurers who work for the Kryn Dynasty could be asked to destroy crops or

poison goods headed for Rexxentrum.

Bad Beef (Low Level). Tainted beef from three different cattle farms in Blumenthal has killed several people in Rexxentrum. Crownsguard investigators
concluded that the meat was intentionally poisoned and hire the characters to find the culprits. Why hire outsiders? The Crownsguard in Blumenthal is on

the list of suspects, since they escorted the meat to Rexxentrum. Of course, the list of suspects doesn't stop there. Did the farmers work together because



The rustic elven city of Bysaes Tyl is tucked away in the northern region of the Pearlbow Wilderness. Built synergistically within the tangled boreal forests,
this hidden settlement of tall wooden arches and warm hearths sits below a massive network of treehouses and bridges that form the canopy and upper
levels of the city. The streets are made of smooth stones set in packed earth, gently enchanted to warm the pathways and melt the frequent snow. Large,
bowed tutoring halls hold lectures for the masses, while cleared patches of forest facilitate the training of warriors in the defense of both the city and the

empire.

Bysaes Tyl was founded by elves who fled the destruction of Molaesmyr in the Savalirwood and quietly began to build a new home away from the eyes of
the expanding empire. The elves of Bysaes Tyl struggled through the harsh winters for many years as they constructed their homestead, leaving the past

behind to look to the future of their society. Adversity bred a hard, guarded, and tight-knit people.

When the Crown discovered that an independent city-state had formed within imperial territory, an imperial envoy was dispatched to present the elves with
an ultimatum: accept Dwendalian rule or prepare for the empire to claim sovereignty over Bysaes Tyl by force. The Ring of Three, the elven elders,
convened and agreed not to fight. Many of their kind would die in a senseless war — and perhaps the elves would outlive their imperial rulers many years
hence. They agreed to submit and follow imperial laws and pay imperial taxes, under the condition that they could maintain some level of cultural

autonomy within their city.

The elves guard the secrets of their culture as best they can, maintaining a tenuous relationship with the Crown that holds to this day.

Leveraging a Legacy

Bysaes Tyl remains the only city of elven creation within the Dwendalian Empire. The denizens feel an intense need to protect and maintain their cultural
legacy, and to search for clues surrounding the mysterious destruction of their ancestral home. As per the agreement between Bysaes Tyl and the empire,
the Ring of Three has incorporated some elements of imperial society into their own and shared a number of arcane secrets and recovered artifacts from
Molaesmyr with the empire in exchange for their city's cultural autonomy. The elves wish to preserve their unique art and music, their crafting skills and
techniques, and knowledge gleaned from the ruins of Molaesmyr that might decide the future of their people. The rumors that secrets and relics within
Bysaes Tyl still remain hidden from the Crown and the Cerberus Assembly heighten the tension between the starosta and the Ring of Three, in addition to

the slowly increasing imperial oversight.

Government

As part of the agreement that brought the city into the fold of the Crown, the Ring of Three, comprised of the elven nobles Allusus Dawyne, Gwey
Yethneiros, and Amra Balleei, still oversee most aspects of city life. They must, however, work very closely with Starosta Uther Prent and his appointed
counselors when governing the infrastructure and enforcement of law and order. Uther's prejudice against elves is well-known throughout the empire, and
many believe this is why he was chosen for his position. The Ring of Three continues to deftly undermine Uther's leadership while simultaneously stroking

his ego, a dance that they have thus far executed with grace but which cannot continue forever.

Crime

The elves of the city rarely engage in criminal activity, but escalating theft and brutality from non-elven imperial citizens living within — or passing through
— Bysaes Tyl is a problem that the starosta largely ignores. Agents of the scattered Myriad have offered to help the Ring of Three manipulate the starosta
and his council. The Ring of Three are weighing the benefits of letting an unlawful organization into their midst to help their oppressed people against the

long-term consequences of working with such untrustworthy allies.

Geography

The city exists partially on the forest floor and partially within and around the trees, giving the settlement an air of rustic nostalgia that tempers its elven
mystique. The walled surface streets are known as the Rough, or Talan, where structures weave between rocks and wide-trunked trees, giving a slanted
octagonal shape to the tall, wooden exterior walls of the city. Nearly all structures here are built from pine and other taiga trees, favoring designs that
resemble a bowed arch rising to an apex. Spiraling staircases known as the Shrouds, or Halya, twist around and within trees, climbing up to the elevated

walkways and buildings amid the forest canopy.



BYSAES TYL

Bysaes Tyl Adventures
The tension between the Crown and the elves in Bysaes Tyl plays a part in any of the city's adventures. Elves trying to maintain their cultural connection
with nature and their lost homeland of Molaesmyr could look to adventurers for aid, the Crown could use help keeping the peace, and the Myriad could

hire the characters to infiltrate the city.

Elves, Arise (Mid Level). A group of elf assassins unhappy with the Crown's leadership hatch a plot to simultaneously assassinate the Ring of Three,
Starosta Uther Prent, and other important figures in Bysaes Tyl. They believe that with the Crown distracted by the war, now is a perfect time to rise up and

take back their city. The characters get wind of the plot and must decide whether to ignore, stop, or support the assassins.

Evil, Arise (Epic Level). A powerful artifact of the long-deceased Archmage Oleyahs has been recovered from the ruins of Molaesmyr and is secretly in
transit to Bysaes Tyl. Researchers hope that this object holds a key to understanding the destruction of their ancestral home, but when the object arrives,
it is revealed to instead be a deceptive casing for the archmage's demilich form. A plague of arcane terror rains on Bysaes Tyl, and the characters are

tasked by the Ring of Three to destroy or banish the demilich Oleyahs from the burning city.
Druvenlode

Population: 12,110 (70% humans, 14% dwarves, 9% elves, 7% other races)

Government: The city is run by Starosta Uvilia Whek, who oversees the mining guilds. Her rule is supported by Watchmaster Quin Theramast and her

Crownsguard.
Defense: A regiment of Crownsguard help protect the city, as well as the mines. Guildmasters and nobles also maintain personal guards.
Commerce: Basic supplies, inns, and taverns are easy to find here. Ore and ingots are readily available, and rough, rare metals are traded on occasion.

Organizations: Several temples can be found across the city. While smaller organizations exist within the city, the mining guilds are by far the most

powerful and wealthy merchant groups.
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Crownsguard are too busy — or too cowardly. The majority of the population works directly in or adjacent to the mining industry, laboring within the mines

and tunnels, categorizing and smelting recovered minerals and metals, or forging materials into useful tools for distribution across Western Wynandir.

Crime
The local Crownsguard do their best to keep the peace, but with most eyes looking east to the war, the streets are ripe for criminal activity. Theft of goods

and ore is increasing, and a call for additional, outside aid grows with it.

Geography

Druvenlode is divided into three main areas. Most citizens live in the ramshackle Dustbellows, where the clustered mass of simple hovels and retrofitted
warehouses house those living hand-to-mouth. In these dreary streets, the need for distraction leads to a plethora of experimental music and dance at
street corners and simple taverns. Silverstreet is a long thoroughfare where the talented folk of Druvenlode hawk their wares, advertise their skills, and
seek legal ways to earn an income under the watch of the empire. The street is bookended by two massive gambling taverns that vie for dominance: the
Sterling Satchel and the Cabin of Fortune. The Pillars is the industrial part of the city, where dark columns of smoke and exhaust belch forth from the
massive smelting operations that dot the landscape. Most miners and physical laborers work in this area, and many of them live in the same soot-dusted

factories where they toil.

Druvenlode Adventures
Adventure can be found in Druvenlode's mines, which occasionally fill up with burrowing beasts, as well as in the city proper, where shady characters are

often found indulging in gambling or petty theft.

Fire in the Mines (Mid Level). A being made of fire attacked miners from the Surgoth Guild who were working a vein of silver ore. The miners survived but
are too scared to go back into the mine. Instead, they gamble their savings away at the Sterling Satchel. If the characters investigate, they find a path of
destruction in the mine that leads to a fire elemental under the control of Casper Windmouth (neutral evil, male, human mage). Casper is a gambler with
many debts to pay, so he took a job from an anonymous source to scare the miners out. Was it a rival miner's guild? Was it the proprietors of the Sterling

Satchel, looking to hang on to their customers day and night? Or was it the owner of the Cabin of Fortune, hoping to bankrupt their competitor's clients?

Dunrock Mountains

The snow-dusted peaks of the Dunrock Mountains encircle the northern end of Western Wynandir, separating the Dwendalian Empire's territory from the
scarred northern region of the Greying Wildlands. This majestic chain of rocky mountaintops is a snow-dappled bulwark against the corruption that
torments the Savalirwood. The steep grades and icy terrain make the Dunrock Mountains perilous to traverse, and few beyond smugglers and gutsy
hunters find reason to climb far into these sierras. Dappled with clusters of dense pine trees and cold streams, these beautiful mountains would be

picturesque were it not for the roaming giants and wild griffons that hunt among the peaks.

Beneath the surface, the Dunrock Mountains contain a vast network of tunnels and caverns carved by the dwarves of Grimgolir before the Calamity, as



and out of Odessloe daily. The many rivers that intersect with the lake make it a nexus of river transport within the empire, especially for loggers. The
north shores, nestled within the Pearlbow Wilderness, are known to be filled with local wildlife and indigenous monsters, so few dare make landfall near

the treeline at night.

Icehaven

Population: 5,090 (71% humans, 12% elves, 10% dwarves, 7% other races)

Government: Though technically run by Ernath Noack, the Crown-appointed starosta, the town is mostly ruled by a committee of locals who pay little mind

to the will of the Dwendalian Empire.
Defense: A small company of Crownsguard keeps the peace, while a fresh group of Righteous Brand soldiers have been assigned to the docks.

Commerce: Resources are limited, so mostly basic supplies and standard arms are available. Relics recovered from Eiselcross can occasionally pass

through, providing strange and exotic curiosities for acquisition.

Organizations: Simple temples mark city squares, while hidden shrines to Crown-forbidden gods lurk on the outskirts of the town. The empire continues to

push for stronger influence, and Myriad operatives interested in Eiselcross's mysteries are also beginning to work their way into Icehaven.

Along the icy northeastern shores of the Zemni Fields stands the only port in Western Wynandir. Icehaven is home to the dozen or so ships in the region
outfitted to wander the ice floes of the Frigid Depths, and is the central trade post and only open port for hunters and adventurers who brave the
Saltwallow Bog or the frozen north toward Eiselcross. The inhabitants of Icehaven earn their living ice fishing within the oft-frozen Kaltenloch, or are
trappers who stalk the Velvin Thicket or edges of the Pearlbow Wilderness and return to peddle their furs and meats. Some more confident individuals
might try their hand at netting some Eiselcross crab, a rare delicacy throughout the empire, but the shifting, freezing weather makes such endeavors

dangerous.

A Sudden Concern

As the war with the Kryn Dynasty escalated far to the east, few eyes were on the backwater port of Icehaven until fishers and explorers began to return
from expeditions to Eiselcross with stories of odd ruins and even odder creatures. Rumors of pre-Calamity artifacts began to spread among the nobles of
Rexxentrum, until the king and the Cerberus Assembly suddenly took an interest. With an influx of soldiers, sellswords, and fortune-seekers looking to

make their way to the mysterious landmass, Icehaven and its residents are trying to adapt to the unexpected attention.

Government

While Icehaven is rarely of concern to the Dwendalian Empire, the town has a starosta. Currently the office is held by Ernath Noack, an older man who
survived an extensive forty-year career as an Eiselcross crab fisherman. The local government is mostly left well enough alone except when it comes time
for the Crown's tithe collectors to exact taxes. This yearly event has become something of an occasion to the lower-class fisher folk, who harangue the

tithe collectors with fusillades of insults and endless pranks, each more humiliating than the last.

Crime
Due to the relative lack of imperial oversight and the harsh weather, many of the Crownsguard assigned to Icehaven put minimal effort into their watch,
leaving room for laws to be bent or broken. The general sense of being at the end of the world during the long winter makes many within the town feel

disconnected from the empire and its laws, which is both liberating and disconcerting.

Geography

Surrounding the small inlet harbor, Icehaven is a cramped, crescent-shaped town of snow-coated log cabins and lantern-lined street corners. The city is
divided into two main areas: the Harborline, where the docks house the fishing vessels and the few ice-ready ships, and the Haven, where the crowded
buildings seem to be clustered together for warmth. The streets shift between snowy mud and slicks of ice, curving through twisting alleys in a haphazard

layout.

Icehaven Adventures

As a remote port town, Icehaven has need of adventurers to enforce the law, escort caravans, and find supplies in the wilderness.

Snowed In (Any Level). While the characters are in Icehaven, a terrible blizzard strikes, leaving many residents to fend for themselves inside their homes.
As the snowdrifts rise and wind howls, a gang of criminals or monsters comes in to cause mayhem and take whatever they like. If the characters de~"

brave the snow to stop these villains, no one will.



Kaltenloch

The harsh winters in the region cause the Kaltenloch to remain frozen over for three to four months out of the year, but the cold lake provides fish to the
community of Icehaven year-round. With the ice comes a mysterious low mist that many say is made up of the spirits of fallen Calamity soldiers, looking

for warmth to steal.
Areas (N-R)
Nogvurot

Population: 15,270 (70% humans, 17% dwarves, 8% elves, 5% other races)

Government: Starosta Brumae Luddie handles the affairs of the city with the support of the lawmaster's regiment of Crownsguard. Nobles under the

starosta handle in local administration.

Defense: A number of Crownsguard share protective duties with a regiment of Righteous Brand soldiers called the Last Aegis.
Commerce: Well-stocked trading posts and inns make most supplies readily available, though rare or exotic goods are difficult to locate.
Organizations: There are temples to empire-approved gods, and most businesses are independently run without the oversight of a guild.

A major stop along the Glory Run Road heading eastward from the capital, Nogvurot hosts travelers making their way through the empire, many of whom
need provisions and like to buy locally made trinkets as souvenirs of their journey. There is some business to be had in a small mine at the base of the

Dunrock Mountains to the north of the city, but most Nogvurot folk earn their keep by crafting, farming, or joining the local military.

A Healthy Defense

Originally founded as a guard post near the Quannah Breach to watch for deadly creatures wandering from the Savalirwood, this settlement has since
grown to be a fair-sized military reserve for the Righteous Brand. The regiment of the Righteous Brand stationed within the city would be the defending
army against any assault headed for the capital, granting them the title of the last Aegis. Nearly half of the city's population is military reserve, with just
over six thousand troops present at any given time. The bored or restless soldiers, seeking distraction and entertainment, developed the barracks of the
Aegis Block into a place of sport and competitive game, often with impressive amounts of coin wagered on the outcomes. However, between reports of

the Kryn taking the Ashguard Garrison and rumors of unexplained Kryn attacks within the Marrow Valley itself, the Aegis is very much on edge.

Government
Starosta Brumae Luddie, a retired general of the Righteous Brand, has watched over the city for fifteen years. Brumae is driven by a strong sense of duty
and pride in the empire, never questioning the words of the king. Because Brumae is regarded by most as a fair and just starosta, some fear that his

advanced age will soon bring an end to his tenure and allow less-scrupulous figures to vie for his position.

Crime
The strong military presence within Nogvurot keeps petty crime within the city to a minimum. Unfortunately, the Crownsguard often puff out their chests
and try to one-up the soldiers of the Righteous Brand — and some local criminals have taken advantage of this petty rivalry to keep the soldiers distracted

and continue their criminal behavior unimpeded.

Corruption is also becoming a problem, as Last Aegis soldiers use their sway within the city to make easy coin by turning a blind eye to smuggling to and

from Shadycreek Run and other criminal hotspots in the Greying Wildlands.

Geography

The oblong city is divided between the eastern Aegis Block, which houses the bulk of the stationed soldiers, and the western region of the city that is
broken into two sectors: the northern Scatters and the southern Peddler's Row. The Scatters is the larger region, housing dive taverns, simple temples, and
a majority of the populace, who live in numerous neighborhoods of rickety domiciles. In contrast, Peddler's Row is a bustling home to local craft guilds

and a colorful, if muddy, marketplace where the Glory Run Road passes through the city.

Nogvurot Adventures

Characters could go to Nogvurot to find someone in the city or to join the Righteous Brand. The city is also a good place for adventurers looking to test

their mettle in competitive games against trained soldiers.
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Population: 6,970 (73% humans, 12% elves, 8% dwarves, 7% other races)

Government: Starosta Vesdan Wothassic is eager to please the Crown and demands huge harvests from the fishers of Odessloe. As resentment builds,

the few noble families who have business interests here work with Watchmaster Lein Untgaf to maintain order.
Defense: A small cadre of Crownsguard watch over the city under the direction of the watchmaster.

Commerce: As a popular trade stop on the way to the capital, Odessloe has many taverns and hostels. General stores provide basic supplies and

occasionally offer strange relics pawned by cash-strapped adventurers.

Organizations: The city harbors many small shrines to empire-approved gods. Most businesses are run by locals but owned by absentee nobles. The

Myriad has a quiet presence here.

Adjacent to the clear waters of the Erdeloch, Odessloe is a prominent fishing and logging settlement, supplying Rexxentrum and the surrounding
townships with fresh fish and lumber. The only major stop on the Cloakjaunt Path for those traveling between Bysaes Tyl and the capital, Odessloe also

acts as a supply stop for traders and drifters moving through the shaded trees of the Pearlbow Wilderness.

The Waters Abide

The bounty provided by the Erdeloch is a source of local pride as well as the backbone of the local economy. The people of Odessloe are a superstitious
lot, and many believe that the lake is home to a spirit that must be kept happy if they are to continue to receive its bountiful blessings. They leave offerings
at the shores of the lake to appease this unseen entity. Imperial officials, including the starosta, find this practice childish and actively dissuade citizens

from indulging in "unlawful idol worship."

Government

Starosta Vesdan Wothassic has held his position for a year, since the passing of the beloved Starosta Ruell. Vesdan has big shoes to fill and is eager to
prove his worth to the Crown. He has demanded resource yields from his citizens and enforced penalties on those who fail to meet his standards.
Unsurprisingly, the people are already voicing their dissatisfaction with the new starosta. The nobles who profit from the local businesses grow worried

that their investments are in danger — and are working with the watchmaster to try and suppress any talk of outright insurrection.

Crime
The city sees its small share of petty thefts and solitary criminal activity, but lacks the size and infrastructure to house an organized criminal element. This
works to the advantage of the Myriad, which has been using the rivers that connect to the Erdeloch as smuggling routes, with Odessloe acting as a hub for

transactions and storage, all without the government's knowledge.

Geography

Built along the eastern shore of the Erdeloch, this kidney-shaped city is comprised of three major areas. The muddy Lakeside region on the western end
houses the docks, river-based storage buildings, and scattered housing for denizens of the district. Verdant and clean, the Greenset region on the eastern
side of the settlement holds numerous logging camps and most of the residential homesteads for working families. The Crossmark region is the smaller
center of the city, where the other regions meet at the juncture of the two largest thoroughfares, Cedarline Street and Hogmarshal Road. The smell of

starchy foods and fresh fish suffuses the inns and market stalls of this sleepy intersection.

Odessloe Adventures
racters who want to work for or against the organization. The settlement al
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These offerings are taken, but the crabs continue to attack. If the characters investigate, they find a group of bandits who are capturing and starving the
crabs before releasing them into the settlement, and stealing the offerings for themselves. Are these ruffians connected to the Myriad? Could the stolen

offerings anger the actual spirit of the lake enough to punish the settlement for the disrespect?

Pride's Call

Population: 16,090 (81% dwarves, 8% humans, 6% halflings, 5% other races)

Government: Starosta Ghuldi Demosk walks the fine line of honoring imperial rule without undermining dwarven tradition. Small guilds run by dwarf

nobles support his rule.
Defense: Watchmaster Hildas Cliffhollow oversees the local Crownsguard, which is sometimes bolstered by mercenaries.
Commerce: Most goods and services are available here, including room and board for travelers. Pride silk is a popular commodity.

Organizations: Empire-approved gods have humble temples alongside the local guilds and businesses, while Myriad agents lurk within the shadows of the

city.

Within the rolling hills of the southern Zemni Fields lies the dwarven city of Pride's Call. Established in the ashes of the Calamity and slowly rebuilt as the
center of hill dwarf culture in Wildemount, Pride's Call chose to ally with the Dwendalian Empire during the empire's expansion nearly two centuries ago.
Their favor as the empire's first allies eventually waned when the dwarven city of Grimgolir was absorbed a century later, leaving Pride's Call
overshadowed by the new, impressive, and strategically significant dwarf city. However, Pride's Call is nonetheless respectable in martial might and

historically rich in culture, music, and their coveted pride silk. The city is a bright spot in the otherwise cold and dour northwestern Wynandir.

Even Favor Fades

During the invasion of the Julous Dominion, the empire saw many great deeds done under the banner of Pride's Call. After helping the empire achieve
victory, the people of Pride's Call enjoyed a period of celebratory attention. Their fame subsided, however, as Dwendalian attention turned to the mounting
threat of Xhorhasian terrors boldly crossing the Brokenveil. Talks had already been privately underway to bring the dwarven stronghold of Grimgolir under
imperial rule, given their military might and advantageous proximity to the brewing danger. With the combination of Grimgolir's power and the empire's
plentiful resources, victory was ensured and a strong sentinel force at the Xhorhasian border was established. Grimgolir became the new favored home of
the dwarves in Wynandir, and many Pride's Call dwarves who lived through those years still hold a grudge — a fact that the Crown deftly wields to exploit

both cities.

Squeezing Silk from a Stone

The dwarves of Pride's Call produce a number of useful exports, but none are as unique nor as sought after as pride silk. This remarkable fabric can only
be woven from materials found in the unique ecosystem of the geothermically active hills around Pride's Call. A special breed of silkworms has developed
in these strange conditions. These fist-sized silkworms produce abnormally thin and incredibly resilient strands, and a secret process of reinforcing the
threads creates a material similar in texture and appearance to thick silk, but with the strength of treated leather. Affluent folk across Exandria pay
handsomely for garments made of pride silk, but rumors are beginning to spread that outsiders have uncovered the secret, and the tradition might be

slipping from the grasp of Pride's Call.

Government

Pride's Call is governed by the dwarf who signed the original pact with the empire. Starosta Ghuldi Demosk spends his twilight years doing what he can to
maintain his culture in the face of an increasingly invasive rule. Idealistic and unable to see any error in his judgment, Ghuldi is seen by many as
hardheaded among even the most stubborn of dwarves. Many of his people are loudly voicing their discontent, and younger politicians such as Usula
Starsburn are rising in popularity to succeed as starosta when Ghuldi eventually passes away. Fearing that he will have to choose between his legacy and

the opinions of younger generations, Ghuldi is beginning to exhibit more totalitarian behaviors, slowly becoming a petulant dictator.

Crime

While the city's colorful veneer makes it seem a place of plenty, the economy of Pride's Call has been in slow decline for some time. The landscape's
strange mineral composition makes its produce a healthy but unsavory and unpopular export, while other goods that previously brought the city prosperity
are now more readily and quickly available from traders on the Menagerie Coast. This economic downturn has led to a rise in crime in the impoverished

regions of the city, and also opened the door for bolder Myriad activity.

Geography
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Population: 205,200 (81% humans, 8% dwarves, 6% halflings, 5% other races)

Government: King Bertrand Dwendal rules the city and the Dwendalian Empire from Rexxentrum. He delegates lesser matters to Arbiter Sydnock Truscan,

while citywide guild business falls under the purview of Guildmaster Kai Arness.

Defense: Crownsguard patrol all major streets, while the bulk of the Righteous Brand soldiers within the empire are stationed in the King's Bastion to

defend the capital city.

Commerce: Rexxentrum is the largest city in Wildemount and the seat of the Dwendalian Empire's power, enabling massive volumes of trade in and out of

the city. Most any goods, services, and places of business can be found within the city walls.

Organizations: Grand temples to empire-approved gods can be found throughout the city, while the most powerful guilds in the empire vie for power and
influence. The Cerberus Assembly takes an active role in political affairs, while the deep-rooted Myriad weaves tapestries of crime and corruption

throughout the city.

The majestic capital of the Dwendalian Empire was founded in the year 514 PD. The central location and plentiful surrounding resources of the region
made Rexxentrum the most favorable place to oversee the rule and expansion of the freshly established Dwendalian Empire. Over the next three centuries,

Rexxentrum grew to become the largest city in Wildemount, and the cultural and military center of Western Wynandir.

At the core of all imperial politics are the nobles, politicians, and wealthy elite who live within the city or own property there. Grandiose displays of wealth
and power are common among the inner wards, while sprawling poverty consumes the outer districts and slums beyond the protective walls of the city.
Cobblestone streets twist and mingle through the bustling neighborhoods, cart merchants and street performers vying for the attention and patronage of

passersby throughout the cold summer months and the even colder winter.

Glowing orbs of arcane fire flicker at the tops of dark iron lamp poles at major intersections, lighting the evening air, while colorful flowers adorn the inner
archways of each neighborhood entryway. Buildings cluster close and reach toward the sky, often snow-dappled with long wooden slats placed between
rooftops for riffraff to skitter across the city unseen. Although the city teems with life and activity, it is also full of lawkeepers and military watch, with

griffon riders occasionally circling overhead above the ever-patrolling Crownsguard and the nearby Righteous Brand headquarters.

The massive and beautiful center for arcane study known as the Soltryce Academy is located in the Candles, a thin crescent of a neighborhood marked by
the tall and imposing tower homes of all eight leading members of the Cerberus Assembly, each unique and imposing in its own way. The beating heart of
the city, and of the empire, lies positioned within the arc of the Candles in the terrace of Castle Ungebroch. From within the castle halls, King Bertrand

Dwendal and his council of chosen authorities oversee all matters of state.



MAP 3.5: REXXENTRUM

Magic Masters

Much of the empire's prosperity over the centuries stems from the Cerberus Assembly, a union of the nation's most powerful mages working directly for
the Crown. These arcane practitioners and scholars aid the king in engaging foreign interests, in developing magical technology to better oversee the land
and enforce his will, and making use of the rare relics that the Crown confiscates from unearthed sites of pre-Calamity might. This arrangement affords
the assembly homes in the Candles and across the major cities of the empire, as well as access to every Dwendalian political figure. Thus, members of
the assembly are extremely influential and, by the nature of their arrangement, very carefully watched by the king. Most civilians swap rumors of demonic
pacts and demigod-level magics at the assembly's disposal, adding to their aura of mystique among the common folk. When an assembly mage walks the

streets of Rexxentrum or attends the halls of an establishment within the city, it is an event that everyone will be talking about for days to come.

Rule with a Golden Fist

The resource-rich economy of Rexxentrum supports a powerful guild and merchant class, who work directly with the Crown under the watch of

Guildmaster Kai Arness. Any permanent place of business is required to join a corresponding guild, paying an annual fee on top of their taxes to the

Crown, and to follow the guild's requirements for conditions of operations. Some complain that these conditions are often manipulated on a case-by-case
n within the guilds fall on deaf ears. This has led to a rapid growth of mob

d inspection by Crownsguard or guild members.



Historically, public displays of unease under the king's rule were often met with brutal punishment. However, the previous king, Everard Dwendal, loosened
the laws applying to public discourse. This gave rise to a number of political figures who gathered the unhappy populace behind their philosophies. In
response, King Everard established the Augen Trust, a network of spies working for the king to blackmail or corrupt these politicians. With these high-
profile dissenters under the thumb of the Crown, controlling political discourse became easier, and politics within the empire became a tense game of cat
and mouse. Forthright nobles and frustrated guild heads unswayed by propaganda, gold, or threats still dissent publicly, testing the boundaries of their
influence. King Bertrand's patience with public objections to his policies grows ever thinner, and he is enacting even more stringent laws against public

criticism of the Crown.

A Growing Unrest

In the wake of frustrated citizens, neglected concerns, and a clear caste system, the common folk of Rexxentrum are disenfranchised. The rallying call of
war has brought some renewed imperial pride, but whispers of discontent have continued, coalescing into a small group of rebels within the capital that
call themselves the Locksmiths. Wary of the history of failed rebellions in the empire, they gather information and gradually inspire the common folk to
question authority, waiting for the right moment to ignite a revolution with a chance of success. With the Crown distracted by war and the populace

brimming with poverty and discontentment, that time might come sooner than anyone thinks.

Government

King Bertrand Dwendal rules the capital himself. No starosta holds office within Rexxentrum. Prime Arbiter Sydnock Truscan oversees all major matters of
law that do not require the attention of the king, while Guildmaster Kai Arness works with the various guilds of the city to ensure smooth trade both within
and beyond the walls of Rexxentrum. Beneath Sydnock is the head of Rexxentrum's Crownsguard, Watchmaster Brunda Gleshin, who ensures that the

laws of the empire are enforced in the streets of the capital.

Crime

The capital city harbors a diverse criminal underground both within and beneath the streets. Surviving Myriad leaders remain hidden in plain sight
throughout the city, including the beloved Iris Bethelas, who is organizing the syndicate's return to power. Independent crime rings plague trade centers
and busy districts where there are easy gold and gullible cityfolk. The populace is simply too large for the Crownsguard to oversee every corner of
cobblestone where laws are bent or broken. Now, with the collective attention of the law focused on the war in the east, thieves and cutpurses are upping

their game, and crime is on the rise within Rexxentrum.

Geography

The city spreads across the tallgrass fields south of the Pearlbow Wilderness, its walls forming a distended pentagon. Farmland around the north and
east sides of the city are dotted with farmsteads and small rural communities that provide food for the capital. The northeast side of the wall curves
around a trio of immense, fortified towers surrounded by barracks known as the King's Bastion, where the central force of the Righteous Brand military
trains and resides. Within the outer walls of the city are seven major districts: the Mosaic Ward, the Mudtop Ward, the Tangles, the Shimmer Ward, the

Academy Grounds, the Candles, and Castle Ungebroch Terrace.

Mosaic Ward. A sprawl of impoverished neighborhoods are hidden behind colorful banners and small fences that segregate this ratty residential district
from the central thoroughfares and avenues. The region, which encompasses most of the southern and southwestern regions of the city along the outer
walls, is a hotbed for crime and violence. Crownsguard interest in policing the region wavers, and opportunists often use the lack of military presence to

victimize poorer citizens. This has led to a growing collection of vigilantes and self-appointed protectors of the Mosaics.

Mudtop Ward. The northern end of the city houses its own large slum, known as the Mudtop Ward. The cobblestone streets of the city were never quite
built up to the northern wall, causing this area to be rife with mud and muck year round, leaving the denizens cold, ornery, and prone to illness. Many of the
sick and diseased are relegated to the Mudtop to be forgotten. However, some healers have come to their aid, as well as some priests who wish to remedy

the unjust conditions of the poor, becoming local heroes for their selfless work.

The Tangles. This western region of Rexxentrum houses the working class folk of the city. It is here that most of the city's general commerce takes place.
Dozens of smaller streets branch off major roads to create a labyrinth of twisting neighborhoods and industrial districts. The network of major roads
converges to form three major plazas across the district, where shops, inns, and various forms of entertainment can be found. The Platinum Veranda
plaza lies at the northern end of the Tangles, where the more expensive homes and luxurious entertainment can be found, as well as the central temple to

Bahamut, called the Dragon Seat.

Near the southern end of the Tangles is the Vigil's Circle, a marketplace built around a loop of road that surrounds the Tower of Writ, the templeto F s

where the Prime Arbiter delivers his judgment. All manner of commerce takes place here, while the nearby Claykeep prison looms as an ominousre.  .er



gardens and museums celebrate Zemnian culture, and specialist merchants promote their unique wares. The debate forum is rarely used aside from
holidays, where intellectuals will challenge each other to arguments about philosophy and history. Cottages and tasteful estates sit behind tall fences and

walls, and a pair of open squares host occasional galas when the local elite are in need of socialization.

Academy Grounds. To the northwest of the castle lie the Academy Grounds, a well-kept and heavily guarded campus where the halls and towers of the
Soltryce Academy reside. A college of higher learning for all pursuits related to the arcane arts, the Soltryce Academy is all but exclusively a school for
wealthy scions, though a number of rare talents found in the wild are offered entry every year. Each subject's curriculum is tailored so that the young mind
is indoctrinated to support the interests of the empire, and the Cerberus Assembly is always looking for prodigies with exemplary talent to take under its

wing.

The Candles. East of the castle stands the collection of eight tall spires that house the members of the Cerberus Assembly. Each tower has its own
unique appearance. The original Candles were built to the specifications of the original leading members of the Cerberus Assembly. In the years since,

each tower has been magically altered to the taste of their successors. This creates a jagged and subtly unsettling sight visible from any point in the city.

Castle Ungebroch Terrace. Standing vigilant in the center of the inner walls is the Castle Ungebroch Terrace, a small district of compact military outposts
that surround Castle Ungebroch. The dark stone of the castle splits into numerous towers, while high-arched stained glass windows dress the exterior of

each floor of the citadel. Within the shadowy halls of the castle, lit by flickering torchlight, the king rules with his family and councilors at his beck and call.

Rexxentrum Adventures
A noble house in Rexxentrum that isn't scheming for more power is a noble house in decline, or so the gentry believe. The city's officials and nobles have
schemes to grab more money and power, and more than a few of the common folk have their own plots to launch themselves into positions of influence.

Most of these social climbers need the help of adventurers willing to take risks, while others often need protection from their fellow schemers.

Call a Locksmith (Low Level). The exploits of the characters might draw the attention of the Locksmiths, a resistance group seeking to undermine the
totalitarian rule of the king. A friendly face the characters have come to know within the city invites them to meet Lady Quana Seledo (chaotic good,
female, human noble), a well-connected figure who reveals herself to be a key figure in the Locksmiths. She asks the characters to join the cause, offering
allies, rare goods, and well-paid work. If they agree, the first mission begins: help the Locksmiths infiltrate the office of Exchequer Aethia Drooze and steal

the current year's tithe ledgers.

King Killers (Mid Level). The characters intercept a cryptic note which indicates that there will be an attempt on King Bertrand Dwendal's life the next time
the monarch makes a public appearance. The characters are too inexperienced to get an audience with the king or anyone close to him, so it's up to the
characters to thwart the plot. These assassins could be sent by the Kryn Dynasty, the Cerberus Assembly, the Myriad, the cult of a Betrayer god, or by the
Crown itself to garner sympathy among the people. If the characters manage to stop the assassins, they earn the notice of the king, who will likely ask

more of them.

Population: 6,800 (71% humans, 12% halflings, 12% dwarves, 5% other races)



macabre curiosity, referred to by the dwarves of Pride's Call as the Grave Hole. When tales of the strange location reached inquiring minds within the
empire, an investigation was launched. Beneath the pit, explorers discovered the sundered ruins of a prominent city from the Age of Arcanum called
Shattengrod. Heavy excavation expanded the pit into a spiraling hole that delves into the subterranean city, unveiling broken relics and forgotten secrets —
as well as some enduring shades and hungry entities now awakened. The promise of beneficial discoveries pushes both interests of the Crown and the
Cerberus Assembly to delve into the ruins, but the deaths of mercenaries are already drawing attention as rumors of the dangers below spread and scare

off many possible hires.
Areas (S-2)
Saltwallow Bog

Born from the sunken muck that merges with the northern treeline of the Velvin Thicket, the Saltwallow Bog is a marsh of briny, slightly acidic waters.
Myths speak of a terrible servant of the Crawling King that was slain during the battles of the Calamity, its corrosive corpse sinking into the floor of the
forest and corrupting the thicket around it until this toxic bog was left as a final cry of defiance. Strange and twisted creatures have adapted to live in this
grotesque place, delving into the Velvin Thicket to hunt and drag their prey back to their lairs in the bog. As dangerous as they are, some of these creatures
are now highly prized by tanners and alchemists for their leather and harvested parts, and hunters venture into the depths of the bog year-round, risking

life and limb for coin.



so she hires the characters to hunt a few to keep the population down. The characters discover they aren't the only ones killing hell hounds: a hill giant

and a small gang of trolls are killing the hounds in preparation for an attack on Marta's tower!
Velvin Thicket

Population: 850 (98% gnomes, 2% other races)

Government: The people of the Thicket are governed by a loose union between the leaders of the Velvins, the collection of local nomadic clans who

convene only when threatened.
Defense: While few are specifically trained for combat, many denizens of the Thicket are well-versed in illusion magic for self-defense.
Commerce: Those that have the trust of the Velvins can acquire basic supplies, dyolet fruit, and the occasional unusual relic.

Organizations: Scattered altars to the Wild Mother exist throughout the Thicket. Each of the seven nomadic clans handles its own internal affairs.

Representatives from Pride's Call often visit for a time to maintain their relationship with the Velvin leaders.

Bordering the soggy fields of the Saltwallow Bog is the strange forest known as the Velvin Thicket. The nomadic gnomish clans that call these dense
woods home have a loose network of allied families rather than a central township, and they defend their shaded sanctuary with illusions and
enchantments. Because of the Velvins' trade agreement with Pride's Call, the dwarven city was able to request that the empire keep the thicket from
becoming formally assimilated into Dwendalian society so long as the Velvins provided a small but consistent crop of dyolets. The dyolet fruit is a rare
delicacy receptive to minor enchantments and only grows within the Velvin Thicket. The empire's interest in permitting Velvin autonomy has waned over

the years, and the Cerberus Assembly is keen to take the Thicket under its jurisdiction and seize control of the dyolet crop.

Velvin Thicket Adventures

The gnome families that live in the Velvin Thicket are suspicious of outsiders. The Cerberus Assembly's interest in the area might be enough to bring the

characters to this strange place.

Dyolet Mounds (Mid Level). Herwin Melvot (chaotic neutral, male, forest gnome mage) attempted to grow a new kind of dyolet with magic. His
experiment resulted in shambling mounds made of dyolet plants that terrorize the Thicket. The gnomes allow the characters into the forest if the

adventurers slay the plant monsters.

Vergesson Sanatorium

During the war between the Dwendalian Empire and the Julous Dominion, a vast prison known as the Archevault was made as a jail for prisoners
After the war, the Archevault was repurposed by the Cerberus Assembly as the largest imperial sanatorium and hospital. Named after Lord Symo

is surrounded by vast gardens and filled with beautiful artwork desig

re enough to require alchemical, magical, or experimental therapy. He



VERGESSON SANATORIUM

A Dark Utility

While the reputation of the Vergesson Sanatorium is sterling, it hides dark secrets. The original purpose of the Archevault was never fully discarded, and a
number of vocal critics of the Crown have disappeared from the streets of Rexxentrum. Deep beneath the floors of the estate lie hidden chambers and
cells that house enemies of the king, foreign spies, and traitors to the Crown privately sentenced by Prime Arbiter Sydnock Truscan. There, they are
subjected to experiments conducted in secret under the supervision of Master Trent Ikithon of the Cerberus Assembly. A tower on the northern outskirts
of the grounds acts as Trent's summer home, where he houses and trains the prospective members of his Volstruckers, an elite group of spies and

assassins who use magic to do the assembly's dirty work.

Vergesson Sanatorium Adventures
Most who adventure in the Vergesson Sanatorium are trying to free a prisoner. Just finding a captive hidden in the massive complex is a challenge, but if

the characters become imprisoned in the Archevault themselves, they must survive and form a plan to escape.
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Eighty years ago, a trapper guild turned smuggling gang was ousted from Icehaven and came to Yrrosa to seek better fortune. Life was no easier, and the
crew of hungry rogues was forced to become creative. Noticing the lack of oversight from the empire, they began to build a network of like-minded
individuals throughout Western Wynandir. Taking the name "the Myriad," they helmed illegal activity from the comfort of this small outpost town until
fifteen years ago, when their base of operations was discovered and raided by imperial forces. The remaining Myriad leaders have scattered, but the

shadow of their operation still looms over Yrrosa like a dark cloud.

Government
The previous starosta, Stefan Weberrat, was arrested fifteen years ago for protecting the Myriad. His successor, Zulla Sauer, is the willful and respected
daughter of Petrov Sauer, a mining baron in Druvenlode. She was chosen after she volunteered for the position, but unknown to most, she was already

involved with the Myriad long before she became a starosta. She now helps inform their hidden network from a position of safety.

Crime
Petty crimes occur, but most stem from disagreements or competition over parties using Yrrosa as a base of operations while delving into the Ruins of

Shattengrod. Unbeknownst to all but their allies, the Myriad has been slowly carving out new bases, and in time, they might grow bold enough to reclaim

Yrrosa Adventures
The shadow of the Myriad hanging over Yrrosa makes it a fine place for intrigue, and the many travelers moving through the town have rumors and jobs t

share with adventurers.

Blood Pact (High Level). A human blacksmith named Wilhelm Arrisgon never returned from his latest journey to collect a wagon of raw materials.
Wilhelm's family hires the characters to find the smith, and they trace him to Yrrosa. During their investigation, the characters discover that several other
solitary travelers have disappeared while passing through the city. Velima Shanglian, a vampire who lives in a hidden lair outside Yrrosa, turned the

travelers into her vampire spawn. The Myriad has a deal with the vampire and sends victims her way in exchange for help with various unsavory tasks. If
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ZEMNI FIELDS EISELCROSS
Greying Wildlands

Pressed against the northeastern coast of Wynandir is a desert of ice and snow, separated from the Dwendalian Empire by the jagged Dunrock Mountains
and the Quannah Breach. This landscape of dense, desiccated forests, rolling mountains, and icy tundra is known as the Greying Wildlands, the southern
part of the Biting North that encompasses this region as well as the islands of Eiselcross. The empire has struggled to expand into the region, leaving its
denizens to focus on their own survival in the harsh territory, where wandering outlanders and barbarous hunters stalk the unchecked wilderness. Tucked
beyond the edge of the empire's reach, past the shadowed dangers of the dense, frozen foliage, lies the dwarven citadel of Uthodurn, which has become

the home of many elves who survived the destruction of Molaesmyr.

MAP 3.6: GREYING WILDLANDS
Areas (A-M)
Blooming Grove

Nearly ten miles northwest of Shadycreek Run, deep in the Savalirwood, a centuries-old willow grove and small temple have held back the curse that
darkens these woods. The Clay family, heralds to the Wild Mother and the Arch Heart, built this holy place as a funeral grove of renewal, designed to return
the bodies of the fallen to nature while letting their spirits move on. Each bloodline that is interred among the swampy ponds and vibrant leaves nurtures a

wholly unique flower, giving the location the macabre nickname of the Bone Orchard.

Time does not stand still, however. The curse of the wood has eaten away at the holy boundaries of the grove. Dark vines and thorns reclaim layer on layer
of fences and grave markers, pushing the once-expansive grove into a small patch of defiant green at the base of the temple. Only one of the keepers
remained to watch over the decay of their grove, and now this priest, named Caduceus, has left in the hopes of discovering a way to reclaim the orchard

and the ancestry it protects in the name of Melora.

Boroftkrah
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Population: 3,060 (70% orcs, 17% half-orcs, 13% other races)

Government: The town is guided by a circle of elder warriors known as the Runemarked.

Defense: A force of hunter-warriors defends the settlement, but every able-bodied citizen is trained in combat to defend Boroftkrah.
Commerce: Basic everyday supplies are available, as well as simple crafts and weapons.

Organizations: A shrine to Kord sits in the center of the town, but no organizations, religious or otherwise, exist in Boroftkrah.

After the orc's creator god Gruumsh was banished in the Divergence, many of the war clans of his bloody army fled and went into hiding. Splintered from
the same throng of Odakar orcs that held the Ashkeeper Peaks, the leaderless droves migrated northward to the Rime Plains. Although they were severed

from the direct influence of the Ruiner, the directionless orcs began to succumb to the Ruiner's "gift" of bloodlust. A schism tore the clans asunder, and

from the bloodshed emerged a new clan of orcish marauders known as the Jez-Araz.

The remaining champions of the Odakar clan, determined to survive, found inspiration in Kord, the Storm Lord they had once fought against. They formed
an organized clan of warrior orcs who seek to overcome the Ruiner's murderous influence and find strength within themselves. From this new path, the
Boroftkrah orc clan and the settlement of Boroftkrah was born, creating a strong community that values deeds done in service to the clan. The orcs of
Boroftkrah wander the surrounding plains in heavy furs and leathers, seeking ways to commune with Kord through challenges of survival and contests of
hunting and tracking skill. While the clan is overwhelmingly of orcish descent, on rare occasions they welcome outsiders who prove themselves strong in

the eyes of Kord.

Surmounting the Curse

Like many of their southern brethren, the orcs of Boroftkrah continue to eschew the hunger for violence that Gruumsh supposedly instilled in the orcish
people when he created them. They take pride in victory and the success of the hunt, making great offerings of powerful prey to the Storm Lord. They
channel their desire for war into battling the harsh lands that surround them to ensure the survival of their community. While most Boroftkrah orcs choose
to shed their shackles of murderous rage, they remain territorial, often fighting their ferocious Jez-Araz cousins or coming into conflict with hunting

parties from Uthodurn.

Government

The settlement is guided by a circle of elder warriors who have proven themselves the strongest and most dedicated to the survival of the clan. If the
circle has a vacancy, volunteers prove their worthiness in a series of contests before the central idol of Kord, ending with a rune-casting ceremony that
invokes Kord's will toward who will become an elder warrior. Under these elder warriors, all others are equal and trained to take up arms if the settlement

is in danger.

Crime
Crime is not common within Boroftkrah. A strong sense of honor often prevents the urge for criminal activity. It is rare for anyone within the clan to steal
or take from others, unless both parties agree to a challenge to see who is worthy. Those that do steal are shamed as unworthy and exiled from the clan

to wander the Greying Wildlands alone.

Geography
The settlement of Boroftkrah is a loose collection of tents and shelters surrounded by a tall fence of wooden pikes. The town is created to be mobile if
serious danger threatens its current location. Neighborhoods are formed in large circles of homesteads called lods. Giant boars and powerful worgs of

the plains are trained as mounts and kept in scattered holding pens.

Boroftkrah Adventures

Navigating Boroftkrah is its own adventure. To gain the trust of the orcs, the characters must prove themselves in contests of strength.

Storm Celebration (Low Level). When lightning splits the sky, the Boroftkrah orcs honor Kord with competitive games that last until the storm breaks.
Characters who have earned the orcs' trust might find themselves volunteered as participants or judges during such a time. Meanwhile, an orc eye of
Gruumsh leads a band of orc and orog warriors who have secretly begun worshiping the Ruiner. They plan to display their faith during the contest by

turning the games into a bloodbath, hoping to convert other orcs with the promise of glorious bloodshed, and murder any who resist.

Cinderrest Sanctum
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Hidden along the eastern slopes of Kravaraad is a cavern of onyx, where a pool of uncooling lava sits at the heart of the black stone grotto. Within this
spacious chamber, black iron adornments and supports bear tales etched in runes. Carved reliefs depict dwarven interpretations of Melora granting stone

and ore from below the ground to Moradin the All-Hammer, for him to craft into great halls and mighty guardians.

This shrine has been watched over by the Dust family for generations, maintained by the offerings delivered by the reverent of Uthodurn. Those who make
the pilgrimage to Cinderrest Sanctum are invited to pray to Melora and Moradin, while perhaps gaining access to the Underforge, a great forge built over
many decades as tribute to the partnership between the two deities. With their divine blessings, it is said that powerful artifacts with great destinies are

crafted.
Crystalsands Tundra

During the Age of Arcanum, this land was a vibrant continuation of the Veluthil Forest. However, stories speak of a great battle during the Calamity that
violently dashed this region into rock and sand. Winter quickly reclaimed the new desert, the sands freezing over with northern ice and snow. Tall dunes
glitter like piles of diamonds in the daylight, shifting with high winds and the movements of the remorhazes and frost worms that burrow and hunt
beneath the sands. Nomadic clans of northern goblins form hunting parties and ride winter wolves, stalking the furred beasts that call these frosted dunes
home. Other beings stay hidden to avoid the giant hawks and giant owls that fly over from the Flotket Alps in search of prey. In times of fresh snowfall,
travel is extremely dangerous, since the soft powder obscures the shifting sands and ice-marked tunnels that lead to the gnashing jaws of the
subterranean frost worms. Some travelers have speculated that, depending on the winds, great structures of forgotten epochs become partially revealed

as the sands and frost are temporarily scattered, only to be swallowed up once more as the dunes shift in the next storm.

CRYSTALSANDS TUNDRA

Worshipers of the Worm

A tribe of wildfolk who worship Quajath are scattered across the northern fields of the Crystalsands, calling themselves the Mawcotters. They hunt by
digging tunnels and caves in the sands and nearby rock, then lying in wait to spring when their quarry falls into the trap. These fanatical people make an
annual journey across the treacherous Frigid Depths to the Eiselcross island of Gelier to mine flesh from the frozen body of Quajath. This meat is then
brought back to the Crystalsands and ritualistically devoured by the leaders of these worm-cults, and by the young as a rite of adulthood. Fortunately for
them, the flesh travels long enough before consumption to avoid the full wormkin transformation (see "Tomb of the Worm" later in this chapter). The

Mawcotters eagerly seek a way to one day free their patron from its icy prison.

Crystalsands Tundra Adventures

Traversing these endless fields of frozen dust is a thrilling and dangerous journey for any adventurer.
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Fair-Weather Friends (Mid Level). While crossing the wind-swept snow dunes, the characters encounter three young remorhazes that do not attack. They
are instead following Shwells (chaotic neutral, female, gnome scout), who wields a recently scavenged pale, blue orb that keeps the creatures docile. She
will not part with the orb and has grown attached to her monstrous companions, but characters with arcane knowledge will notice the orb is drawing more

remorhazes to it from all across the tundra, and the magic that subdues the creatures appears to be rapidly fading.
Flotket Alps

Dominating the central region between the Crystalsands Tundra and the Rime Plains, the range of mountains known as the Flotket Alps is a majestic,
snow-covered land of scattered pine trees and rough slopes that rise to dizzyingly sharp peaks. Nomadic trolls and roving wyverns claim the caves and
alcoves of the mountainsides, hunting other inhabitants who've also adapted to the arctic weather. This alpine expanse is often battered by harsh
blizzards, pushing some denizens underground into the maze of ice caverns that wind throughout the range, abandoned by some long-forgotten society
and turned into the home of several warring frost giant clans. Among the natural chaos of the alps, the subterranean city of Uthodurn and its people seek

to tame the wild crags around them and spread beyond the boundaries of this frozen highland.

Flotket Alps Adventures

Icy spires and snowy paths wind though these mountains, leading travelers who survive the Alps to new challenges and rewards.

A Deserving Dare (High Level). Hidden among the shallow chasms of ice is the lair of Yondis the Winter Star, an androsphinx with pure white fur. It
watches over the tomb of a heroic group of champions who sacrificed themselves in the final battles of the Calamity. Those who wish to claim the arms
and instruments of these legendary figures must prove their worth to Yondis through numerous quests or challenges — and the sphinx has no mercy for

those who fail.
Ivory Lake

Fed by the annual snow melt and heavy rains that wash across the Flotket Alps, Ivory Lake is the largest source of standing fresh water in the region.
Many creatures throughout the Rime Plains make their way to the lake during the summer when the waters are thawed and the fish are plentiful. The

banks of the lake are dangerous for smaller beasts and humanoids alike, as wyverns and other predators lie in wait to gorge on unsuspecting travelers.

Kravaraad

Black, burning, and defiant against the frost and cold of the north, the volcano of Kravaraad looms in the heart of the Flotket Alps. Perpetual streaks of
dark smoke rise up to blend with heavy steam from the trails of molten rock that cool against the surrounding ice. The mountain is known for a
continuous, gradual flow of glowing lava from multiple vents, but massive eruptions are extremely rare. The heat of the lava allows a pair of adjacent
freshwater lakes, known as the Mistpools, to provide liquid water year-round. Its dramatic presence among the pale, snow-powdered trails of the Flotkets
makes Kravaraad an important landmark for travelers in the snowy region. Hardier creatures live in the surrounding snowmelt, often competing for
territory against the fire giants who claim the northern side and interior of the volcano. Many such battles echo through the mountains like distant thunder,

calling other denizens to come witness the struggle, or to wait and finish off the survivors.

Kravaraad Adventures

The volcano attracts creatures dangerous enough to make traveling near Kravaraad an adventure of its own.

Vault of the Fire Giants (High Level). Kravaraad's fire giants have greedily amassed treasure since the time before the Calamity. To reach their
subterranean vault, the characters must sneak by or carve through the latest creatures who have challenged the fire giants (often frost giants or other
creatures that can endure the cold). But making it to the fire giants is only half the battle. The fire giants have hewn a vast dungeon under the mountain,
and characters must navigate its perils while maintaining their balance whenever Kravaraad causes the entire complex to tremble. The vault itself is

guarded by an enslaved adult red dragon that longs to be free.

Mythburrow

In the farthest reaches of the northeast Greying Wildlands, tucked low near the base of the Flotket Alps, the ominous, icicle-wreathed mouth of a deep
mountain cavern plunges into the heart of the rocky range. The locals who call this place Mythburrow tell stories of a monstrous, ancient being that claims

dominion over the surrounding lands. Tales of a bellowing roar that shakes the valley have been told for centuries, and some even claim to have seer the
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frightful wingspan of the immense white-scaled dragon that calls Mythburrow home. While many joke about the siren call of a dragon's hoard, few have

the mettle to venture into this cavern in search of wealth and glory — and those who did enter the cave never returned.

Mythburrow Adventures

Deep within the Mythburrow, something old and terrible shifts in seclusion, plotting its next hunt in the lands above.

Gelidon (High Level). All trade and communication from Palebank Village (described below) halts suddenly and without warning. When the characters are
sent to investigate, they find the entire area transformed into a frozen nightmare, the village leveled and the remaining corpses locked within jagged ice.

Uthodurnian scouts report sightings of the long-dormant ancient white dragon Gelidon returning to its lair in Mythburrow.

The Diarchy of Uthodurn puts out the call to all monster hunters and heroes, setting a handsome bounty on the head of Gelidon. The characters must now

clamber down the twisting tunnels of the Mythburrow and destroy the powerful wyrm before their competition can claim the gold and glory.
Areas (P-2)
Palebank Village

Population: 690 (61% dwarves, 32% elves, 3% gnomes, 4% other races)

Government: The elf ranger Elro Aldataur is the appointed leader of the village. He delegates tasks to proven friends and trustworthy allies.
Defense: Elro commands a small force of errant Glassblades. Some civilians are willing to take up arms to defend the city in moments of crisis.
Commerce: Basic supplies can be purchased or traded at the small inns or supply shacks.

Organizations: There are two humble temples to Moradin and Corellon, respectively. Uthodurn governs from afar, while the Tribes of Shadycreek send

agents to seek more information about Eiselcross.

Along the cold shore of the Frigid Depths, Palebank Village marks the first surviving Uthodurn outpost beyond the mountains. The settlement is situated
against the low cliff boundary of the Crystalsands Tundra, just north of the Flotket Alps. The denizens of Palebank often take to ice fishing, trapping, or
hunting, returning in small caravans to Uthodurn to sell their wares and restock their supplies. Territorial monsters wander close to the village, so rotating
squads of Glassblades are assigned to protect the people. The small docks have been recently expanded to accommodate the increased interest in
heading northwest toward Eiselcross. Palebank has become a launching point for northern expeditions, leading to growing trade and a pressing need for

more inns.

Government

The village is guided by Elro Aldataur, a weathered elf ranger who helped found Palebank roughly sixty years ago. Stoic and humorless, Elro showed a
knack for leadership when the fledgling outpost was beset with danger on a near-constant basis. Elro earned the trust and respect of the residents, and
they asked him to govern Palebank. He begrudgingly accepted, and has since overseen the expansion and protection of the village. Elro generally has sixty

to ninety Glassblades at his command.

Crime
The people of Palebank must work together to survive in this frigid land, and there is little room in the small community to conduct any worthwhile larceny

or immoral activity. What crimes do occur are born out of necessity and punished accordingly by Elro.

Geography

Surrounded by four watchtowers and a ten-foot-tall palisade of sharpened logs, Palebank is a ramshackle village locked in eternal winter. The village is
made up of over a hundred cabins and shacks. It's too small to have distinct neighborhoods, so most businesses and residences were established
wherever they could fit at the time, creating a meandering layout. Off the northern cliff, about fifteen feet down to the sand-and-snow beach, the docks

hold around a dozen ships, ranging from fishing vessels to small cargo ships that carry expeditions to and from Eiselcross.

Palebank Village Adventures
Palebank Village would be a sleepy place without much excitement were it not for the presence of eager explorers and the settlement's importance as a

waystation between Uthodurn and the islands of Eiselcross.
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Troll Night (Mid Level). While the characters stay in Palebank Village, the only survivor of an unlucky Glassblades patrol staggers into the village. An
organized band of trolls is coming down from the Flotket Alps toward the settlement, which needs every able-bodied warrior to keep the trolls at bay. How

did these trolls get so organized, and what do they seek in the village?

Rime Plains

These fields of rolling tundra and bursts of boreal forest stretch on and on, covering the southeastern Greying Wildlands. Wild muskox and snow foxes
wander across the rocky grassland, as wolves, saber-toothed tigers, and other beasts hunt to survive the freezing nights. Humans have not yet
encroached on this region, and the people of Uthodurn abandoned their expansion into the plains, so wayfaring orcs and goblinoid bands have claimed
areas of the region unchallenged. The Rime Plains are a mostly open, untamed wilderness where survival depends on one's ability to endure the elements

and navigate the wilds skillfully.

Roving Savagery

While the Boroftkrah orcs managed to temper their fury through their worship of the Storm Lord, a number of their kin embraced their violent past and
abandoned the rest to seek greater conquests. Now known as the Jez-Araz, or "Breakers of Spirits," these violent orcs live in scattered, nomadic groups
that hunt around the plains and the lower Flotket Alps. Praising Gruumsh through acts of brutality, the Jez-Araz hunting parties are a fearsome sight for

any wanderer to behold. of Molaesmyr

Just north of the Boreal Omen River, toward the center of the warped Savalirwood forest, looms the ravaged elven city of Molaesmyr. Once a beautiful city
filled with erudite scholars and designed to blend in with the towering trees by masterful elven architects, the metropolis now lies abandoned. The canopy
of trees above the ruins is thick enough to block most of the sun, and massive, twisting bramble vines choke the streets and rooftops, spreading into the
surrounding woods like veins from a corrupted heart. Crumbling spires lean against trees swollen with disease, halls of learning are smothered by toxic
fungus and moss, and a perpetual heavy fog obscures the dangers that lurk in unseen alcoves. All manner of terrible fey creatures now call this city home.
The rest of the woods are filled with natural forest denizens mutated by errant magics as well as many elves who were caught in the horrifying

catastrophe and who now stalk the shadows as terrible monstrosities, mockeries of their former selves.

The ruins are considered the source of the corrupt magics that still spread throughout the Savalirwood, twisting its inhabitants and keeping the elves of
Molaesmyr from their home for over two hundred and fifty years. Many factions throughout the Greying Wildlands have their eyes on the ancient city,
eager to uncover its secrets and its treasures. Expeditions from Uthodurn into the blighted city delve beyond the outer edges, seeking the central tower of
Caes Mosor and the labyrinth beneath, where it is believed that the dark magic was unleashed. The Uthodurnian expeditions hope to uncover relics and
clues that could be the key to reversing this desolation, but these dungeoneers now contend with not only the hungry monsters, but also hired
mercenaries and greedy thieves from Shadycreek Run who seek to steal these same secrets for profit. The blood of both factions has been spilled in the

streets of Molaesmyr, and the dark spirits of the city seem to relish the violence.

Ruins of Molaesmyr Adventures

The ruins of Molaesmyr can tempt the characters into their dangers with the promise of forgotten treasures and magic.

Cackles in the Dark (Low Level). Auntie Rottongue, Nanny Filthtouch, and Granny Pustreat are a coven of green hags living in the labyrinth beneath the
ruins of Molaesmyr. The hags send their minions to steal children from Shadycreek Run, then use them as test subjects for new, dark rituals. The minions
are supposed to take children who will not be missed, but when they kidnap a Mardoon child, the characters are hired to delve into the ruins and recover

the victim while facing the hags' corrupted fey minions.

Savalirwood

This area was once a beautiful thicket known as the Veluthil Forest, enchanted with fey magics and guarded by elven outposts. Nearly three centuries ago,
the forest suffered a terrible curse wrought from the disaster that felled Molaesmyr. In the centuries since, the fey magics have grown twisted and dark,
the denizens corrupt and feral. Spirits and monsters crawl up from under the cold, rotted forest floor, while shadowy whispers bring nightmares to those
who sleep beneath the sinister trees. The forest has been renamed the Savalirwood, for the elven word savalir, meaning "guilt." It has become a dangerous
obstacle for travel, playing a major role in the Dwendalian Empire's inability to expand northward to plunder the ruins of Molaesmyr or conquer Uthodurn.

In this most recent century, the less-dangerous outskirts of the forest have become havens for criminals, leading to the establishment of Shadycreek Run.

Throughout the Savalirwood, a handful of small groves and clearings combat the magical miasma that infects the rest of the wood. Within many of thase

relatively protected locales, wild magic thrives and gentler (if slightly mad) fey guard the surrounding glades, often enthralling wandering humanoic
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capturing them to keep the fey company — forever. A community of reserved, thick-furred tabaxi called the Nightback Clan lives among the dangers of the

Savalirwood, occasionally coming to the aid of others in need, seeking allies in their struggle to survive.

SAVALIRWOOD

The Nightback Clan

Many denizens of the Veluthil were slain following the destruction of Molaesmyr and the spread of the mysterious curse that transformed the wood, but
one group of tabaxi from the southern reaches of the forest survived and refused to flee. Knowing that the spirits of their ancestors were bound to the
trees, they chose to stay and adapt, learning to live a nomadic life among the perpetual threats of the forest. Devoted to Melora, the Nightback Clan patrols
the forest for food and locations to briefly make home. Unpleasant encounters with folk from Shadycreek Run have left some of the Nightback Clan eager
to terrorize any unlucky thieves found in the Savalirwood. The Nightback Clan also blames the elves of Molaesmyr for the tragedy that claimed the forest

and refuses to speak to or work with any representatives of Uthodurn.

Savalirwood Adventures

Every journey through the dangerous, weird, and corrupt Savalirwood is an adventure.

Nightback Negotiation (Low Level). The Nightback Clan captured a merchant caravan traveling through the Savalirwood, suspecting that the travelers are
thieves. The characters are hired by the merchant's family to rescue the caravan. If they can track the tabaxi through the woods, they must either convince
the Nightback Clan that the travelers are innocent or fight to free the captives. Things grow more complicated when the tabaxi present compelling

evidence that this merchant caravan is more than just a group of simple travelers.

Treantwatch (Mid Level). While traveling through the forest, the characters encounter a treant who insists on guiding them safely through the
Savalirwood. The treant claims to know every nook and cranny in the forest, as well as its dangers. On the surface, it seems very helpful. However, the
curse afflicting the forest has driven the treant mad and made it delusional. All the dangers it describes are inventions of its twisted mind, and it has a

knack for leading the characters into one perilous situation after another.
The treant's refusal to divulge its name is the first clue that something is amiss. In truth, the treant no longer remembers its name.

Mapping the Gates (High Level). Erma Schnieb (chaotic neutral lightfoot halfling mage) believes that the curse infecting the Savalirwood creates portals
to the Lower Planes. She hires the characters to explore the forest with her to find and map these gates. In addition to the usual nightmares that stalk the

forest paths, fiends patrol the gates and attack anyone who tries to close the planar doors.

Shadycreek Run

https://www.dndbeyond.com/sources/egtw/wildemount-gazetteer-greying-wildlands 7112



3/17/2020 Wildemount Gazetteer - Greying Wildlands - Explorer's Guide to Wildemount - Sources - D&D Beyond

Population: 14,770 (56% humans, 15% elves, 14% dwarves, 15% other races)

Government: Four organized crime families and the citizen-run Greytrader Union vie for control of the city, while the mercenary peacekeepers of the

Grudge Gang attempt to prevent complete chaos.
Defense: The Tribes of Shadycreek Run each employ personal soldiers and bodyguards, while the Grudge Gang defends the city at large.

Commerce: Most general goods are available, and rare imports and stolen commodities are sold and auctioned in secret. Many taverns, inns, and places

of vice are open to the public.
Organizations: Most business is run by one of the Tribes or the Union, even if alliances are hidden. The city has scattered, humble temples.

Past the northern outposts of Wynandir, a scattered line of shantytowns and hovels chokes the pathway into the trees of the wildlands alongside a small
creek. Originally comprised of a patchwork of makeshift, impoverished societies run by cruel slumlords, Shadycreek Run is now known as a hive of
criminal activity and savage humanity given free reign. The degenerate dregs of civilization see this place as a chance to gain untold fame and power.

Most debates end in a brawl, and most brawls end in bloodshed.

The harsh, unguarded environment breeds a tough people, and despite the ravaging beasts that pick off easy prey from the outskirts, proud groups of
hunters and skinners have risen to become prominent traders. Some intelligent figures have begun to organize and civilize life in the Run, hoping to bring a
modicum of order and respect to the collection of reprobates, while the veterans of the Run fight to keep things unpredictable, undermining these

attempts with violence. The volatile society underscores the age-old adage, "they call it the Run for a reason."

Dangerous Vocations

Many who choose to live within Shadycreek Run do so to avoid the persecution (or prosecution) that awaits within the empire, while others have a taste
for the brutal lifestyle afforded by a land of overt moral flexibility. Professions here range from artisans and craftsman to farmers, mercenaries, and
entertainers. However, the most profitable entrepreneurs in the region are thieves, hunters, and scavengers who brave the deadly Savalirwood and the
ruins of Molaesmyr. Powerful beasts yield hearty meat and furs, while recovered relics and lost magics fetch quite the price in distant markets. The
struggle over these prizes often grows bloody, as the Tribes and the Greytrader Union battle to gain control of these trades, while also competing with the

people of Uthodurn who wish to reclaim their heritage and lost belongings.

Adversarial Rulership

Currently, Shadycreek Run is divided between three competitive factions: the Greytrader Union, the Tribes, and the Grudge Gang.

The Greytrader Union is a faction of reformed outcasts and criminals who want to establish firm trade relationships with outside societies and help
salvage Shadycreek Run by making it a safer, more functional community. The members of the union don't abide imperial rule, and they enjoy the freedom
of a lawless lifestyle, but they also wish to be free of the legacy of violence for which Shadycreek Run is known. Made up of trappers, hunters, builders,
and craftsmen from all walks of life, the Greytrader Union wishes to institute self-appointed marshals to keep the peace. They aim to increase the safety

of civilians, turn the Run into a respectable destination for trade, and eventually diminish the influence of the Tribes and the Grudge Gang.

The Tribes are a collective of rival criminal families who ran the Run for nearly a century before they lost much of their dominance to violent infighting and
internal power struggles. Comprised of the Mardoon, Uttolot, Trebain, and Jagentoth families, the Tribes work to maintain control over most of the
business that transpires in the city, and conspire against each other in secret. While each family center is usually composed of relatives by blood or
marriage, their employees are also considered "within the family," so long as they remain loyal. The Tribes fence stolen goods, provide vice and bawdy

entertainment, and control the populace through confusion, intimidation, and fear.

The Grudge Gang is a hardened company of mercenaries who act as the muscle to enforce local interests within the Run. Founded by a band of deserters
from the Dwendalian army, they've grown into a battalion of warriors loyal to coin and each other. Members of the gang will happily work for the Greytrader
Union or any of the families of the Tribes, so long as their business isn't bloody enough to harm innocents or put the safety of the Run at stake. Since the
other factions rely on the Grudge Gang for protection from the terrors of the Savalirwood, its members consider themselves neutral instruments in the
political chess game. Some members of the gang have assigned themselves to maintain order in a land without law, calling themselves Taskers and doing
their best to keep the innocent from being crushed by the city's predators. Their priorities revolve around lending their skills to whoever pays the best,

maintaining livable streets, and keeping the dangers of the Savalirwood and the Dwendalian Empire out of the city.

Government
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The city has no central government or laws, so much of it is held together by a vague sense of "live and let live," broken by occasional bursts of "take what
| want." If violence spirals out of control, the Grudge Gang's Taskers step in and beat everyone involved to a pulp. It's not uncommon for careless folk to
wind up dead in a snow-covered alley, stripped of their goods and left to be eaten by starving dogs. Denizens of the Run learn to watch their backs and

warily wield blades.

Geography

What began as an extended string of shanties and shacks built along the southern treeline of the Savalirwood has turned into a three-mile-long, crooked
main street called Clover Alley, lined with hovels, buildings, and mudholes. The neighborhoods on the southern side of the Alley, called the South Clover,
are the most impoverished and least maintained areas of the city, known for extremely desperate folk and even more dangerous business. The northern
side, called the North Clover, is partially built into the Savalirwood itself, and houses the wealthy and powerful denizens of the Run, including most of the

families of the Tribes, who live in various mansions and small strongholds.

The western end of the Clover Alley, known as the Wickerskids, is home to the scavengers and farmers who do their best to coax the harsh lands of the
cold north to produce food for the people of Shadycreek Run. The central square of Clover Alley is named Clover Plaza and marks the heart of commerce,
conflict, and vice within the city. In the plaza, all factions mingle in broad daylight, disguising their hidden agendas with a bawdy and loud lifestyle of
indulgence and excess. The eastern end of Clover Alley, called the Gruff Slum, houses a cluster of peasants and cutpurses who live among drug dens and

pig pens.

STREETS OF SHADYCREEK RUN

Shadycreek Run Adventures

Slack laws and the promise of easy money draw many opportunists to these dangerous streets.

A Stolen Heart (Low Level). At the Trench Tavern, the characters join a drinking game with some of the local Grudge Gang. Win or lose, an orc member of
the gang, Dratto, reveals their connection with the Mardoon family. Dratto mentions that they need some hands to steal a Molaesmyr relic currently held by

the Trebain family. The characters can turn Dratto into the Trebains to gain their favor or agree to aid in the theft.

If the characters agree to help Dratto, a dangerous burglary ensues. They must infiltrate a guarded shed outside the Wickerskids, only to discover the relic
is actually a slumbering pixie. This creature wakes in the presence of the characters, when a mysterious aspect of one character's nature draws the pixie

from out of its torpor and binds its affection to the character.

King's Spy (Any Level). Nella Durlon (lawful neutral, nonbinary, human spy) lives in Shadycreek Run as a spy for the empire. They gather information ahout

the settlement's defenses to take back to Oliver Schrieber (see "Dwendalian Empire" in chapter 2). The characters learn of Nella's job from a factioi
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hires them to find the spy. Depending on the faction, the characters must either escort Nella safely out of the settlement so they can report to Oliver, or
ask that Nella be killed for giving away the settlement's secrets. Either way, finding Nella is no small task. The spy is a master of their craft and blends in

with the criminals and ruffians of the Run.

Uraliss

The small town of Uraliss was Uthodurn's first attempt to expand beyond its mountain halls. Uraliss was settled with the intent of becoming a farming
village to aid in crop production. As the town began construction, arcane wards were developed and placed along a patch of snow-covered field at the
base of the Flotket Alps. The wards were designed to slowly melt the snow and hopefully help develop the area into farmable land. However, the town was
beset by orcs and other threats from the Rime Plains, and the town's hopes were further crushed when the land beneath the snow was found to be rocky
and untillable. The settlement was quickly abandoned and is now a crumbling ghost town left to be vandalized and repurposed by the Boroftkrah orcs of

the Rime Plains.

Uraliss Adventures

Characters might go to Uraliss to retrieve something left behind, study its arcane wards, or hunt a beast that lurks in the ghost town.

Haunted Temple of the All-Hammer (Low Level). The Boroftkrah orcs avoid Uraliss's temple of Moradin at all costs. The temple is filled with specters of
dwarves and elves captured by a high priest who went mad and locked her congregation in the temple during the final orc raid. All her victims starved to
death, as did the priest herself, who became a wraith. The characters could come to this building to find a lost treasure of Moradin, or to escape other

threats as they pass through the ruined town.

Uthodurn

Population: 26,240 (56% dwarves, 36% elves, 4% gnomes, 4% other races)

Government: A diarchy between the dwarven and elven monarchs rules over the populace, each leader supported by a council of nobles who share the

responsibilities of overseeing the city and its functions.

Defense: Uthodurn maintains a well-trained army of Glassblades to keep the peace and stations scouts and skirmishers across the Flotket Alps. Nobles

also employ bodyguards.
Commerce: Most basic goods and services are available. Uthodurn's isolation means that imports are limited and inns for outsiders are scarce.

Organizations: Numerous temples dot the Volition Disc area of the city, and competing guilds do business under the oversight of the councils. Hidden

agents from the Tribes of Shadycreek Run have begun to find their way into the city.

Hidden among the icy peaks of the Flotket Alps, the northernmost dwarven stronghold of Wildemount is ensconced in the base of a steep mountain
valley. Uthodurn is a bastion of dwarven culture, home to a secluded people who've endured the freezing temperatures and continuous snowfall across the
mountains and surrounding lands since they founded the stronghold nearly eight hundred years ago. The dwarves of Uthodurn are sharp of wit, hairier
than their southern brethren, and as unyielding as the rock they live in. The Queen of Uthodurn broke from stubborn dwarven traditions and opened the
city's doors to thousands of elven refugees following the destruction of Molaesmyr nearly three centuries ago. While there have been moments of conflict
between the dwarves and elves as ancient grudges are briefly revived, the society within these fire-warmed stone halls has grown into a unique union of

both cultures.

A Harsh Environment

Beyond the iron doors of the city, the wildlands surrounding the underground stronghold are brutally cold and battered by cutting winds. The people of
Uthodurn hunt and track in bursts, like sudden flurries of snow, stalking the wild white bison and cliffneck goats that call the Flotket Alps home. The
dwarves and elves of Uthodurn have adapted to their environment, becoming skilled hunters and trackers as well as hearty travelers used to persisting
through extreme conditions. As the hunter's saying goes, "squeezing water from a stone might be hard, but snaring a rabbit from the Flots is harder." A
strong martial force is necessary to combat dangers such as frost giant clans and snow-faring goblinoid bands that hunt throughout the slopes and

caverns of the mountain range, and the masters of Uthodurn have trained fierce warriors and spellslingers.
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THE FIERY VOLCANO KRAVARAAD LOOMS OVER THE SNOW-COVERED FLOTKET ALPS, HOME OF THE DIARCHY OF UTHODURN

Dual Societies, Dual Skills

Uthodurn has the unique distinction of being the only place in Wildemount where dwarven and elven lifestyles and traditions come together within one
location. The resulting collaborations have created incredible new crafts and means of circumventing the challenges of the region. Dwarven carving
techniques blend with elven arcane knowledge to elevate architecture and excavation capabilities. Historical knowledge of the local vegetation meets
refined herbalism to cultivate and grow cold-resistant crops. The crafting and smithing techniques of each lineage entwine and complement one another,

making Uthodurnian goods that pass beyond the Greying Wildlands valuable indeed.

Love Knows No Bounds

Dwarves and elves have lived together under the same roof and banner for centuries within Uthodurn. Over those years, they have forged ties of mutual
respect, and romances and unions between elves and dwarves have also become increasingly common as the years progress. Though such partnerships
were initially considered scandalous, they came to be met with tolerance, and eventually celebration. While an elf and dwarf may indeed produce offspring,
the curiously stubborn nature of both ancestries produces a child that is either an elf or a dwarf, though a child of either race often inherits minor physical

attributes from the other parent. Such children are affectionately referred to as attalwen, or "two-hearted."

Strike It Rich

The Diarchy of Uthodurn rewards those who discover magic items in the wastes of Foren, driving Uthodurn's most experienced — and most desperate —
explorers to Syrinlya. Uthodurn doesn't have the funds to support a full expedition in Foren, so they provide incentives for citizens who gather such items.
The city provides free transportation to and from Syrinlya, in addition to rewarding discoveries, because they are desperate for items that could provide
them with more resources, guard them from an invasion from the Dwendalian Empire or the Kryn Dynasty, or help cure the corruption in the Savalirwood. A

handful of scholars believe the source of the Savalirwood's corruption might even be tied to something within the ruins of Aeor.

Government
The stronghold of Uthodurn is ruled by the dual monarchs, the dwarf Queen Simone Fruunast and the elf King Imathan Talviel, who each oversee their own
small council. Most matters of the city and its provinces are handled by these councils, and well-trained soldiers and rangers called Glassblades — named

for their signature weapon design, which resembles jagged glass — act as enforcers of order and law.

Crime
Uthodurn society is far from perfect, and a seedy criminal element exists in the shadows under the mountain. Guildmasters who seek to surmount their

rivals are known to resort to theft and bribery, while some honorless nobles have occasionally embraced the effectiveness of blackmail, and even r
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to gain power and wealth. Curious spies and thieves from Shadycreek Run have also sneaked or lied their way into the hearth-lit halls, and a small surge of

crime might be imminent.

Geography

Above the entrance to Uthodurn stands a series of small watchtowers, which surround a cluster of livery stables that house thick-coated, hardy horses
and cliffneck goats. The entire city is built around a vertical pit that descends straight down from a half-valley, with numerous tunnel doorways locked with
cap-like iron doors, creating a wide, downward spiral of carved stone, ruddy iron, polished marble, and cold subterranean waterfalls lit by ever-burning
pyres. The city's sections are divided and marked by sets of wide pillars that hold aloft steel gates that can be dropped to seal off entrances and defend

the deeper regions of Uthodurn.

The top level of the spiral, called the Volition Disc, is the widest and oldest of the regions. Many citizens live along the outer walls of the Volition Disc in a
unique mishmash of old, angular stone abodes and lofty elven homesteads. The district is bisected by a central road called the Auger Trail, which is both a
thoroughfare and a forum, lined by tables, benches, and peddlers' carts. Many construction businesses have small building yards here, while the upper, or
Topper, mines work hard to pull iron from the surrounding rock. The main Glassblade barracks are centered around the entrance tunnels that descend into

the city.

Below the Volition Disc, in a smaller spiral, lies the Deliberation Disc, or Liber Disc as it's often called. The Liber Disc is lined floor-to-ceiling with homes,
emporiums, forges, and taverns that fill the air with the scents of cooked meats and boiling tubers. Many Uthodurnians come here to shop, enjoy the
bustling atmosphere, or unwind with a hearty ale or piquant wine. Foreign travelers may be tickled to come across dwarves dancing to uncharacteristically

whimsical elven music or elves enjoying dirty barroom games.

At the bottom of the city, the Grand Disc contains the Luddenbrock Mines that pull precious metals from the deeper veins of the mountain, as well as the
Grandcast Citadel where the dual monarchs rule their people. The citadel itself is an impressive palace carved into the central stalactite pillars to

resemble an inverse tower, with marble walls that make it look like a frozen, underground tornado.

Uthodurn Adventures
Travel to and from Uthodurn is its own adventure, given the severity of the surrounding environment. The Glassblades might also turn to adventurers to

help stem the rising tide of crime.

Awful Wails (Low Level). The characters are hired by the Glassblades to investigate a series of murders. Ancient elves, old enough to remember the
destruction of Molaesmyr, are withering and dying in the streets at night. Witnesses all report hearing the same thing before finding the bodies: a horrible
wail. The culprit is Myra Quirn, an elf who was turned into a banshee when she was left behind as her people fled Molaesmyr, and turned into a vengeful
spirit by the dark magic of the ruins. After many years of searching, Myra found her still-living kin in Uthodurn, and she plans to exact revenge on every last
elf that left her behind.

Barren Shelves (Mid Level). Uthodurn's stock of food is running out as winter approaches. The monarchs sponsor a mammoth-hunting contest, offering a
prize of 1,000 gp to the team that brings back the largest mammoth. If the characters wish to partake, they must hunt and kill the largest mammoth

possible, then deal with a rival crew of adventurers that tries to take their kill by force.

A Dreadful Bore (High Level). The Kryn mount a daring incursion into Uthodurn, using purple worms to bore into the subterranean city. After breaching the
outer wall of the Grand Disc, Kryn invaders storm the Grandcast Citadel and hold both monarchs hostage after they're pinned down and unable to escape

with their captives. The Glassblades turn to the adventurers for help freeing the monarchs and bringing the Kryn invaders to justice.
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to be studied or discussed on the once-powerful nation. However, recent discoveries of Aeorian artifacts revealed the truth of Aeor's resting place and
spurred rumors of arcane secrets frozen beneath the ice of Eiselcross. Now Dwendalian, Uthodurnian, Xhorhasian, and mercenary expeditions search the

hazardous terrain for materials that could change the tide of the war between the Dwendalian Empire and the Kryn Dynasty.



T ment and
in
The characters encounter a lost Cerberus Assembly mage trying to return to Balenpost. The rest of the mage's team died in the ruins of Aeor, and

there is a 50 percent chance the mage carries a recently recovered Aeorian item.

The characters find a griffon with an arrow in its wing that prevents it from flying. A character who succeeds on a DC 15 Wisdom (Animal Handling)
check can approach the griffon without being attacked. Such a character can remove the arrow, restoring the griffon's ability to fly, after which the

griffon allows the character to ride it as a mount for the next 1d10 days.
The characters encounter the revenant of a dead explorer from Balenpost who was murdered by one of its team and is looking for vengeance.
The characters find a 3-foot-tall, 50-pound egg. If they keep the egg in a cold environment for 1d10 weeks, a white dragon wyrmling hatches from it.

A young remorhaz ambushes the characters.

Eiselcross Encounters: Levels 5-10

dé

Encounter

The characters encounter 1d4 + 1 mammoths being hunted by 2d6 wildfolk scouts.
An abominable yeti and 1d4 yetis stalk the characters.

The characters encounter 2d4 yetis from Allowak's Sanctuary (see "Allowak’s Sanctuary Yeti Statistics" later in this chapter). The yetis attempt to scare

the characters away but do not wish to do harm.
The characters pass an Aeorian building that crashed nearby. The building contains 1d4 + 4 wights.
An Aeorian absorber (see chapter 7) ambushes the characters.

The characters encounter a large herd of elk. If the characters scare the elk, 1d6 elk attack while the rest of the herd flees. During the combat, a

remorhaz bursts out of the snow and attacks indiscriminately.

Eiselcross Encounters: Levels 11-16

dé

Encounter

An adult white dragon confronts the characters, demanding treasure for passage through its territory. The dragon accepts 1,000 gp worth of treasure

or a rare magic item as acceptable tribute.

The characters encounter an iron golem that keeps walking in circles. The golem attacks any creatures within 10 feet of it but otherwise continues

walking in circles.

The characters find a camp of 2d4 minotaurs and 4d6 orcs looking for wildfolk to recruit for the Kryn. These explorers want to keep their operation

covert. If they aren't convinced the characters can keep their secret, the Xhorhasians attack.
A roc flies overhead and attempts to scoop up a character of your choice as its next meal.

ing for Aeorian items. In their humanoid guises, these hags pretend to be lost explorer

in a vulnerable spot, the hags reveal their true nature and attack.

he characters are ambushed by 1d8 + 1 frost giants.



find the buried top of an Aeorian tower that crashed into the ice. Ice fills the lower levels of the tower, and 1d4 + 1 Aeorian nullifiers

) are frozen in the ice.

encounter 2d6 gladiator wormkin (see "Tomb of the Worm" later in this chapter) attempting to force-feed a group of 3d6 wildfolk

meat of the Undermaw.
find a humanoid skull frozen in the ice. If they free the skull, it comes alive, revealing its true form as a demilich.

The characters encounter two mages from Balenpost planning to steal an Aeorian item from a camp of 3d6 frost giants and their tamed frost worm

4

(see chapter 7) The mages ask for the characters' help with the heist.

The characters encounter the ghost of an Aeorian citizen. If the characters are kind to the ghost, the undead might be able to share the history of the
5

crashed city with the characters.

The characters encounter 2d6 frost giant zombies (see chapter 7). These zombies did not come from the Fortress of the Dead Jarl. Their origin is up
6

to you.

The characters cross over an area of thin ice. A kraken obsessed with Aeor floats beneath the ice and orders the characters to share any knowledge
7

they have of the place or face its wrath.
8 An ancient white dragon ambushes the characters.

Islands of Eiselcross

Eiselcross is a collection of eight icy islands, some of which have small, snow-covered mountain ranges:

Beissel. Eiselcross's third largest island is so far north that even prepared explorers have trouble surviving the cold. Most don't dare brave an expedition,

and those who do turn back once they see the white dragons that rule Beissel.

Dampfkan. This island is an active volcano that steams into the sky. Dampfkan's few explorers have seen a large structure in the lava, but nobody knows

what this mysterious monolith is.
Foren. The largest island of Eiselcross is also its most desirable destination for treasure-seekers, since Aeor's main crash site is on Foren.

Frostbogen. Given its proximity to Foren, one might think that this island is also a popular destination for explorers. But ever since a Cerberus Assembly
delegation of over one hundred people, their ship, and all their belongings vanished during an expedition to Frostbogen, no one has dared to explore the

island.
Gelier. Eiselcross's second-largest island holds the body of Quajath, the Undermaw, and its wormkin (see "Tomb of the Worm" later in this chapter).

Kaltsel. The smallest of Eiselcross's islands floats off the southeast coast of Foren and is said to be the home of Mynarc Furdahl, an undead warlock of

Asmodeus willing to make deals in exchange for souls.

Schneescel. A permanent magical blizzard rages across Schneescel, a small island to the west of Foren, making it nigh impossible to explore. Many

believe that a fallen Aeorian relic causes this storm.



AEOR CRASH SITE

Aeor Crash Site

While pieces of Aeor were thrown all over Eiselcross and the Frigid Depths, the city's main crash initially created a three-mile-diameter crater in the center
of Foren. In the centuries since, ice covered the crater. Ruins poke through the frosty surface, creating tunnels, pits, and chasms. The buried ruins are filled

with dangerous, wonderful creations and pockets of people frozen in time.

Stasis Bubbles

Most of Aeor's streets, buildings, and people were smashed to pieces when the city collided with Foren. Amid the ruins are magic fields of translucent blue
force surrounding moments frozen in time. Many of these bubbles hold diverse crowds of humanoids huddled in the street, their bodies, clothes,
belongings, and the ground itself unharmed by the crash. Others contain families holding hands as they brace for impact around dining tables, mages
waving wands in the air around laboratory benches, soldiers with glowing swords raised to the sky, siege crews climbing atop weapons meant to fire

massive projectiles, and more. Each magic field is a 10-foot-radius sphere, and nothing within appears damaged or moved by the crash.

tion, the items and people within are the real prize. Totally intact Aeorian

to demonstrate, repair, and rebuild their creations is a reward beyond any of



defenses and guard against deific assaults. Weapons as small as daggers and as large as cannons were crafted in Aeor. Although much was destroyed in
the crash, there are still items in the rubble (see chapter 6). The pieces are valuable, and the blueprints for creating such powerful items would be

priceless, though none have been found so far.

Disease Laboratory
A large facility in the city developed diseases meant to weaken and kill the gods and their servants. Aeor's mages tested the diseases on beasts and

prisoners, creating horrific monsters, some of which still stalk the ruins.

Frigid Woe. Frigid woe is a special disease developed by Aeor's mages that cannot be cured by conventional treatment or magic. The only way a creature
infected with the disease can be cured is by finding and drinking the manufactured antidote, a milky liquid stored in gold vials found in Eiselcross's ruins.

This disease was created to slow down the forces of the gods and get around the healing power of their clerics and angels.

The disease is transmitted by breathing in blue spores that Aeor's mages created long ago. When a creature comes into contact with these spores, it must
succeed on a DC 11 Constitution saving throw or become infected with frigid woe. It takes 1d4 days for the symptoms to manifest in an infected creature.
These symptoms include fatigue, chills, and visible blue veins that appear on the creature's body. The infected creature's speed is reduced by 5 feet as

long as it remains infected. Every 10 days after symptoms appear, an infected creature must succeed on a DC 11 Constitution saving throw, or its speed is

reduced by another 5 feet. If a creature's speed is reduced to 0 as a result of this disease, the creature dies and its body turns into a statue made of ice.

A creature can drink the antidote as an action, ending all symptoms and effects of the disease instantly.

Aeorian Hunters
Aeor's people didn't just develop weapons that could kill the gods; they created soldiers. Strange experiments turned captive beasts, prisoners, and
volunteers into hulking dreadnoughts called Aeorian hunters (described in chapter 7). Those that survived the crash still stalk the ruins, driven mad by

isolation and unsated bloodlust.

Strange Obelisk

A mile west of the crater that defines the crash site is a rocky hill that thaws any snow or ice that rests atop it. The mouth of a cavern can be found on the
hill's northern side, which leads to a 60-foot-wide, domed chamber. In the center of this cave stands a fifteen-foot-tall obelisk made of dark, reflective
metal that resembles smoothed obsidian. The stone quietly hums with an aura of abjuration from some mysterious enchantment. Travelers that complete

a long rest within proximity of the stone are visited with terrible dreams of strange, alien places and visions difficult to understand.

Aeor Crash Site Adventures
The main reason for characters to explore Aeor's crash site is to uncover Aeorian magic items and other treasures, but any time spent in the region is sure

to bring excitement and danger.



Population: 532 (100% yetis)

Government: Brightheart, the settlement's smartest and strongest abominable yeti, rules Allowak's Sanctuary as a dictator.
Defense: Every resident of Allowak’s Sanctuary is capable of defending the settlement.

Commerce: Aside from trading for simple goods and services, there is no major commerce.

Organizations: The yetis have no organizational ties.

When Aeor fell into Foren, the impact threw a monolithic, purple crystal miles away from the crash site. The stone pierced the body of an abominable yeti
named Allowak, but the crystal's magic preserved the yeti's corpse and absorbed Allowak's soul. When other yetis touched the crystal, their intellect
increased and their innate desire to slaughter faded away. A society of the monstrosities living in huts and keeping mammoths for food sprung up around

the crystal. These peaceful yetis abhor their more savage kin.

A Secret Place

The yetis of Allowak’s Sanctuary keep their home a secret, for they worry that outsiders might try to steal the crystal. Although the crystal's effects seem
permanent, the yetis fear that if it were removed from Allowak's remains, they would lose their newfound intelligence. If outsiders get close to the village,
the yetis patrolling the village's borders approach and act like the more common and savage members of their species. The yetis of Allowak's Sanctuary

do not kill unless forced to, but they will cause injury to guard their secret.

In recent years, the yetis have acquired books and journals from explorers who died close to their camp. The tomes gave the yetis an understanding of the

world beyond Eiselcross.

Brightheart's Intentions
The yetis of Allowak's Sanctuary are led by an abominable yeti named Brightheart. She organizes adventuring parties of her people to search Foren for
more of their kin to awaken with the crystal. Brightheart claims this recruitment is to increase the size and security of the community, but some whisper

that she is building an army to take over Eiselcross, and possibly even more places beyond the Frigid Depths.

Allowak's Sanctuary Yeti Statistics

The yetis of Allowak's Sanctuary are yetis and abominable yetis, with these changes:

¢ Their alignments are neutral.
¢ Each has an Intelligence score of 16 (+3) and a Charisma score of 10 (+0).

¢ They can speak, read, and write Common and Yeti.

Allowak's Sanctuary Adventures

The characters could stumble across Allowak’s Sanctuary or fight their way through the perimeter guards to uncover the village.

A Matter of Trust (Mid Level). As the characters travel Foren, they find Dawnmind, a female Allowak yeti (see "Allowak's Sanctuary Yeti Statistics") holding
the tatters of a net as she lies in the snow, covered in claw wounds from others of her kind, with 1 hit point remaining. Three other yeti corpses,
Dawnmind's companions, lie in the bloody snow nearby. Dawnmind begs the characters to escort her back to Allowak's Sanctuary along with the corpses.

Her group failed to capture six wild yetis, but those yetis are nearby and stalk the characters if they help Dawnmind.

If the characters travel to Allowak's Sanctuary with Dawnmind, Brightheart welcomes them as heroes and thanks them with a place to stay, provided that

could order the characters to prove their loyalty by capturing a group of wild
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Wardlow is harsher than the winds when it comes to rationing supplies and driving expeditions to go farther and faster in the hazardous tundra.

Icy Expeditions
The expeditions that leave Balenpost are run by mages that work for the Cerberus Assembly. These mages and their crews are given honors, accolades,
and special privileges, such as more rations, when they uncover Aeorian items. Teams that return to Balenpost to resupply have their wages docked until

they return with a find.

Dwendalians with nothing to lose come to Balenpost to earn good pay, but many of the other explorers are prisoners quietly approached by the Cerberus
Assembly and offered freedom in exchange for service. Prisoners that don't contribute to the expeditions are sent back to the mainland in chains, so many

are willing to cheat, steal from, or kill other crews.

Horswell's Lab

Balenpost is not just a place of discovery but also one of arcane experimentation. Wardlow Akron placed Korberta Horswell (chaotic neutral, female, rock
gnome mage) in charge of the team that studies and tries to duplicate Aeorian items retrieved from the wilds of Eiselcross. The reckless mage and her
team perform all manner of experiments to recreate items brought back from the wastes. These tests often go dangerously awry. Death and magical
destruction are not uncommon results, and a few items have warped or twisted subjects into horrible monstrosities that are locked away somewhere

secret in the lab.

Dwendalian Spies

While the Cerberus Assembly is in charge of exploring Eiselcross, the Crown wants to make sure its interests are protected. The assembly reports enough
discoveries to King Bertrand to make it seem like the sovereign is informed, but he knows better. King Bertrand planted spies among the explorers
because he doesn't want the assembly keeping the most powerful Aeorian items secret, lest they be used to overthrow him. The leader of this spy ring is

Karta Meck, a neutral human spy who also happens to be one of the camp's most accomplished treasure hunters.

Wardlow suspects that the king planted spies in Balenpost and regularly tries to read the minds of explorers and look at communications sent out of the

camp to find the king's agents. His attempts thus far have proven fruitless.

Resupply
New supplies, letters, and people come to Balenpost from Icehaven by boat every month. These ships then take people and missives from Eiselcross back
to the mainland of Wildemount. The journey through the Frigid Depths is perilous and can delay or destroy a resupply boat, an event which forces the

outpost to restrict rations.

Balenpost Adventures
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to win over the characters, promising an Aeorian item in exchange for helping to discover what secrets are hidden in Horswell's lab.

WHITE DRAGONS SCOUR THE ISLANDS OF EISELCROSS FOR FOOD AND TREASURE
Fortress of the Dead Jarl

From the outside, the Fortress of the Dead Jarl is an enormous fairy-tale castle made entirely of ice. The horrors inside the place tell a different story. The
frost giant leader, Jarl Conessa Berg, was obsessed with gathering objects from Aeor. Two centuries ago, one of those items turned Conessa and every

giant within her castle into an undead zombie. These beings are trapped inside the castle along with a hoard of Aeorian items.

Fortress of the Dead Jarl Adventures

The Aeorian items within the fortress are enough to tempt most adventurers, but there are other reasons to go to the fortress.

They're Free (Mid Level). When the characters arrive in Balenpost or Syrinlya, a frost giant zombie (see chapter 7) attacks the camp. If the characters help
defeat the giant, the leader of the camp tells the characters it is the third attack in as many days and asks them to find the source of the zombies.
Characters can track the zombies back to the fortress. Each day the characters follow this path, roll any die. On an even result, the characters encounter
1d4 frost giant zombies. When they reach the fortress, they find that one of the walls is breached and must repair it to stop the zombies from leaving the

castle. This breach could be natural or could be caused by a faction with a score to settle against the attacked outpost.
Mutalos

In the northern part of Foren, a strange patch of wilderness exactly 30 miles in diameter is avoided by the wildfolk at all costs. They call this region
Mutalos. Every morning at dawn, the area's environment suddenly changes. Mutalos shifts from desert to forest, from mountainous to swamp, or from an
be a seemingly normal icy tundra, so unsuspecting explorers traveling through

sun rises.

lieve an Aeorian object fell from the city and created the region. All
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holds the answers to these questions.

Sometimes a creature that appears in Mutalos leaves the borders of the region. When this occurs, the creature becomes untethered from the magic that
brought it to Foren and remains in Eiselcross even after Mutalos's environment changes. Many creatures from other habitats don't last for long in the

arctic wastes, but a few are smart or strong enough to survive.

Environment Changes
Each day at dawn, the habitat of Mutalos changes. You can choose or roll this new environment on the Mutalos Habitats table. If you roll the result of

Mutalos's current environment, roll again until you get a new result.

Mutalos Habitats

d8 Habitat

1 Arctic

2 Desert

3 Forest

4 Grassland
5 Hill

6 Mountain
7 Ocean

8 Swamp

Mutalos Adventures

Trying to find the origin of Mutalos's magic or simply traveling through the region is an adventure, but there are other reasons to explore the area.

Lost Staff (High Level). Farrhan Yost (lawful evil, female, human archmage) was a part of the initial Cerberus Assembly team that explored Eiselcross.
Now back on the mainland, she tells the characters she lost her staff of powerin Mutalos when the region was an ocean habitat, hoping it tempts them
into exploring the region to find her old staff. As the characters search, she uses the scrying spell to keep tabs on them. Should the characters discover
her staff or any other interesting treasures, Farrhan teleports to their location with her shield guardian and offers a meager payment for the find. If the

characters refuse, she attacks. Farrhan intends to get her staff back no matter what and wants to claim the characters' discoveries as her own.

This odd, mile-wide river of lava flows south-to-north across the length of Foren. The River Inferno disappears at both its ends into the sea, springing up
seemingly from nowhere. Most scholars believe that the river was created by the crash of Aeor, though this theory has yet to be confirmed. It is clear tha

the river has ties to the Elemental Plane of Fire, for fire elementals, magma mephits, and salamanders can be occasionally found along its banks.

one re is an exception: ice and snow that fall into the lava remain intact. Bold

s floa t to their destinations more quickly. The river flows at an impressive rate of
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in the direction of the nearest settlement. The efreet plan to enslave the settlement's inhabitants and put them to work building an obsidian tower on the

shore of the River Inferno, where the efreet can stay whenever they deign to visit this dismally cold corner of the multiverse.

Population: 182 (72% dwarves, 24% elves, 4% other races)

Government: Professor Gulrim Shalebrow is in charge of Syrinlya, appointed to run the outpost by Queen Fruunast of Uthodurn.

Defense: Syrinlya's inhabitants are explorers capable of defending the settlement.

Commerce: Syrinlya's explorers are willing to trade for meager belongings. Aoerian items can be sold to the Buyer (see "The Buyer's Hut" below).
Organizations: Elves, dwarves, and a few others from Uthodurn are the only residents of Syrinlya. Most have no organizational ties.

Syrinlya is a collection of yurts filled with mercenary explorers from Uthodurn looking to get rich. Professor Gulrim Shalebrow (see "Diarchy of Uthodurn" in
chapter 2) runs this outpost with few rules: just an unspoken agreement that all explorers have each other's backs against the harsh environment, just as

they would back in their mountain home.

A Lawless, Moral Land
Syrinlya has few laws, but its explorers look out for each other. This is a courtesy they learned at home in Uthodurn, where the dwarves and elves are

interdependent. Most folks in Syrinlya share food when their hunts are good so that others return the favor when their luck runs out.

Syrinlya doesn't suffer bullies. The honor system is enforced by the toughest explorers, who don't hesitate to take justice into their own hands. One such
individual is the dwarf Morgo Delwur (neutral good, male werebear), a staunch friend and an even more staunch holder of grudges. Gulgrim is content to

allow the explorers to keep order, as it saves him from having to govern and allows him to go off on expeditions of his own.

The Buyer's Hut

The largest yurt in the outpost is occupied by an elf called the Buyer (lawful neutral, nonbinary, high elf mage). The Buyer was brought to Eiselcross by
Professor Gulgrim Shalebrow to run the day-to-day operations of the camp while the dwarf explores. The Buyer keeps to themselves and refuses to share
their real name, which is Elloway Tenvidas. When the Buyer acquires an object, they place the item into a large stone chest, which transports the object
back to Uthodurn or Palebank Village. Some of the explorers think the chest could also be used to transport people, but none are brave enough to ask the

mysterious Buyer or risk experimenting with the chest themselves.

Syrinlya Adventures
The main reason for many characters to come to Syrinlya is to seek out Aoerian items for Uthodurn, but there are plenty of other adventures to be had in

the outpost.

The Arcane Tree (Mid Level). While the characters are in Syrinlya, Morgo Delwur returns from an expedition with a bag of five green seeds from one of
Eiselcross's Ae ruins. The werebear lost a seed in the snow when showing them off, and a 15-foot-tall, green tree springs up overnight in the middle
of the camp. W ver a creature casts a spell that restores hit points or deals radiant damage to another creature within 90 feet of the tree, the tree
uproots itself fr  the ground and attacks the creature. After killing the spellcasting creature and other threats, the tree replants its roots. Every 1d10 da
th round within 30 feet. If the trees become a problem, Professor Gulgrim

S
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Defense: All adult inhabitants in the Tomb of the Worm are capable combatants.
Commerce: The Tomb of the Worm has no commerce, though Quajath's meat is offered freely to travelers.
Organizations: The wildfolk that live here serve only Quajath, but they are friendly toward explorers from the Kryn Dynasty.

Three decades ago, a clan of wildfolk on Gelier found the exposed body of Quajath the Undermaw poking through the wall of an icy cave (see "Lesser
Idols" in chapter 1). These accessible sections of the worm peek through the cave's ceiling and walls, and are still attached to the worm. The wildfolk who
discovered this place consumed the Undermaw's exposed meat and found that it regrew. They now live in the cave, enjoying the easy, renewable source of

food, and are now fully under the sway of the Undermaw. They invite others to join them, calling themselves wormkin.

The people living in the Tomb of the Worm work together in harmony. Galgonos (chaotic neutral, male, human cult fanatic with the wormkin template
described below) is the leader of the settlement, and he organizes parties of wormkin that search Gelier and the rest of Eiselcross for more wildfolk to join
their ranks. Outsiders often find the settlement charming because of how well the villagers get along, though a character who succeeds on aDC 15
Wisdom (Insight) check can tell that the wormkin are more dangerous than they appear. The villagers offer the Undermaw's meat to visitors and force-

feed it to those who refuse but would make worthy additions to the Undermaw's army.

The wormkin have two goals: grow their numbers and free Quajath from the ice. What Quajath plans to have its followers do once it leaves the ice is

known only to the Undermaw.
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Magic Resistance. The creature has advantage on saving throws against spells and other magical effects.

Regeneration. If the creature has at least 1 hit point, it regains 5 hit points at the start of its turn.

Tomb of the Worm Adventures

The characters might find adventure, allies, and adversaries in the Tomb of the Worm.

Meat Thieves (Low Level). As the characters explore Gelier, they cross paths with a group of four wildfolk commoners led by Jarinmine (chaotic good,
female, lightfoot halfling scout). The halfling begs them to take a 300-pound package of meat to the sea and dump it in the icy water. She warns the
characters not to eat it and offers them her ivory necklace (worth 100 gp) if they agree to the task. If pressed, she says the meat is tainted and that it turns
people into slaves for Galgonos. Jarinmine stole the meat from the wormkin because she believes the diet poisons their minds. She needs to get back to

the Tomb of the Worm before Galgonos realizes what she's done.

Before the characters reach the sea, six wormkin catch up to them. Their leader is Redjaw (chaotic neutral, female, human cult fanatic), and the others are
cultists, all with the wormkin template applied. Redjaw demands that the characters give back the food that was stolen and forces a fight if the characters
refuse. If the characters return the meat, Redjaw invites them back to the Tomb of the Worm. If the characters go to the village, they find that Jarinmine

and her friends have been captured by the wormkin and are about to be executed for their crimes.
Vurmas

Population: 193 (51% dark elves, 23% orcs, 14% gnolls, 12% other races)

Government: Captain Hallwas Denalor has authority over this floating outpost, but Norca Brighttusk leads the expeditions.
Defense: Every inhabitant is an experienced explorer capable of defending the outpost.

Commerce: The outpost has no official economy, but people might be willing to trade for goods or services.
Organizations: The people of Vurmas are not associated with any organizations beyond the Kryn Dynasty.

Vurmas is a floating outpost for the Kryn Dynasty near the north shore of Gelier, and the dynasty keeps Vurmas secret from other factions. The Kryn

established this base near Eiselcross's second-largest island not to find Aeorian items but to make allies of Eiselcross's wildfolk.



interfere with the Kryn's divine magic. With the Cerberus Assembly and the Uthodurnians busy in Foren, the Kryn stay clear of the largest island and search

for allies in the rest of Eiselcross's lands. Many wildfolk are easy converts of the Luxon since they respect divine magic but do not worship any deity.

The Kryn approach each wildfolk clan with caution and kindness, healing the sick and injured while preaching the faith of the Luxon. They take only willing

wildfolk away from the clan, knowing many others will follow because they miss their friends and family.

Choosing the waters near Gelier as a base of operations was no accident. This island is home to the wormkin, wildfolk that devour the frozen from of
Quajath (see "Tomb of the Worm" earlier in this chapter). These wildfolk have strange minds, but they display regenerative abilities because of their diet.
Norca Brighttusk regularly preaches to the wormkin, telling them that the beast they feed on is a creation of the Luxon. The wormkin have agreed to
convert and join the Kryn once Quajath is freed from the ice — an effort that is already underway. If the Undermaw and its people can be turned toward the
light of the Luxon, the Kryn Dynasty will have gained a considerable advantage in its war against the Dwendalian Empire. None of the Kryn, not even Norca

Brighttusk, knows that Quajath has no intention of serving anyone and that the wormkin are completely under its sway.

Vurmas Adventures
The main reason for characters allied with the Kryn Dynasty to come to Vurmas is to join Norca Brighttusk's recruitment efforts, but there are plenty of

other adventures to be had in the area.

scouting ship from the Dwendalian Empire, is planning to visit the island of
ant the Bo/d Adventurer's crew to see Vurmas or reach Gelier, ensuring that

ecret. The pair offer the characters 500 gp to stop the Bo/d Adventurer's
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against these wildfolk, tricking them into leaving their friends and family. The druids use hit-and-run tactics, dealing as much damage as possible befo
fleeing. Captain Hallwas Denalor asks the characters to deal with the attackers. The druids could be open to negotiation, or they might fight with their

dying breath for their beliefs.
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Although the establishment of Asarius was initially fraught, the city quickly grew into a symbol of unity for the scattered cultures of northern Xhorhas, who
eschewed the dangerous, competitive fight for survival to instead focus on building a community. In the generations since, the city has blossomed into a
tangled web of quirky neighborhoods, filled with industry and musky scents. The muddy plains outside are tilled for hearty roots and produce, monstrous
livestock are herded and kept in large pens and pits, and a growing force of Aurora Watch soldiers train and prepare to battle the forces of the Dwendalian

Empire.

ASARIUS, THE CITY OF BEASTS

Forged in Frenzy

The wastes have always bred strong peoples who could survive despite the harsh environment, deadly wildlife, and scarce resources. Many of the
wastefolk fought each other over hunting grounds and territory until the Kryn rebuffed attempts at violence and instead offered to bring together the tribes
for the common goal of mutually assured survival. Some were intrigued by the opportunity, while others did not fully trust the strange elves who chose to
wield words instead of swords. The early establishment of Asarius was marked by conflict, and while the community has since flourished, there are still

many who live beneath the dynasty's protection but mistrust the dark elves' intentions.

A Martial Pillar
While many see the establishment of Asarius as pure altruism on the part of the Kryn Dynasty, one cannot deny the importance of the city's central
location among the wastes and strategic proximity to the border of the empire. The Bright Queen has transformed the tiny township into a gargantuan

military hub for the dynasty, enlisting many thousands of wastefolk to form the backbone of its standing army. Wide swaths of military tents cover the



responsible for the city's ever-present smell of wet animals and dung, and the area is also home to many poorer citizens seeking work wherever it can be
found. The southwest portion of the city is known as the Creets, a rustic tangle of goblinoid neighborhoods and houses of farming folk who till the harsh
environment beyond the eastern walls. The entire northern side of the city is simply known as the Northroads. Within this area, the Scowl Square is the
center of commerce, and the North Center forms the industrial core of Asarius. An average of four thousand Aurora Watch are stationed outside the

western walls of the city, with additional reinforcements during times of looming conflict.

Asarius Adventures

Characters might come to the City of Beasts to find a reliable war beast, receive military training, or spy on the Kryn military preparations.

War Beast Escape (Mid Level). While the characters stay in Asarius, spies from the Dwendalian Empire infiltrate the city and simultaneously release war
beasts from their pens after enraging them with whips and hot irons. As the characters try to stop the rampage, they learn that the spies are using the

confusion to steal the city's secrets.

Echo of the Past (Mid Level). A chaotic good, male, dranassar survivor named Jibu-Corryn has been living as a dark elf in Asarius under the name of
Alyxikon, a minor government secretary. A cult of hobgoblins and bugbears who call themselves the Lords of Strife are hunting Jibu after hearing a rumor
that one of the last of the dranassar are hiding in Asarius. Their leader, a hobgoblin captain named Gorthux, possesses the power to transform into a bone

devil once per day, and plans to offer Jibu as a sacrifice to Bane.

Jibu has heard tales of the characters' prowess and contacts them with a cryptic note. He begs for protection while he settles his affairs in Asarius and

travels to a hermitage in Blightshore.

Barbed Fields

The valley north of Rosohna is covered by this broken and marred landscape of jagged rock, sunken craters, and scabrous, hooked spires of glass and
rock jutting from the ground. It is said that the final battles of the Calamity were fought on this valley floor. The earth is so scarred here that few question
the veracity of this legend. Treacherously unpredictable earth crumbles into sinkholes surrounded by thick, caustic tar pits that swallow careless

wanderers, while the storms common to the region bring rain-slicked mud traps and flash floods.

However, powerful relics and armaments have been recovered from these ancient battlefields, so the strong and the stupid occasionally venture into the
dangerous fields, often finding themselves hunted by the monsters that lurk in this ruined domain. It is rumored that toward the center of the barren fields
grows a beautiful, towering tree that grew from the final seed left by Melora before she vanished to her realm beyond the Divine Gate. Powerful followers

of the Wild Mother sometimes make a pilgrimage to this tree for guidance and communion, but the fields are so fraught with evil that few ever return.



BARBED FIELDS

Barbed Fields Adventures

The deeply wounded lands of the Barbed Fields are rife with planar entities bleeding through where the veils between worlds are thin.

Dark Days (Epic Level). The extremely rare double eclipse, when the moons Catha and Ruidis overlap before the sun, is approaching, and it will occur over
Xhorhas. Seers and oracles warn of portents that speak of an uncontrollable planar crossover, where multiple planes might briefly collide. The Kryn
Dynasty hires the characters to bolster their ranks in preparation—but no one is prepared for the army from the Nine Hells that invades the fields when the

realms merge. Leading this evil army is a pit fiend named Vanatoth.
Bazzoxan

Population: 2,610 (81% dark elves, 8% goblinoids, 11% other races)
Government: Martial law is enforced by Taskhand Verin Thelyss and maintained by the local military.
Defense: The Aurora Watch defends the town and keeps the demonic incursions at bay. The few citizens learn combat skills out of necessity.

Commerce: Very basic supplies are available, if scarce, due to the dangerous circumstances surrounding the town. Most trade involves provisions and

goods for survival and defense.
Organizations: There are a number of partially destroyed temples and a handful of small ones that are still intact.

Bazzoxan was once a dark temple instrumental in the machinations of the Betrayer Gods during the Calamity, but the remaining ruin was left to gather



the ruins and surrounding city. The incursion was eventually stifled, though at a great loss of life. The civilians that remain in Bazzoxan support the

warriors who keep the forces of the Abyss at bay, as well as the arcanists who work to reseal the rift and reclaim the city.

Government
The town is under martial law, with Aurora Watch soldiers keeping the peace under the current governance of Taskhand Verin Thelyss. The taskhand's
lieutenants serve as minor officials and bureaucrats, and even the civilians who continue to stay are trained to defend themselves and fall into rank if

malevolent forces rise from beneath their home.

Crime
With the tension of living in constant fear of demonic threat, the focus on survival in Bazzoxan leaves little room to break the law for personal gain. Even
so, the rare grifter sometimes profits from gouging the price of provisions or swindling the fearful. Criminals who are caught by the Watch are sent south

to Rosohna for punishment or simply executed, depending on the severity of their crimes.

Geography

The towering ruined temple sits against the rocky southern base of the Penumbra Range, carved directly from the natural stone of the mountains. The
ominous onyx doors that lead into the heart of the temple remain barred and under constant watch. Surrounding the temple are over a hundred abodes
and structures, as well as a partially reconstructed town square. Construction equipment lies abandoned in the streets, and vacant homes sit untouched
since their denizens were slain or forced to flee. Makeshift Aurora Watch barracks are continuously expanded to make room for the reinforcements sent

to push back the fiends that assail the city from beneath.

Bazzoxan Adventures
Adventurers loyal to the Kryn Dynasty are welcome in Bazzoxan and will almost certainly be asked to aid with keeping Abyssal forces at bay or gathering

spell components for the mages trying to seal the rift.

Heir Aberrant (Mid Level). One of the dungeoneers who first discovered the gateway beneath Bazzoxan, a lunatic who nonetheless lived out his final days
in luxury, has just passed away. The inheritor of his estate is offering a modest reward to any investigators who can locate certain relics of abyssal origin
rumored to be hidden in the deceased madman's trapped abode. But what are the intentions of the so-called inheritor, and what danger do these relics

pose to the people of Xhorhas?
Brokenveil Marsh

The sheer cliffs and ravines of the Brokenveil Bluffs were created when the Dunrock Mountains and the Ashkeeper Peaks were sundered in the Calamity.
Between these precipices, a dense morass of thick, stinking marshland claims the valley floor. Gnarled trees and tangle vines clutter the shaded canyons,
while sucking mud pits and buzzing insects make travel a slow and arduous experience. All kinds of swamp beasts and sinking muck traps threaten to

swallow those who trespass in the marsh, and filthy bluff harpies are eager to pluck away stragglers.

The marsh is a comfortable home for horizonback tortoises, so the challenge often lies in perceiving which dry mound in the Brokenveil is an actual hill

and which is the shell of a territorial monster.

A Buffer of Battle
The marsh helps discourage the eastern expansion of the Dwendalian Empire and deters the Kryn Dynasty from pushing farther west. However, nearly two
decades of skirmishes between these nations have left many soldiers on both sides buried in the marsh, their bodies forever lost to the dark muck. The

Kryn's recent victory at the Ashguard Garrison has given them control over the marsh and a foothold in the enemy territory beyond it.

Charis

Population: 950 (53% dragonborn, 41% halflings, 6% other races)
Government: Two elders preside over this village, one representing its dragonborn population and the other representing its halfling population.

Defense: Numerous bands of experienced fighters, druids, and hunters patrol the area. Civilians know basic combat techniques to defend the village if

necessary.
Commerce: Travelers can find basic supplies, most likely at a small inn. Visits from traveling merchants are infrequent, so rare goods are special fin~-

Organizations: A mighty treetop temple to Melora shades the center of the village.



Despite the chaos and turmoil that rock the lands of Wildemount beyond the Lotusden Greenwood, the people of Charis are happy in their isolation.
Lacking any real interest in outside affairs, they focus entirely on protecting the surrounding forest and their fellow villagers. Outsiders occasionally visit
Charis, and while the villagers are welcoming to those who offer no sign of aggression, they usually find a way to quickly usher them along, preferring to
be left to their simple lives and pursuits. The people of this village would never consider leaving their tranquil home, unless so commanded by the Wild

Mother herself.

Government
The community is small enough that most intricacies of formal government are unnecessary. Volunteers take up responsibilities in shifts, from keeping
watch to gathering food. Leaderships is shared between two elders, one for each of the halfling and dragonborn populations, and their authority is mostly

required for giving spiritual guidance and resolving minor disputes.

Crime

The society within the village operates without money, gold, or emphasis on precious stones. Everything is provided by the community and shared equally,
in theory. In practice, however, disputes do occasionally arise, and ravenites who remember their times in the Dreemoth Ravine sometimes feel compelled
to secretly hoard things once considered valuable. While there are no formal laws, if enough citizens feel wronged by an action, they bring the issue before

the elders, who will judge the situation and choose a fitting punishment.

Geography

Nestled within a sunken meadow surrounded by dense trees and hills, this hidden sanctuary is a beautiful pocket of protected nature within the haunted
shadows of the Lotusden. Colorful flowers and fungi line the pathways between stacking treehollow homes and hillside domiciles, and vine-wrapped
bridges hang between treetops. Sunbeams pierce the canopy of the forest, bringing vibrant warmth during the day, while moonlight calls faint whispers of

mischievous fey into the village to mingle with its denizens.

Charis Adventures
Finding Charis is an adventure the characters might undertake to locate a person with a specific item or piece of information that could aid them in

another quest.

Overlord of the Overgrowth (Mid Level). A demon has made the forest bordering Charis its lair. Every day, the hezrou Garlagrag attempts to summon
more and more demons into the forest, and the woods are now flush with hezrous and dretches. The people of Charis seek aid to fight off the demons or

to end Garlagrag's plot once and for all.

Established around a plentiful source of iron and copper within a dry, subterranean riverbed, the Deepriver Mine is one of the dynasty's most productive
mining operations. Workers toil away within the mines beneath the red canopy of the Vermaloc, or work the smelters that litter the courtyard, preparing to

send their goods to Rosohna or farther into the west of Xhorhas.

Since the conflict with the Dwendalian Empire has escalated in recent decades, Den Icozrin established an impressive steelworks alongside the Deepriver

n to become a construction yard for war machines and siege weapon
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The hobgoblin fortress of Dumaran is built into the western base of the Penumbra Range, hidden within the south end of the web-infested Vermaloc
Wildwood. Dozens of defensible portholes and arrow slits look down over the walkways that wind across the face of the impressive fortress, while curling

paths lead up into the mountains. Within, countless halls, chambers, and tunnels are carved through the rock.

Following the Calamity, the hobgoblin survivors were scattered, fighting the clans of the lothia Moorland for scarce resources. They drew the attention of
Lolth, the Spider Queen, who seduced and empowered the hobgoblins of Dumaran. Although they were not drow, the hobgoblins joined the ranks of the
Children of Malice, giving them dominion over the spiders throughout the Vermaloc and honing them into a ferocious army to topple the Kryn as

punishment for their insolence.

Changed by Hatred

Twisted by the dark gifts of their murderous goddess, the hobgoblins of Dumaran have onyx black fur, pale yellow eyes, and a hunger for slaughter. Their
nocturnal hordes strike out in the dark of night, commanding the massive, venomous arachnids of the Vermaloc to aid their raiding parties. Their rituals
emphasize their loathing of the Kryn drow, the same who abandoned their Spider Queen, and they work to slowly build paths through the Penumbra Range

toward Rosohna to eventually corrupt the city from the shadows.

A Jealous Mistress

Like an equally dark mirror of the Lolth-worshiping drow in distant regions of Exandria, the warrior matrons of the Children of Malice hold power within
Dumaran, leading their family houses while serving under Head Matron Vivurk Tonn. Though many drow societies are filled with political scheming and
infighting to win Lolth's favor, their queen's seething hatred of the dynasty focuses these drow against a common enemy, making the forces of Dumaran a

ruthlessly efficient engine of vengeance.

While crimes occur from time to time, the threat of swift and brutal punishment is enough to keep the inhabitants of the fortress in line, unless they are

absolutely certain they can get away with a misdeed or prove that their actions further Lolth's goals.

Dumaran Adventures

Those who serve the Spider Queen in Xhorhas often pass through Dumaran, and heroes who seek to end her poisonous influence might attempt to
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lothia Moorland

The lothia Moorland fills much of the central valley of Xhorhas, a landscape of hilly grasslands and muddy fields that stretches from horizon to horizon,
framed by soggy swamps and massive lakes. The Moorland is surprisingly fertile, supporting a robust ecosystem of game and beasts that call the valley
home. The roving Dolorav and Koshtask clans claim the Moorlands as their hunting grounds, fighting back the deadly predators that stalk the marshes

while also fighting intruders and each other.

The Dolorav: Wayfaring Warriors

The Dolorav clan is a fierce and disciplined warrior tribe, as well as one of the largest human societies in Eastern Wynandir. The Dolorav are descended
from the surviving members of the Vukan, who were defeated by the Ki'Nau and their patron Uk'otoa in centuries past. They've now grown into a
matriarchal society ruled by a champion called the Skyspear, who is chosen through feats of strength and mental acuity. Tribal warriors gain glory by

surviving dangerous trials and rituals, and the majority of the Dolorav hunters and fighters are women.

All who belong to the clan take a blood oath called the Marking as a teenager (or on being accepted into the clan, if they joined later in life). This vow
demands celibacy until an appointed mate is chosen by the Skyspear. The clan is a tight-knit community that understands the perilous nature of the land,
and is ever vigilant to protect its own and rebuff the attempts of the dynasty to indoctrinate members into the Luxon's worship. On rare occasions, the
Dolorav clan has been known to ally with the Koshtask clan against a common foe, and recently there have been talks of renewing such a truce to fight the

Many Hosts of Igrathad.
At present, the Dolorav clan is recovering from the massacre of their previous leadership by one of their own only a year ago.

The Koshtask: Willful Brutishness

The Koshtask clan is a powerful union of ornery orc marauders and abandoned wastefolk who were left behind when they chose not to follow the clans
that joined the Kryn Dynasty and established Igrathad. As worshipers of Gruumsh, the Koshtask value efficiency in the kill and take what they want. They
prefer fearmongering to diplomacy, and most interactions with the Koshtask end in violence, unless a greater enemy is present against whom they must
ally. The current chosen of Gruumsh, a fire-scarred orc called Arakki, leads with cunning and foresight, seeking convenient alliances to ensure his clan's

survival, fight off the Kryn missionaries that seek to convert his people, and eventually betray and destroy those foolish enough to trust them.

lothia Moorland Adventures

These muck-laden fields of swamp and grass hide many lost secrets that have sunk beneath the mud—and deadly denizens intent on keeping those
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over both the banks of the Emerald Gulch Sea and the northern Ifolon River, this community of powerful hunters, cunning fishers, and tireless crafters has

become a valuable symbol of the dynasty's growth and influence.

Always at Odds

Despite the peace between the peoples of Jigow, their long-standing rivalries require other outlets wherein they can express their need to conquer and
gloat, which is why Jigow celebrates competition in any form. Whether the rivalry of the day is a contest between hunting parties, a cooking competition,
or just children playing sporting games, the people of Jigow love turning amicable rivalries into a loud and colorful spectacle—especially when they can

make bets or help their chosen side cheat to achieve victory.

A Stubborn Culture

The beliefs and superstitions of the original Gakthash, Uvuroh, and Zetek goblin clans permeate Jigow's goblin society. Similarly, the honorable traditions
of the Norgab and Shoomat orcs continue to guide their people. While some have adopted the beliefs of the Kryn, many resist the teachings of the drow,
as they feel that the presence of drow is suffocating their own culture. The mounting tensions between the dynasty and the people of Jigow are only

further exacerbated by the worry that the dynasty's war will spill into Jigow territory.

Government

Taskhand Durth Mirimm represents the dynasty's interests first and foremost, putting the needs of Jigow's residents a distant second. His controversial
judgments are often challenged by the most vocal of the clan elders: Elder Cubu-Ka, an elderly goblin who enjoys frustrating the Kryn representatives, and
Elder Ushru, an aging orc hunter eager to maintain the cultural heritage of his people. To the dynasty, maintaining order resembles a handful of adults
failing to keep unruly children under control. The native people of Jigow, however, see their willfulness as a way to establish boundaries against a clueless

enforcer.

Crime
While members of the Aurora Watch do their best to keep things under control, a constant hum of small-scale thefts can't be quelled. Between watching

their own pockets, the occasional violent confrontation from a contest gone sour, and illegal attempts to undermine a competitor's business, the Watch is
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Gian ators and dire monstrosities stalk the undergrowth, while vicious, carnivorous plants patiently await their next meal. Cold nights bring icy mists
toth d, drawing the spirits of those claimed by the Lotusden out into the moonlight to siphon the warmth from the living. The Kryn Dynasty considers

explo the mysterious and deadly forest to be an unnecessary risk, so the Lotusden Greenwood remains one of the few places on this side of the

Penumbra Range untouched by Kryn interests.

A Bite as Bad as Its Bark

No one knows the source of the wild curses that plague the Lotusden, but there are a number of stories that speak of whole portions of the forest
suddenly coming to life. The trees uproot themselves and march as one, going berserk and assaulting any they perceive as outsiders—until mysteriously,
and without warning, they take root again and return to their docile, unmoving state. While academics maintain that there is no definitive proof of this

behavior, some explorers have noticed the shape of the forest's edges changing dramatically, sometimes overnight.

Lotusden Greenwood Adventures
The characters might enter the forest to retrieve someone who is lost or to escape Kryn forces in pursuit. Any plant in Lotusden Greenwood could be a

carnivorous monster waiting to attack.

Mother's Milk (Mid Level). Someone or something has been kidnapping the infants and children of Charis. A terrible evil lurks at the heart of the matter:
an unholy coven of hags, led by a night hag of prodigious influence and power. The hag preside over a dark corner of the Greenwood, where they lair
beneath the roots of a gargantuan tree. Here, the nightmarish coven and its minions manufacture the slow doom of the Greenwood itself as they siphon

the lifeblood of the Charis children into a loathsome artifact known as the Gloom Lathe.
Many Hosts of Igrathad

Population: 6,750 (41% goblinkin, 19% orcs, 15% humanoids, 25% other races)

Government: A local leader governs independently alongside a Kryn representative in each of the seven villages. The village leaders occasionally convene

as a council.
Defense: A small force of Aurora Watch soldiers weave through the villages, and each village maintains its own army of warriors.

Commerce: Most goods or services can be found within the villages, though it might take some searching, and strange or rare commodities are

occasionally available from merchants or scavengers. Inns and taverns are scattered throughout the villages.

ren



duel to resolve the matters before them. While this unconventional court is not consistent with the dynasty's intended order, few of the Kryn

representatives find the will to argue.

Crime
Some Aurora Watch soldiers keep the peace and manage the day-to-day quarrels within Igrathad. However, the majority of the Hosts' people are expertly
trained warriors, so they both handle their own problems and make it difficult to enforce any laws on them. The idea of attempting to punish or

incapacitate a criminal ogre or angered giant keeps all but the strongest from taking a post in Igrathad.

Geography
The seven villages are connected by muddy paths that cut through the rocky grassland. Each village has its own culture, complete with distinct customs

and religious practices:
Kranad began as a bugbear clan of the same name and is made up of wooden shanties built around stands of trees.
Broonbobabh is a village of goblins, where clusters of huts and rickety wood structures climb high to oversee the surrounding plains.

Aruuth is home to the enduring orc people of the Aruuth-Uk clan, once the dominant clan of the area. The stone village is built around a prominent, deep-

set vein of iron that provides ore to the villages.
Oshinik-Ka is a village of the hobgoblin folk, who reside in stone bunkers behind barricades that markedly push the militant air of life within.

Wrathfall is the village of humanoid outlanders who never joined with the Odarami or the clans of the lothia Moorland. It is little more than a few scattered

clusters of yurts.
Unyeethi is home to the gnoll clan of the same name. It is the least social of the villages. The gnolls live in primitive huts made from bark, furs, and bones.

Dodafir is the fortress village of hill giants that marks the southernmost borough of Igrathad. The fortress is made of great logs crudely fitted together,

with roofs made of bark tiles and thatch.

Igrathad Adventures

Characters could come to Igrathad seeking help from a powerful giant, or to help keep the villages united, or, conversely, to try to drive them apart.

Necromancer's Army (Mid Level). An exiled Dolorav necromancer has allied himself with a clan of bloodthirsty minotaurs to manufacture an army of
undead, whose slow expansion poses a threat to Igrathad. Each of Igrathad's seven villages appoints a champion to march with Dolorav and Koshtask
warriors against this cruel usurper and his legion of unholy monstrosities. The characters must join the fight if they want the villages to help them with

some other matter.

Penumbra Range



Population: 113,190 (66% dark elves, 9% goblins, 7% duergar, 18% other races)
Government: The twelve ruling dark elf Dens oversee the city, all at the command of Den Kryn and the Bright Queen herself.

Defense: A mighty army of Aurora Watch protects the city, while mounted weapons and ballistae stand at the ready. Each Den employs personal guards,

as well as highly trained bodyguards for their nobles.
Commerce: Most any goods or services can be found within the city, with distant imports available on the black market.

Organizations: The majority of temples here are dedicated to the Luxon, but smaller shrines to the rest of the pantheon are scattered throughout in the
outer districts. The merchant guilds are organized by the Dens and closely tied to the faith of the Luxon. Agents of the Children of Malice are sown like

seeds of chaos throughout the city.

The realm of Xhorhas was home to the strongholds of the Betrayer Gods as they walked the realm of mortals, but the beating heart of their mercurial
alliance was the dark city of Ghor Dranas (meaning "gathering of shadows" in Draconic). A monument to the union of tyranny and chaos, the shaded skies
framed the dozens of crooked towers and war barracks that surrounded the central citadel of Virkwzual, or "Dark Bastion" in the Infernal language. The
final battles of the Calamity were waged around Ghor Dranas, and much of the city was reduced to ash and dust. Towers crumbled, the ground opened to
swallow the legions of the Betrayers, and the citadel was left sundered and abandoned. It wasn't until the surviving Kryn drow emerged from the

Underdark that the city rose from its ashes.

The Kryn slowly cleared the ruins of the corrupt creatures that had claimed it for so long. They built new structures on the foundations of the ancient city

while expanding the underground levels beneath, bringing new life to the city of Ghor Dranas, which they named Rosohna, or "Rebirth," in their tongue.

Rosohna is the center of the powerful Kryn society, a symbol of dark history reclaimed. Its tall, dusky spires and beautiful buildings rise from the broken
shards of the Calamity. Breaks in the constant cloud cover offer glimpses of sunlight, which is seen as a holy gift shining on the many monuments to the

Luxon. Crystalline halls of glass and quartz glow with interior light in the traditional Kryn hues of green and purple.

The streets are lively with city-dwelling wastefolk, the Luxon-worshiping drow who live beneath the open sky to spite Lolth's design, and even a few
duergar and other beings from the Underdark. Local businesses thrive as the Xhorhasian community grows, and goblinoid merchants have found profit
and comfort within this dark elf civilization. Even so, most people beyond the borders of Xhorhas only see Rosohna as an unbroken link in the legacy of

Ghor Dranas, a city born of malevolent gods and their murderous spawn.



MAP 3.9: ROSOHNA

A Collection of Characters

As the Kryn discovered their cycle of reincarnation, many began to find beings outside the drow lineage undergoing anamnesis, the process in which a
creature reincarnated by a Luxon beacon begins to recall memories from its past lives. Unexpectedly, the spirits of heroic Kryn were reborn in various
intelligent creatures outside the dark elf society. With this knowledge, the ruling dens of the Kryn Dynasty began to reevaluate their treatment of non-drow,
instead seeking to bring the light of the Luxon to the wastefolk of Xhorhas. While many beings across Xhorhas and beyond still cultivate mutual animosity
toward the Kryn, there is a growing number of goblins, ogres, gnolls, orcs, and many other beings who have found a new home and purpose under the rule

of the dynasty. Thanks to the miracle of anamnesis, Kryn society has become a diverse and thriving community that spreads across Xhorhas.

The Dusk City

The dark elf and duergar bloodlines are averse to sunlight, which presents a challenge to a culture that journeyed to the surface out of love for their light-

bearing god. Periods of worship involve occasional prayer and meditation in the warmth of daylight, but twelve hours of daylight each day can become



remains abandoned, but a great many layers have been cleared and transformed into underground neighborhoods, hubs for subterranean travel across
Wildemount, and farming caverns for crops of edible fungi. However, the Kryn Dynasty has secretly allowed some hidden chambers to fulfill their original

grim purpose as cells for vile criminals and political prisoners.

Government
The ruling class of the dynasty is seated in Rosohna, spread across twelve noble Dens—all of whom seek to one day rule the dynasty. They play an

intricate political game by expanding their families of timeless souls and covertly undermining the authority of other Dens.

Each Den traditionally oversees a portion of local industry, but the more distinguished Dens also vie for control over aspects of spiritual or military

leadership. Den Masters keep a careful eye out for weakness among other Dens, seeking ways to sully the reputations of their rivals while displaying their
own worthiness to the Bright Queen. Such social sabotage is reminiscent of the old ways of the drow, but assassinations and acts of outright violence are
rare. The three ruling Dens—Den Kryn, Den Thelyss, and Den Mirimm—are each helmed by an Umavi. Of those families, Den Kryn holds supreme power, for

its head is Bright Queen Leylas Kryn herself.

Crime
Conflict and struggle are as common in Rosohna as in any other metropolis, and though the unifying faith of the Luxon helps maintain the peace between
disparate and sometimes violent residents, old habits are hard to break. Den Mirimm has enacted a tough, sometimes brutal approach to law enforcement

that helps discourage violent behavior.

Blackmail is common between political figures, and those that indulge in this vice believe that they can absolve any sins through pious prayer, reasoning

that their actions are only illegal if they're caught.

Those who have been found guilty of major crimes against the dynasty are locked away in the Dungeon of Penance (see "Geography" below), or taken out

beyond the reach of the beacons and executed, with no hope of rebirth.

Geography

Nestled protectively within a deep valley alongside the Penumbra Range, the majestic, ominous, and beautiful city long known as Ghor Dranas stands as a
symbol of renewal and change. A vast medley of bright and wondrous structures, grandiose towers, and crystalline cathedrals soar into the sky, thriving
among the broken remnants of a ruined metropolis that was once nothing but ash and haunted memories. Districts are laid out in the husk of the ancient
capital like a series of layers, each ward growing more refined and enlightened the closer one gets to the center of the city. These layers are the

Ghostlands, the Coronas, the Gallimaufry, the Firmaments, the Shadowshire, the Lucid Bastion, and the Dungeon of Penance.

The Ghostlands. Large sections of the foreboding obsidian walls that once surrounded the city have fallen, but they are in the process of being rebuilt as
the war with the empire grows more violent. Within these walls, the outlying Ghostlands remain empty, haunted by ghosts and shadows, the razed
structures and barracks of the larger, ancient city left to crumble to dust. Two functional roads known as the Hallowed Paths allow caravans, travelers, and

military forces to reach the city.

Coronas. Most of the city's poorer citizens are scattered throughout this sprawling, foggy district of salvaged structures and newer homesteads. Patches
of magically maintained farmland are tilled and tended by nearby denizens, while industrial factories and bellows release stacks of black smoke and
faintly colored steam. Aurora Watch captains coordinate law enforcement from three fortresses, while mercenaries, volunteers, and desperate folk often

strike out into the Ghostlands with hopes of exorcising new neighborhoods to shelter the continuously growing population of Rosohna.

Gallimaufry. Deeper into the heart of Rosohna is the massive region called the Gallimaufry. The rowdiest and most vibrant ward of the city, the Gallimaufry
marks the intersection of culture and commerce where citizens come to share ideas, peddle wares and services, find employment, or celebrate personal
victories large and small in the company of other folk from the wastes. The area is lit with ever-burning lanterns of green light strung across street corners
and roadways, and the percussive music of the wastefolk mingles with the haunting melodies of drow musicians to produce an ever-shifting atmosphere

that many find at once both welcoming and claustrophobic.

Firmaments. Near the center of Rosohna, travelers will find the Firmaments, where the haunted memory of Ghor Dranas has been erased with a beautiful
district of glowing drow gardens, luxurious chapels to the Luxon, and the spacious halls of Marble Tomes Conservatory, the city's center of higher learning.
Wealthy estates house Den members and figures of import to the dynasty, and the impressive towers of the Nimbus Keep loom over the region. The

Nimbus Keep is the center of the Aurora Watch and the first of two paths to the Dungeon of Penance beneath the city.

Lucid Bastion. Located at the very center of Rosohna is the awe-inspiring and towering citadel of the Lucid Bastion. This impressive cathedral is bt m

the ruins of Virkwzual and now stands as the symbol of Kryn rebirth and their faith in the light of the Luxon. The Lucid Bastion's spires of gray quart.
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and sediment. Caverns amass bioluminescent fungi to be harvested for food and medicine, while enchanted lanterns light the various levels with a soft
and many-colored luminescence. A magical underground farmland has been established here, where sunless crops are grown to feed the city. The second

entrance of the Dungeon of Penance is located within the Shadowshire.

Dungeon of Penance. The many levels of the Dungeon of Penance delve under the city. This terrifying oubliette bears the marks of the Kryn Dynasty's

renovations on its upper levels, but become less explored and less changed from the days of Ghor Dranas the deeper one delves.

As the largest prison within the dynasty, a microcosm of the dynasty itself can be found in the complex bureaucracy of jailors, supervisors, and elite

Aurora Watch soldiers who guard the frigid halls of the dungeon.

Rosohna Adventures
To outsiders, Rosohna is a city of bizarre wonders, but to its residents, it is simply home—a place of business, crime, worship, and more. All kinds of

adventures await in this diverse city.

An Early Dawn (Any Level). While the characters are visiting Rosohna, the shadows above the city suddenly disappear, letting in harsh light that hinders
the drow and duergar residents. Is this phenomenon part of an imminent attack, or did the Kryn Dynasty anger the Luxon and must figure out a way to

regain their god's favor?

A Bloody Dawn (Mid Level). During a particularly clear day, the priests of the Luxon dispel the darkness above the city for a moment of prayer. While the
denizens bask in the light, agents of the Children of Malice strike, attacking and trying to kidnap influential members of the dynasty's clergy. The

characters must stop the assault, root out the hidden traitors behind this plan, and save any surviving prisoners.

Ghor Dranas Returns (Epic Level). The Cerberus Assembly sends several disguised archmages to reopen the sealed rifts in Rosohna, hoping to destroy

the dynasty by filling the city with otherworldly threats. The characters might be part of the plot, or they might work to stop it.

Ruins of Draconia

At the bottom of the deep Dreemoth Ravine lie the crumbled ruins of the once-proud nation of Draconia. The floating islands of the city-state were the
original home of dragonborn society within Wildemount, though the ruling class installed a strict caste system and forced the tailless ravenite dragonborn
to labor in the ravine below their magically elevated island city. When the city was assaulted by the Chroma Conclave two decades before, the islands
were sundered and fell into the ravine, killing many of the inhabitants. However, this disaster gave the ravenites a chance to rebel against their cruel

masters.

The plundered ruins of the former city are now abandoned heaps of rock and rubble, a dismal memorial to the ignominious end of a glorious, cruel

civilization.

Not Forgotten
The ravenites did have allies among the ruling houses. Many Draconian citizens disagreed with the oppression of their brethren and fought for generations
to overturn the laws that kept them enslaved. Others aided the ravenites in their emancipation after the fall of Draconia; those folk came out on top in the

end, for they're considered honored members of the emerging ravenite society.
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The Tanglebed
The true depth of the Sorrowseep has yet to be discovered due to the density of vegetation near the bottom, called the Tanglebed. Scholars believe that
something ancient and powerful sleeps at the bottom of the lake, and that such a creature could be the source of the lake's unique plant growth,

unnaturally clean waters, and possible healing properties.

Sorrowseep Waters Adventures

Characters exploring the Sorrowseep Waters encounter all manner of strange creatures and eccentric denizens.

Something Borrowed (Low Level). One of the characters is contacted by a close childhood friend or family member to announce their sudden betrothal to
a passionate love interest. This union is taboo, however, for the love interest is actually a green hag. The character is invited to be a member of the

wedding party—but something about this marriage seems fishy.

Entangled (High Level). A gnome inventor claims to have created a submersible vessel that can survive the lightless journey through the Tanglebed, past
the known depths of the Sorrowseep. He hires the characters to help him helm the machine. Together, they discover a mysterious location beneath the

lake, where a marid is gathering a cult to purge the nearby rivers of civilization.

Urzin

Population: 5,930 (62% goblinoids, 21% gnolls, 10% orcs, 7% other races)
Government: The reigning champion of Urzin, Sunbreaker Olomon, guides the townsfolk, who follow with zeal and dedication.

Defense: A legion of Aurora Watch defends the town, while the hordes of Urzin hunters scout the marsh. The horizonback tortoises that bear the town on

their backs are more than capable of defending themselves.

Commerce: Trade in Urzin is fairly basic and geared toward survival and warfare. Many common goods can be bought or traded for, but rarer items are

coveted and appear infrequently. Inns are very rare.
Organizations: Some small Luxon temples travel on tortoise-back alongside shrines to older goblinkin patrons.

A uniquely mobile settlement with its permanent dwellings built on the backs of dozens of horizonback tortoises, Urzin is home to swamp hunters, scouts,
and trappers that know the Brokenveil Marsh like no one else. The most recent society to come under the wing of the Kryn Dynasty, Urzin acts as a
powerful, mobile fortress for the Kryn military throughout the Brokenveil Marsh. The settlement rarely stays in one location for more than a month, and its
people are skilled at the art of camouflage and ambush. Urzin has become a major boon to the dynasty as the conflict with the Dwendalian Empire

escalates.

R
The swampfolk of Urzin have always prized strength and guile: their leader is simply the reigning champion of one-on-one combat. The previous
c aching empire and fighting off the dangers of the marsh. Roughly f

tis still retold as legend, a mighty bout between the two ended with



Criminal activity within the settlement is rare, given the zealous nature of the marshfolk. Dissent within the ranks is often punished with exile, so the few

that do disobey find themselves ostracized and left to survive alone among the foggy dangers of the marsh.

Geography

The town of Urzin consists of around forty horizonback tortoises and many hundreds of mobile tents and huts that shift with every relocation. The backs
of these tortoises are covered front to back in rickety shacks and barracks, sometimes stacked in wild towers, with long ropes and vines anchoring them
in place. The horizonback shells are reinforced at the edges with jagged pikes and sharpened bones to help defend those who live atop, while bolt
throwers and short-range catapults can be found throughout the neighborhoods. Every tortoise contains its own microcosm of a village, and denizens all

take up skills to make the miniature community nearly self-sufficient, complete with moss farmers, blacksmiths, and physicians.

Note that any specific indicator of Urzin's location on a map is an approximation of its location, due to the roving nature of the community.
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tortoise, granting it the Regeneration feature of a troll and causing it to go berserk, terrifying not only the denizens of Jigow, but also the people clinging to

their homes atop the frenzied tortoise.

Vermaloc Wildwood

The Vermaloc Wildwood is an enormous timberland of vibrant trees with deep purple and maroon trunks and a bright canopy of red-orange leaves. This
curious and beautiful burst of color stands in stark contrast to the often dreary landscape of Xhorhas. Many denizens of Xhorhas have camps or small
settlements along the treeline, as the forest is one of the major sources of wood and logging throughout the wastes. Those who live here, however, remain
alert for the many deadly beasts and creatures that call this colorful expanse home. Monstrous predators twisted long ago by the Betrayer Gods hunt from
the trees and brush, while the deeper woods are overrun with the webs of the malicious giant spiders that claim those shaded regions. Only the most

experienced and well-armed hunters dare wander the depths of the Vermaloc.

VERMALOC WILDWOOD

Vermaloc Wildwood Adventures

The characters might hunt in the Vermaloc Wildwood to prove their mettle or be forced to survive a journey through the wood.

Ettercap's Web (Low Level). Aramue, a dryad of the Vermaloc Wildwood and devout follower of the Wild Mother, possesses a unique gift: she can send
dreams to other worshipers of Melora. Using this power, she reaches out to such individuals. Aramue needs help ridding her forest of an ettercap that has

taken control of many of the forest's giant spiders. The spiders attack the forest's outlying settlements and bring prisoners to the ettercap, which it

Verstglade



abominations and cursed, undying minions who were abandoned to their madness. Mercifully, Vecna was banished before he could unleash his creations

on Wildemount, and his aspirations for godhood left his intended plots with Verstglade forgotten.

Verstglade Adventures

Verstglade is filled with forgotten experiments that characters might be asked to retrieve or destroy.

The Whispered Study (High Level). Cloaked by illusion and filled with deadly traps, one of the primary laboratories of Vecna remains hidden within the
Verstglade. It is home to many powerful artifacts and arcane secrets, and the promise of such mighty rewards draws a bold few to attempt to locate it. Of
the few mortal minds that even know of Verstglade and what lies hidden within it, only brave adventurers or the minions of evil are foolish enough to enter

the corrupted woods.

Xarzith Kitril

Population: 9,110 (93% dragonborn, 7% other races)
Government: A council of six oversees the city, with the Wardens of the Ravine keeping order under their guidance.
Defense: An army of Wardens of the Ravine are ever at the ready to defend the city. Many self-trained citizens can form a militia if need be.

Commerce: Trade is mostly limited to the city, making rare goods hard to find. Most basic equipment, arms, and services can be found here, as well as

taverns and lodging.
Organizations: Small, rough sanctums of worship can be found within the city. Unions of artisans and merchants work together on a small scale.

Shortly after the fall of Draconia, when the lords of the ruined city-state were deposed and scattered, the remaining ravenite dragonborn took the reins of
their new freedom and began to develop a new dragonborn society in Wildemount. The ravenites have spent nearly two decades building a new city of
hope for the dragonborn survivors within the cliffs of the Dreemoth Ravine. The fortified stone city of Xarzith Kitril continues to grow, and its borders are
constantly being rebuilt to accommodate its exploding centers of residence and industry amid the ore-bearing mines and tall smoke pillars from ever-

burning forges. The leaders of the city, members of the newly formed Scars of Scale and Tooth, work to bring unity to the fractured, feuding ravenites.

Freedom from Two Terrors

When the city of Draconia fell, the surviving ravenites enjoyed a brief moment of freedom before the terrifying, ancient white dragon Vorugal the Frigid
Doom claimed the ruins and the surrounding ravine as his new lair. The ravenites were freshly bound by fear under their new overlord, whose presence
plunged the ravine into an endless winter. It wasn't until Vorugal was slain by the heroes of Vox Machina that the ravenites' chains were truly shattered. As

the heavy ice melted away, the new city's construction began, and the city took the name Xarzith Kitril, Draconic for "ice born."

Growing Pains

Xarzith Kitril represents a new dawn for the dragonborn people, and many of the citizens place personal pride in what their city stands for and what they
believe it will eventually become. However, the council of new leadership, known as the Scars of Scale and Tooth, continues to debate over the direction
and development of the city, unable to agree on a clear vision of the future. Some wish to see the city rise in prominence and respect. Others wish to keep

the city isolated. The populace grows restless and frustrated without united leadership.

Government

With the support of the ravenites behind them, a council of six agreed to form the Scars and govern the city. Ruling by committee, however, sometimes
leads to disagreements and slow progress. In particular, Vermosi Runek and Druvis Koothalok differ greatly on the perceived priorities of the city. Vermosi
rules with religious passion and wants to remain in isolation to spite the worldly ways of the previous rulers of Draconia, while Druvis seeks the benefits

from forging alliances with neighboring powers. As this and similar arguments continue to escalate, governing the growing city is becoming challenging.

Crime

Local law enforcement is comprised entirely of a force of volunteer soldiers called the Wardens of the Ravine. The Wardens truly believe in the future of
the city and the Scars of Scale and Tooth, and they vigilantly maintain the peace and prevent criminal activity. Unfortunately, resources are relatively
scarce, and the recent introduction of trade with the Menagerie Coast has brought an influx of coin into the previously barter-based society. As such, theft

and racketeering are on the rise.

Geography
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Quarry. The East Wall region looks similar to its western counterpart, though at a slightly less extreme grade, and houses three separate major mine
shafts that are peppered with residential caves and abodes. Dozens of cords and chains stretch from ravine wall to ravine wall, allowing people and goods

to move between them on the floating brumestone platforms.

Xarzith Kitril Adventures

All manner of adventures and challenges await within this recovering dragonborn society.

Best Left Alone (Mid Level). One of the prominent mining companies within the city has recently uncovered a mysterious purple stone of unknown origin,
about fifteen feet in diameter. Dozens of superstitious miners have fled this site, so the company hires the characters to investigate the stone and uncover
its nature. When any of the stone's smooth, reflective surface takes damages, this buried relic of the Shadowfell begins to summon shadowghasts and

gloomstalkers (see chapter 7) at an increasingly fast rate. The characters must discover a way to repair and reseal the stone, destroy it, or banish it from
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Dynasty, outcasts from the fallen city of Draconia, and goblinoid nomads from the Xhorhasian wastes form the motley civilization of Blightshore.

Moreover, this land is home to many undead horrors and wandering hollow ones (see chapter 4).

MAP 3.10: BLIGHTSHORE

Bizarre Terrain of Blightshore

The strange landscape of the Miskath Strand has been savagely reshaped by the Calamity, infusing the earth with chaotic new elements and especially
inhospitable terrain. As a result, much of this region of Eastern Wynandir remains relatively unmapped by modern scholars.
The terrain and weather features described in the sections that follow can be encountered anywhere within Blightshore's defiled expanse. Many of thes

explorers. As your players traverse the desolate badlands of the Miskath

acter in its own right. And perhaps there are even stranger features of this



¢ An ember thicket is a lightly obscured area.
¢ Creatures gain one level of exhaustion for every 10 minutes spent inside an ember thicket without suitable protection from the heat, smoke, and ash.
¢ Ranged attacks through an ember thicket are made with disadvantage. A ranged weapon attack made through or within an ember thicket

automatically misses a target beyond the weapon's normal range.

Etheric Rift
An etheric rift appears as a light fog or spectral haze. The interplanar tracts of this anomaly reach in and out of the Border Ethereal. Unseen trenches and

invisible paths overlap throughout its vaporous expanse.

¢ An etheric rift is a lightly obscured area.
¢ Any creature that enters an etheric rift or starts its turn there has a 33 percent chance of gaining the effect of the etherealness spell until the end of

its next turn.

Gravity Funnel
This cylindrical area is affected by the unseen pull of heightened gravitational force. A typical gravity funnel is 3d10 x 10 feet tall and 5d10 x 10 feet in

diameter.

¢ Strength checks made within a gravity funnel have disadvantage.
¢ Aranged weapon attack made through or within a gravity funnel automatically misses a target beyond the weapon's normal range.
¢ Creatures and objects that are fully contained within a gravity funnel have resistance against force damage.

¢ The gravity funnel counts as difficult terrain.

Psychic Miasma
A virtually imperceptible mist of preternatural psychotropic vapor hovers above the ground. This coruscating miasma corrupts the sanity of the living and

fortifies the grim resolve of the undead.

Creatures that are fully immersed in psychic miasma have vulnerability to psychic damage.

¢ Any creature that enters a cloud of psychic miasma or starts its turn there must succeed on a DC 15 Constitution saving throw or become afflicted
with a random form of long-term madness (see "Madness" in chapter 8 of the Dungeon Master's Guide). Creatures that can't be poisoned
automatically succeed on the saving throw. A creature that successfully saves against the psychic miasma is immune to its effects for 24 hours.

¢ Anundead creature that spends at least 1 minute in a cloud of psychic miasma gains advantage on ability checks and saving throws for 24 hours.
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D acid damage.

A virulent expanse of malignant fungal growths blankets the landscape and fills the air above it with spores.

* Any non-plant creature within 20 feet of a toxic fungus colony is poisoned. A creature poisoned by the colony for 1 hour has a 20 percent chance of
gaining a random form of short-term madness (see "Madness" in chapter 8 of the Dungeon Master's Guide).
¢ A toxic fungus colony can be bioluminescent. A bioluminescent colony sheds dim light within its area and for an additional 20 feet beyond its outer

edges.

Uncanny Phenomena

The arcane fallout from the Calamity is so widespread throughout Blightshore that the very land, sea, and air have been subtly altered in strange and
mysterious ways. As characters explore the post-Calamity Miskath Strand, roll on the Uncanny Phenomena table as frequently as you like to augment the
world they encounter. If you roll something that doesn't make sense, roll again, choose a more appropriate entry, or use the result as inspiration to make

up your own phenomenon. The magical effects of these phenomena can't be dispelled.

Uncanny Phenomena

d10 Phenomenon
1 It smells of death here. This area is permanently ridden with the stench of rot and decay.
2 Incorporeal phantoms move in and out of reality here. These apparitions ignore any interaction with creatures.
3 Everything is a single color here. All physical matter in this area adopts the pigmentation of one of the seven colors of the rainbow or the color black.
4 Nonmagical fire can't burn here.
5 Sources of light here appear kaleidoscopic. Empty air refracts light in this area, creating dazzling displays of prismatic colors.
6 Any character who sleeps here dreams of a different life on a different world in a different body.
7 There is no sound here. This area is permanently under the effects of the sifence spell.
8 This place is supernaturally unlucky. Attack rolls, ability checks, and saving throws cannot be rerolled in this area.
9 Water turns to acid here. Water introduced to this area becomes acid in 1d4 days.

This place is haunted by fragments of the Far Realm. Whenever the target of a Wisdom saving throw fails its save, that creature has a 5 percent

chance of becoming afflicted by a random form of long-term madness (see "Madness" in chapter 8 of the Dungeon Master's Guide).

A perpetual storm chokes the stony shores of this dark and brackish expanse, where aspects of the Elemental Plane of Water and the Abyss collide

ms, which are rumored to hold everything from the ruined battlements of a sunken c

those who would tame its tides, a handful of unmapped (and often unnamed) village

ffer safe havens to weary travelers of the northern Strand, prospectors and pirates a



CAULDRON SEA

Cauldron Sea Adventures

The tumultuous waters of the Cauldron Sea breed all manner of creatures and crises for intrepid characters to overcome.

Presage in a Bottle (Mid Level). Unlike the restorative essences of the Sorrowseep Waters, a draught of liquid from the Cauldron Sea is said to induce
madness along with various other arcane effects. A world-class alchemist and chirurgeon, the eccentric Brannon Ven Brava, seeks to analyze the

primordial liquid's supernatural essence firsthand and will pay handsomely for an escort through the wilds of Blightshore to secure it.



led by a kobold queen whose eldritch magic is sustained by the clan's central religious totem—a powerful artifact from ancient Eiselcross, which has no
doubt played a large part in the wayward sect's rapid evolution and questionable sanity. The kobolds of the Fangs of the Worm gather around this massive
cylinder of metal and light to pay fealty to their queen and honor the visions she receives from beyond. This columnar artifact is actually a cryogenic
containment unit that houses and preserves a fetid tissue sample from the festering body of Quajath, the Undermaw, and what the kobolds of the

Ebonglass Massif mistake for divine visions are actually the abhorrent murmurs of Quajath, who telepathically guides the clan's erratic actions.

Phantom Wardens
The dwarves of the Ebonglass Massif persist as incorporeal caretakers in their hidden subterranean halls, where they carve the volcanic glass with psionic
powers like an artist moves paint on canvas. These forlorn specters preside over an empire of impeccable craft and staggering natural wealth, but their

physical tombs have no entrances from the outside world, much to the chagrin of would-be burglars.

Ebonglass Massif Adventures
Adventurers who find themselves near the peaks of the Ebonglass Massif have strayed very far indeed from the political turmoil of Wildemount. The nigh

impassable mountains hide strange creatures and even stranger secrets.

Lost Xagonstar (Low Level). The adventurers travel to Ebonglass Massif by airship to join a well-funded archaeological expedition mounted by Duurek
Kronst, a wealthy dwarf who is determined to find the dwarven stronghold of Xagonstar, lost and buried since the Calamity. An unnatural storm sweeping
across Blightshore causes the airship to crash, but the characters survive. Once they reach the dig site, they see that great progress has already been
made. The first great hall of Xagonstar has been discovered! Unfortunately, the archaeologists are missing and the site has been abandoned. Were the
diggers captured by the Fang of the Worm or carried off by a hungry gloomstalker (as described in chapter 7), or did something slip out of Xagonstar to

devour them?

Far Hharom

Beyond the Ebonglass Massif's hyaline peaks, a lonely expanse of moorland stretches northward toward the icy waters of the Frigid Depths. Though the
landscape is drab and featureless, the peninsula known as Far Hharom is littered with the barrows of a long-forgotten barbarian people, who vanished
centuries before the Calamity ravaged the Miskath Strand. Here and there, gelid bogs home to bizarre flora and fauna dot the landscape. And all around,

an obstinate air of doom lingers among the peninsula's perpetual howling winds.

Far Hharom is a dangerous realm, even by Blightshore's standards, and many suggest that the impasse formed by the Ebonglass Massif is actually a
blessing in disguise. The only charted settlement in Far Hharom is an abandoned village on the rocky island west of the peninsula, known as Olc Skerry
(described later in this chapter). Travelers have been known to camp amid the stony ruins—but these interlopers leave as soon as their affairs allow,

res.
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shelter within. Instead of the subterranean wights and poltergeists of legend, these survivors fear an even greater threat that stalks the moorland at night

—something so supernaturally horrible, they must huddle in darkness every evening to evade it as they wearily cross the accursed landscape.

Ghor Veles

The ruined keep at the heart of this crumbling city once served as an arcane repository and research facility for the Betrayer Gods during their pre-
Calamity ascent to power. Artifacts and wondrous items from the Age of Arcanum are rumored to linger within its shadow-haunted vaults, lying in wait for
those brave or foolish enough to challenge the citadel's timeless guardians. Now, its decaying battlements stand as a stark monument to the Calamity's

unstoppable devastation.

The name Ghor Veles means "Vault of Shadows," and a vast dungeon indeed lurks below the ruins of the city. These catacombs were home to the aberrant
and undead minions of the dracolich Oracs the Enduring. Countless adventuring parties and would-be tomb robbers have attempted to lay siege to the
vaults below Ghor Veles, only to perish at the clawed hands and creeping doom of the keep's fearsome inhabitants. But a destiny worse than death awaits
them: most of these ill-fated interlopers become undead minions themselves, bound to Oracs in unending servitude. As this army grows, so does Oracs's
hold over the Miskath Strand.

Land of Refugees and Hermits

Ghor Veles is pockmarked by crumbling houses and dilapidated fortresses,
and countless people displaced from elsewhere in Xhorhas by war or exile
have made this blighted battlefield their home. A notable resident of the
ruins surrounding Ghor Veles is a dranassar survivor named Liv-Burrath.
She uses magic to disguise herself as a dark elf to avoid attracting
attention, but is covertly collecting arcane relics from Ghor Veles with the
hope that she can one day reunite with other dranassar and retake their

ancient home of Ghor Dranas. She pays a fair sum for any artifacts that



GHOR VELES

Incanter's Rest

This Calamity-era battlefield is now a massive graveyard haunted by the undead spirits of unnameable horrors and their cruel, unending vengeance.
Named after the unknown mage who brought this region's struggle to its devastating conclusion, Incanter's Rest has few landmarks other than the
gigantic skeletal remains of three monstrous titans, which reverently tower above the area's dusty steppes. Howling winds perpetually sweep the Rest with

ghostly ardor, while ramshackle monuments of rusted weapons and armor sporadically mark the graves of the fallen.

Some historians speculate that Incanter's Rest is actually the amalgamated site of multiple conflicts, while others claim that it was the most massive
battlefield Wildemount has ever seen. No matter the cause, the grave-strewn fields of Incanter's Rest are seeded with powerful necromantic energies that

many unscrupulous mages seek to exploit.

Miskath Pit

This geographical anomaly is an arcane sinkhole of unknown depth and origin. Its oblong opening measures roughly 120 feet in diameter and plunges
endlessly into the planet's surface. Few survivors have returned from the pit's staggering subterranean expanse, and those who have appear maddened
and deranged with fear. Whatever precipitated the advent of the pit is ultimately inconsequential compared to the sheer devastation it causes in the

surrounding Blightshore wilds.

Despite its astounding depth, the Miskath Pit's twisting tunnels are far from lightless. A melange of psychedelic sights and sounds are found throughout
its bizarre subterranean landscapes, where strange, sporadic lights can be just as terrifying as the darkness. The cloying presence of something ancient
and evil is unmistakable to anyone who seeks firsthand to understand the pit's harrowing phenomena. This area is an appalling fusion of the Underdark

and the alien quasi-geometries of the Far Realm.

Spawn of the Core
Travelers have recently reported sightings of a new variety of horrific aberrations in the vicinity of the Miskath Pit. Known as core spawn, these creatures

embody the chaotic nature of Blightshore itself with every tenebrous fiber of their eldritch being. Hordes of lesser core spawn are presided over by core
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Whatever disaster befell Old Haxon is a tale lost to time and the Calamity. In its place, a fair-weather confederation of humans and dragonborn have
erected this lone bastion. The stalwart outpost of New Haxon is garrisoned by agents of the Cerberus Assembly, along with a contingent of allied
mercenaries from nearby Draconia. An amalgam of crumbling ruins and modern battlements, New Haxon serves as the Dwendalian Empire's only trusted

waypoint for "civilized" exploration throughout Blightshore's savage badlands.

The adult copper dragon Satyana Vorvexis commands New Haxon's threadbare legion of soldiers with a healthy measure of cunning and inventiveness. In
addition to her military prowess, Satyana's draconic predilections and experience in the field have earned her a reputation as one of Wynandir's foremost
curators and collectors of arcane relics. Some members of the assembly (and their imperial patrons) question the chaotic dragon's true intentions, but the

people of New Haxon would be hard pressed to find a more competent leader to navigate the region's tumultuous history and enduring threats.

Lost Vaults
Among its other mysteries, Old Haxon is rumored to be the site of one of the lost vaults of Vecna, where the lich hid countless magic items of awesome
power and ill intent. Whether or not this arcane storehouse is merely the stuff of legend remains to be seen, but its presence would certainly explain the

Cerberus Assembly's keen interest in Haxon's wayward history.

New Haxon Adventures

Characters who adventure in New Haxon are likely conscripts, volunteers, or opponents of the local stratocracy's oppressive military force.

Right Side of Wrong (Low Level). As dutiful servants of the Cerberus Assembly, the characters are tasked with ridding a local safe house of cult activity.
But the operation doesn't go according to plan: one of the cultists is the teenage son of a prominent assembly official, and the characters must decide

whether they will shine a light on his indiscretion or bury it at the potential cost of becoming accomplices themselves.

Plunder the Crypt (Mid Level). A high elf mastermind, Drahir Baiegn, hires the characters to masquerade as Cerberus Assembly agents and plunder a
notorious vault below New Haxon: the Amethyst Crypt. When they infiltrate the vault, however, the characters discover they've been duped by Baiegn, who

sacrifices his disposable agents to feed an abhorrent arcane construct deep within the inescapable tomb.

Eater of Worlds (High Level). The characters are summoned to a meeting with Satyana Vorvexis. One of the dragon's spies managed to infiltrate a cult
operating within the city and determined that its leaders are preparing a ritual to summon Shothotugg, the Eater of Worlds (see the "Elder Evils of
Exandria" sidebar in chapter 7). Shothotugg's arrival would almost certainly place New Haxon in jeopardy. The cult controls a crumbling dungeon complex
below the ruins of Old Haxon. The cult's leaders are a pair of vampires aided by a small conclave of cloakers, but most of the cult members are nihilistic

humanoids and vampire spawn.

Ol

Legends say the people of Olc Skerry were either slaughtered by outlanders or claimed by a virulent contagion. Learned sages, however, suggest that the
inhabitants of this island hamlet abandoned it long ago and journeyed into the mainlands of the Far Hharom peninsula. The nature of this exodus remains
hovels and tenebrous seaside caves suggest the people of the village rever
plorers who return from expeditions to Olc Skerry tell stories of pernicious

at lurk among the island's dark and craggy woodlands.
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Monster Manual). The gulls also gather into swarms at the command of the cave's reclusive occupant, Peggy Silva, a sea hag with snails in her hair who

wears an old fishing net as a shawl. A deranged kuo-toa whip named Plookoolp is the only company Peggy Silva tolerates.

Black Sap (Mid Level). Visitors to Olc Skerry can't help but notice an old stone windmill perched atop a rocky hill just south of town, its four spindly vanes
stripped to their wooden bones. Behind the crumbling, desolate structure grows a large death's head willow, from which characters can extract 20 doses
of black sap (see the "Blightshore Contraband" sidebar earlier in this chapter). The black sap is worth a small fortune in the black markets of Rotthold.

However, the windmill is home to an oni that doesn't take kindly to the sap's theft.
Rotthold

Population: 8,800 (30% humans, 15% dark elves, 15% goblins, 15% tieflings, 5% hollow ones, 20% other races)

Government: Rotthold has no official governing body but is held together by a consortium of local guild leaders, merchants, and veteran adventurers who

meet in secret once a week to discuss current affairs, shared interests, and potential threats.

Defense: The small but precious amount of sanctuary Rotthold provides from the Blightshore wastes is upheld by a militia of battle-hardened locals and

dutifully concerned citizens. Other fortune-seekers often join this militia simply for the opportunities and information the alliance provides.

Commerce: Almost anything can be bought or sold in Rotthold, where the merchants are just as unscrupulous as in the surrounding Blightshore

wilderness. Rotthold is the center of black market trade in Eastern Wynandir, and perhaps in all of Wildemount.

Organizations: In addition to the city's handful of merchants and thieves' guilds, a confederacy of agents representing the mercantile interests of the

Myriad and the Revelry operate in public throughout Rotthold, while a covert sect of the Cerberus Assembly carries out their own clandestine business.

Some say this lawless harbor city is as dangerous as the arcane wilds of Blightshore that surround it. But whether or not visitors enjoy its chaotic

disposition, Rotthold is an unmistakable center of travel and commerce in eastern Wildemount. The decayed stone dwellings and wooden tenements that
line Rotthold's ramshackle streets are enveloped by a luminous, rust-colored moss that bathes the city's evenings in a sick crimson glow. Many outlanders
view this crime-ridden settlement as little more than a collection of degenerate safe houses and slums, while others see it as a raw jewel—full of potential

—that shines bright among the dusky shadows of the poisoned east.

Government

Multiple factions operate in and around Rotthold, including covert agents of the Cerberus Assembly and a tenuous coalition between members of the
Myriad and the Revelry. While the Plank King's remote forces maintain the southern waterways and oversee the export of Blightshore's esoteric resources,
Myriad spies monitor and manipulate the exchange of goods and services inside the city limits, and the fragile alliance between these two is the closest

thing this unruly corner of the Miskath Strand has to a governing body.

Crime

The open trade of illicit goods and services is the lifeblood of Rotthold's mossy streets. All manner of pleasures are available for those willing enough to
pay the price, which can be quite steep. Many of Rotthold's denizens owe the Myriad one favor or another, and the constant exchange of these debts
keeps the city full of new faces. Crime is a way of life in Rotthold, where the Dwendalian Empire and Kryn Dynasty have no sway over its opportunistic,

unethical inhabitants.

Geography
No walls protect Rotthold from the surrounding Blightshore wastes, but eleven watchtowers serve as a line of defense. The city is roughly divided into four
thold, East Rotthold, Dockside, and Cairn Hill. North Rotthold houses the city's most impoverished denizens, who encounter the
the city's trade is conducted in East Rotthold, where a bazaar known as the R
kside is the purview of the Revelry and houses Rotthold's most affluent citize

shore's savage interior as possible. On the west end of the city, the quarter
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BLIGHTSHORE CH. 4: CHARACTER OPTIONS

Distant Lands of Exandria

Wildemount is a vast and war-torn continent where many legends of Exandria are forged, but it is just one of many remarkable lands across this vibrant
world. Many other regions have been referenced throughout this book, including the majestic realm of Marquet and the neighboring continent of Tal'Dorei,

while others still remain undiscovered. This section outlines known regions of Exandria beyond the continent of Wildemount.
Tal'Dorei

The continent of Tal'Dorei lies west of Wildemount, nearly connected by a land bridge that stands sundered by the Shearing Channel. The independent
city-state of Whitestone lords over the northeastern reaches of Tal'Dorei from deep within the chilled woods of the Parchwood Timberland. Farther west,

the endless, green fields and forests of the Dividing Plains form a landscape of farmland, rivers, and untamed wilderness.

To the north, the Cliffkeep Mountains shelter hidden valleys, swift and deadly predators, and the mighty dwarven stronghold city of Kraghammer, beneath
which lie mines and caverns that connect to the Underdark. To the south of the Dividing Plains, travelers might find themselves traversing the rocky spires
of the Stormcrest Mountains or attempting to navigate the vast forest known as the Verdant Expanse, home to the beautiful elven city of Syngorn. Beyond

the Verdant Expanse lies the southernmost peninsula of Tal'Dorei, a land enveloped by the volatile Rifenmist Jungle.

Along the eastern shore of Tal'Dorei stands the capital city of Emon, a glorious metropolis and the political nexus of the continent. Within Emon, the
governing oligarchy known as the Council of Tal'Dorei maintains law and order across the many territories of the republic, partnering with the governing

bodies of Kraghammer, Syngorn, and Whitestone to help maintain the safety and wellbeing of all who call this land their home.

Marquet

Beyond the winds and waves to the far southwest of Wildemount, across the Lucidian Ocean and the Ozmit Sea, one can find the chain of islands called
the Hespet Archipelago, and, farther still, the shores of the continent of Marquet. The pebble beaches of the Bay of Gifts greet weary travelers, where the

port city of Shammel offers gambling and extravagance to the traders who travel from afar.

Beyond the port lie the rocky Aggrad Mountains, which spread for hundreds of miles, filled with deep chasms and endless caves housing predators lying in
wait. The mountains eventually give way to the immense Marquesian Desert, whose scorching sands stretch from horizon to horizon. The overwhelming
heat, deadly sandstorms, and ravenous denizens of the dunes threaten any caravan that attempts to cross these arid lands in search of any oasis of

civilization.

Near the center of this harsh desert, surrounded by a sprawling network of small villages, is the grand city of Ank'Harel, the center of culture, history, and
power for Marquet. Ruled by the mysteriously undying J'mon Sa Ord, the streets of Ank'Harel are safe and rich with music and culture, a sharp contrast to
the desolate lands that surround this metropolis. The Hands of Ord, the internal guard of the city, are guardians of the nearby villages and townships, but
they can only reach so far. Farther south, the blistering sands give way to scrubland and marshes tangled with the rugged mountains that surround the

smoking Suuthan Volcano and the dangerous clans that worship it.

The deserts of Marquet echo a once lush landscape that housed a prominent civilization during the Age of Arcanum, one that ended in terrible conflict
between warring nations during the early years of the Calamity. The battles that raged here reduced the verdant lands to sand and ash, burying a multitude

of secrets that factions across Exandria are willing to go to any lengths to claim.
Issylra

Far northwest of Wildemount, beyond Tal'Dorei and across the freezing waters of the Frigid Depths and the Ozmit Sea, lies the oldest continent in known
Exandrian history. Issylra is thought to be the land where all civilization once emerged and spread in the time of the Founding, making it the focal point of
historical study and the epicenter of many faiths. The territory known as Othanzia encompasses a majority of the continent's developed regions, keeping

most domains protected and governed by the might of the theocracy of Vasselheim.
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Nestled among eastern taiga forests of the Vasper Timberland, the city of Vasselheim is the oldest known seed of civilization and religion, and the only
city to withstand every catastrophe that has rocked Exandria since the gods brought life to the world. Beyond the walls of Vasselheim lie chilly and savage
wilds formed by the ancient and magically potent nature of the area. Small camps, communities, and townships are scattered across the landscape, and
the denizens of Othanzia are a tough, hardened people who persist in this harsh land through duty, faith, or the need to protect their communities. Beyond
the Othanzian region, there are a handful of lesser republics, but the ferocious creatures that stalk the jagged Utesspire Mountains prevent Othanzia from

expanding too far beyond its borders.
Shattered Teeth

Should one wish to brave the perilous waters far south of Wildemount, past the dangerous, perpetual fog bank called the Fool's Curtain, they might

discover themselves adrift among a cluster of forty-three islands known as the Shattered Teeth.

Varying in size from small, mile-wide reef-toppers to large islands like Ruukva that hold entire cities, this archipelago is largely governed by two
contentious societies. The Ossended Host is a culture of fishing folk dedicated to isolationism and enlightenment through the worship of dreams and
nightmares. The Wanderman Assembly, a centuries-old trade company from the Menagerie Coast that formed after its members were stranded across
the Shattered Teeth by a hurricane, is a capitalistic society that barely conceals its ruthlessness under the banner of honor and brotherhood. Tension

between these societies has led to bloodshed in recent years, with each group convinced that the other is bent on the destruction of its way of life.



SUBCLASSES

WIZARDS WHO MASTER THE ART OF DUNAMANCY HAVE INFINITE WORLDS AND POSSIBILITIES AT THEIR FINGERTIPS

What makes a hero?” | ask. Is it arms and a will to use them? Is it a certain heritage, a certain disposition? Is it a divine right to victory? | know this to be not true. | have
killed many heroes on the battlefield, and I've respected every one. They have many different faces, and deserve remembrance. What makes a hero is their willingness to
sacrifice for something they believe in. Anyone can be a hero, once they find something worth dying for.

—Sunbreaker Olomon

rge heroes and villains of many different stripes. The myriad dangers of this wild continent

even as the legends and the magic of the past challenge those brave enough to reshape th=
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classes, and magic presented in this chapter might have different origins or defy the expectations established in other D&D books. The
n in this chapter is specific to Wildemount, and in some cases, to the wider world of Exandria. If something in this book differs from what's

in the Player’'s Handbook, this material takes precedence in a Wildemount campaign.
Races

The nations of Wildemount are populated by people of many different races. All the races present in the Player’'s Handbook, as well as many of the other
races of the D&D game, have a home in Wildemount. However, some of those races have cultures that differ from those of their kin elsewhere in the

multiverse. This chapter provides cultural information about the common races of Wildemount, plus several subraces not found in the Player’s Handbook.

This section also includes information on what a typical character from each of the major regions of Wildemount—the Dwendalian Empire, the Menagerie
Coast, and Xhorhas—might think of the members of each race. Although some of these accounts are accurate, others represent skewed perceptions or
stereotypes. Many such perceptions have some basis in truth, but that truth has often been distorted by hearsay, prejudice, propaganda, or cultural

misunderstandings.

In addition to the races of the Player’'s Handbook, Wildemount is home to many other races, including the following:
Aarakocra, bird-like humanoids who roost on isolated mountaintops

Aasimar, beings who gain supernatural power from the angelic spark in their souls

Firbolgs, forest guardians who engage in peaceful methods to protect their homes

Genasi, humanoids imbued with elemental power as a result of their birth

Goblins, outcast scavengers descended from the experiments of a dark god

Goliaths, hulking wanderers who dwell atop the highest mountains

Kenku, accursed corvine humanoids who can speak only using mimicry

Tortles, tortoise-like humanoids with an innate connection to the sea

The dominant races of Wildemount—dwarves, elves, halflings, and humans—are presented first in this section, followed by the less common races in

alphabetical order.
Dwarves

Dwarves’ long memories give them uncommon insight into the world of the past. However, this connection to the past can make their societies resistant

to change, even when change is desperately needed.

Most folk in the Dwendalian Empire think of dwarves as greedy, cave-dwelling hermits with a passion only for jewelry, drinking, and fighting. Most dwarves

in the empire come from the city-state of Grimgolir and its settlements under the Dunrock Mountains, whose miners, jewelers, and warriors are some of

stenwald, is a delicacy among Grimgol dwarves. The people who lived beneath the mountain

the dwarves began trading with humans from the long-fallen Julous Dominion, dwarven liquo



Dwarves on the Menagerie Coast

Along the Menagerie Coast, most folk see dwarves as foreigners possessed of fiery passions and an eagerness for action. Dwarves are uncommon
visitors on the coast, with most coming from the distant realms of Tal'Dorei and Marquet as sailors or travelers, as pirates from the notorious Revelry, or

as soldiers from the Dwendalian Empire.

Ancient legends tell of dwarves living in mountaintop citadels in the ominous Cyrios Mountains, performing strange rituals that call upon the power of the
Storm Lord. Along the coast, stories of the strong passion and swift judgment of the dwarves are often a product of the legends of these religious zealots.
But these beliefs have been strengthened in modern times by the clear-eyed marquis of Port Zoon, Alamads Haddou, who lays down laws in plain

language and enacts swift justice by the letter of those laws.

Dwarves in Xhorhas

Dwarves are few and far between in Xhorhas, and those few who remain are known as duergar, or “deep dwarves.” Though some duergar have joined with

the Kryn Dynasty and dwell on the surface, most live in the ancient tunnels of the Underdark and harbor a deep-seated enmity for the drow.

Duergar insurgents, striking Kryn settlements or seeking hidden paths toward the surface from perhaps a dozen small outposts in the Underdark, are
trying to carve out their own underground dominion. Kryn forces have been successful in holding onto their underground territories so far, but many
generals fear that the war in the west is drawing more and more soldiers from their fortifications in the Underdark. If duergar aggression is left unchecked,

territory might inevitably have to be ceded to the insurgents.
Elves

When Exandria trembled at the gods’ footfalls, the ancient elves of the north pleaded with the Arch Heart to save them from the world’s ending. Corellon
did not respond, for it is said that their divine ears still rang with pain after their duel to the death with Gruumsh, the Ruiner. Desperate and panicked, the
greatest mages of the elves performed a ritual powerful enough to encase their entire civilization in ice, in hopes of protecting it from the wrath of the

warring gods while the elves escaped into the Feywild.

It is said that the ashes of the Calamity still blew upon the breeze when, centuries later, the barriers of ice melted and the elves of Wildemount emerged
from the Feywild once more. On their return to the world, they found that their ritual had not held fast. The Calamity had wiped almost all traces of elven

civilization from Exandria. With only the ruined husks of their mighty cities still standing, the elves began to rebuild.

Even though the human-majority civilizations of the Dwendalian Empire and the Clovis Concord view elves as reclusive relics of the ancient past, most
elves view themselves as newcomers to the world, for their return to Wildemount is only a generation or two removed from the present day. The notable
exception are the dark elves of Xhorhas, who have lived in Eastern Wynandir since time immemorial. Still, it is only in the past few centuries that they have

abandoned the labyrinthine caverns of the Underdark and emerged to live on the surface.

Elves in the Dwendalian Empire

Though the dark elves of Xhorhas are the subject of imperial propaganda and widespread prejudice, elves of other kinds living within the empire are
generally treated as friends and allies. Imperial humans love to revere elves as ethereal, flawless beings, and to express shock when elves reveal the ways
that they are all-to similar to humans. Elves who maintain their “exotic mystique” are most likely to become respected members of society, and many hold

great social power within cities such as Zadash and Rexxentrum.

Elves on the Menagerie Coast

Elves are commonplace in the Clovis Concord and among the pirates of the Revelry, and people living on this part of the continent most often laugh at
tales of elven grace and beauty. “An elf bleeds just like everyone else” is a common saying on the Menagerie Coast, used to dismiss the fanciful sense of
wonder common in the Empire—and the saying has evolved into a dismissal of all overwrought tales, even if the idiom doesn't quite fit. Savvy buyers of

curios and souvenirs might say, “Your wares bleed, just like everyone else’s” to a merchant who has exaggerated the quality of their goods.

Most elves on the Menagerie Coast are descended from travelers from the desert continent of Marquet, but this area is also home to two rare subraces of
elf. The seas off the coast are inhabited by secluded civilizations of water-breathing sea elves, who trade with underwater enclaves of merfolk. All b1 the

most idealistic or mercenary of these ocean dwellers see the petty squabbles of the “boat-riders” of the surface world as beneath their notice. At a



At the DM'’s discretion, players have access to the pallid elf and sea elf subraces described below, in addition to the

elf subraces in the Player’'s Handbook.

Height and Weight. Here’s how to randomly determine the height and weight of a pallid elf or sea elf, starting with

rolling a size modifier:
Size modifier =2d10
Height = 4 feet + 6 inches + your size modifier in inches

Weight in pounds = 90 + (1d4 x your size modifier)

Pallid EIf
The pallid elves are a mystical and insightful people with skin as pale as the surface of Exandria’s largest moon.

They emerged from the Pallid Grove this century and wander the world with childlike curiosity.
Ability Score Increase. Your Wisdom score increases by 1.
Incisive Sense. You have advantage on Intelligence (Investigation) and Wisdom (Insight) checks.

Blessing of the Moon Weaver. You know the /ight cantrip. When you reach 3rd level, you can cast the sfeep spell
once with this trait and regain the ability to do so when you finish a long rest. When you reach 5th level, you can
cast the invisibility spell (targeting yourself only) once with this trait and regain the ability to do so when you finish
a long rest. Casting these spells with this trait doesn’t require material components. Wisdom is your spellcasting

ability for these spells.

PALLID ELF

Sea EIf
Sea elves are a reclusive and deeply territorial people who have as much in common with merfolk as they do with other elves. Most sea elves view the

people of the Clovis Concord—even other elves—with mistrust.
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ow is that they walked out of
a hole in the ground one day to find a beautiful world spread out before them. Some longed to explore to that world’s farthest horizons, while others were
content to gaze upon the beauty of the same sunrise each morning. Plenty of halflings have joined the Cobalt Soul over the years in desperate search of
answers to the world’s big questions—where did we come from, and where are we going? But most halflings are content to leave the questions of past

and future well enough alone, simply living in the present.

Halflings in the Dwendalian Empire

Generations ago, the halflings of the Felder clan established a settlement now known as Felderwin Tillage, and discovered in time that they had
inadvertently created an agricultural powerhouse. The word “halfling” has been synonymous with a simple, rural lifestyle ever since.

The dutiful, orderly people of the Dwendalian Empire most often think of halflings as carefree country bumpkins. In a nation obsessed with its heritage

and its legacy, the stereotypical halfling philosophy of living life in the moment is viewed as pathetically unambitious.

Halflings on the Menagerie Coast

People in this part of the world have no real assumptions about halflings. Most perceive them on a level with humans, having similar ambitions, virtues,

and vices. The only difference is that halflings are a wee bit smaller from prow to stern and a fair bit bigger from port to starboard.

Halflings are common enough in the Clovis Concord that just about every vessel, shop, tavern, coffee house, and brothel has been designed with halflings
and gnomes in mind. Stairs often have shallow steps for small legs, stools feature hand-cranks to adjust their height up or down, and most restaurants

have utensils sized for small hands.
Halflings in Xhorhas

Few Xhorhasians have ever seen a halfling except for the occasional halfling soldier in Dwendalian armor. Because of this, most Kryn citizens view
halflings as icons of the empire and are quick to distrust them. Only the Lotusden halflings, a reclusive and insular clan native to the Lotusden Greenwood,

call Xhorhas home.
Halfling Subraces

At the DM's discretion, players have access to the lotusden halfling subrace described below, in addition to

the halfling subraces in the Player's Handbook.

Lotusden Halfling
Long tied to the natural heart of the Lotusden Greenwood, these halflings have adapted to live

synergistically with the chaotic laws of the wilds.
Ability Score Increase. Your Wisdom score increases by 1.
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LOTUSDEN HALFLING

Humans

The most populous race in Wildemount, humans define common culture across the continent. Their unrelenting ambition creates societies that
aggressively pursue productivity while valuing leisure, and their short life spans often lead humans to romanticize the ugly past and fear the unknown

future.

Humans in the Dwendalian Empire

In the Dwendalian Empire, humans are everywhere and occupy every walk of imperial life.

Humans recoil from the unknown in ways that longer-lived folk do not, and nations dominated by a nonhuman majority are a tremendous source of fear
and suspicion to human-majority nations. Human survival instinct stokes the flames of fear, especially when those flames are amply fueled by

nationalistic propaganda. Such is the relationship between the Dwendalian Empire and the drow-majority Kryn Dynasty of Xhorhas.

Other societies—including Uthodurn’s pluralistic society of elves and dwarves—are less maligned. However, this is because the average citizen of the

empire knows nothing about those societies, reducing them to objects of curiosity for imperial scholars.
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Within the empire, most aarakocra keep to the hidden settlement of Vol'antim in the Cyrios Mountains. The appearance of an aarakocra is seen as a
blessing in the settlements of the Truscan Vale and the Marrow Valley—often much to the aarakocra’s embarrassment. Most rural folk consider the

aarakocra to be angels of Erathis the Law Bearer, no matter how diligently the aarakocra explain otherwise.

Aarakocra on the Menagerie Coast

The few aarakocra who descend from the Cyrios Mountains or emerge from the canopy of the Quoraska Jungle for longer than a day or two are often
swept up in the beauty of the sea. Thus enamored, many join a ship’s crew and set out to explore the Lucidian Ocean with their new allies. The common
people of the Menagerie Coast look upon the aarakocra’s bright wings with awe and dream about taking to the sky, but are often baffled by their seemingly

nonsensical idioms and figures of speech.
Aarakocra in Xhorhas

Aarakocra are native to the mountains and jungles of western Wildemount, and have precious few settlements in the mountains surrounding Xhorhas. The

average Kryn dark elf would react to the sight of an aarakocra with shock, for they have neither stories nor experience with such creatures.

Aarakocra Names

As with much of their speech, aarakocra names include clicks, trills, and whistles to the point that other peoples have a difficult time pronouncing them.
Typically, a name has two to four syllables with the sounds acting as connectors. When interacting with other races, aarakocra may use nicknames gained

from people they meet or shortened forms of their full names.

Aarakocra Names: Aera, Aial, Aur, Deekek, Errk, Heehk, Ikki, Kleeck, Oorr, Ouss, Quaf, Quierk, Salleek, Urreek, or Zeed
Aarakocra Traits

Being able to fly at high speed at 1st level is exceptionally effective in certain circumstances and exceedingly dangerous in others. Keep this in mind
before allowing your players to choose this race.

An aarakocra character has the following traits.

Ability Score Increase. Your Dexterity score increases by 2, and your

Wisdom score increases by 1.



Flight. You have a flying speed of 50 feet. To use this speed, you can’t be wearing medium or heavy armor.

Talons. Your talons are natural weapons, which you can use to make unarmed strikes. If you hit with them, you deal slashing damage equal to 1d4 + your

Strength modifier, instead of the bludgeoning damage normal for an unarmed strike.

Languages. You can speak, read, and write Aarakocra, Auran, and Common.
Aasimar

The light of the gods still shines upon Exandria, even from behind the Divine Gate. Aasimar are the purest expression of that divine light as it burns within
every mortal soul, for the souls of those blessed with an angelic ancestor blaze brighter than any other. Even rarer than the tieflings with whom they share
a commonality of ancestry, aasimar are mortal, and yet are understood to be destined for a grander cosmic purpose than others around them. In every

culture across the continent of Wildemount, the birth of an aasimar is seen as a blessing and a portent.

Aasimar who can bear the burden of their destiny become champions of noble causes, and encourage others to walk always in the light. More often than
not, however, an aasimar saddled with a vague destiny and the grand aspirations of their clan ultimately falls from grace, their inner light succumbing to

shadow.
Aasimar in the Dwendalian Empire

To a law-abiding family worshiping state-approved gods, the birth of an aasimar child is nothing short of a miracle. Such a child is not only promised a
charmed life, but elevates the social status of their family. However, to a family that secretly worships gods outlawed by the empire, the birth of a child
touched by an angel of such deities is a mixed blessing. If the event draws the scrutiny of a settlement’s idoiImaster and their cronies, it might force family

members to flee their homes for the Greying Wildlands or the Menagerie Coast.
Aasimar on the Menagerie Coast

In the Clovis Concord, the cosmopolitan melting pot of Wildemount, most folk are inured to the sight of unusual and remarkable people. Even so, aasimar

are a sight to behold, and there are many who don’t mind being rude if it means spending a few extra seconds staring at a radiant aasimar as they pass by.
Aasimar in Xhorhas

Those in the Kryn Dynasty who study dunamancy see aasimar as brimming with near-limitless potential. As such, aasimar are often sought out from birth
to be trained as dunamancers and echo knights. The tribesfolk who wander Xhorhas see the birth of an aasimar as a message from the gods, and their
shamans ascribe meaning to that birth by the conditions of the world. An aasimar born during a raging storm might be a word of warning from Kord the

Storm Lord, whereas an aasimar whose mother gave birth in a field of flowers could be a vow of protection from Melora the Wild Mother.

An aasimar, except for one who has turned evil, has a link to an angelic being. That being—usually a deva—provides guidance to the aasimar, though this



6 Kind and parental

Aasimar Names

Most aasimar are born from human parents. They use the same naming conventions as their native culture.

Aasimar Traits

An aasimar character has the following racial traits.
Ability Score Increase. Your Charisma score increases by 2.

Age. Aasimar mature at the same rate as humans, but they can live up to

160 years.

Alignment. Imbued with celestial power, most aasimar are good. Outcast

aasimar are most often neutral or even evil.



ou use this trait, you can't

Light Bearer. You know the light cantrip. Charisma is your spellcasting ability for it.

Languages. You can speak, read, and write Common and Celestial.

Aasimar Subraces

Three subraces for aasimar exist: protector aasimar, scourge aasimar, and fallen aasimar. Choose one of them for your character.

Protector Aasimar
Protector aasimar are charged by the powers of good to protect the weak, to strike at evil wherever it arises, and to stand vigilant against the darkness.

From a young age, a protector aasimar receives advice and directives that urge them to stand against evil.
Ability Score Increase. Your Wisdom score increases by 1.

Radiant Soul. Starting at 3rd level, you can use your action to unleash the divine energy within yourself, causing your eyes to glimmer and two luminous,

incorporeal wings to sprout from your back.

Your transformation lasts for 1 minute or until you end it as a bonus action. During it, you have a flying speed of 30 feet, and once on each of your turns,

you can deal extra radiant damage to one target when you deal damage to it with an attack or a spell. The extra radiant damage equals your level.

Once you use this trait, you can't use it again until you finish a long rest.

Scourge Aasimar
Scourge aasimar are imbued with a divine energy that blazes intensely within them. It feeds a powerful desire to destroy evil—a desire that is, at its best,
unflinching and, at its worst, all-consuming. Many scourge aasimar wear masks to block out the world and focus on containing this power, unmasking

themselves only in battle.
Ability Score Increase. Your Constitution score increases by 1.

Radiant Consumption. Starting at 3rd level, you can use your action to unleash the divine energy within yourself, causing a searing light to radiate from

you, pouring out of your eyes and mouth, and threaten to char you.

Your transformation lasts for 1 minute or until you end it as a bonus action. During it, you shed bright light in a 10-foot radius and dim light for an
additional 10 feet, and at the end of each of your turns, you and each creature within 10 feet of you take radiant damage equal to half your level (rounded

up). In addition, once on each of your turns, you can deal extra radiant damage to one target when you deal damage to it with an attack or a spell. The
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Dreemoth Ravine. Now masters of their own fate, the ravenite dragonborn have rebuilt their home within the ravine and have begun to spread out across

the world.
Dragonborn Variants

You can allow a player to choose one of the following dragonborn variants.

Dragonborn Variant: Draconblood
Draconbloods possess long tails and a knack for social manipulation. They remember the days

when they were once mighty conquerors.

A draconblood uses the dragonborn traits in the P/ayer’'s Handbook, with the following traits

replacing the Ability Score Increase and Damage Resistance traits.

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

Darkvision. You can see in dim light within 60 feet of you as if it were bright light, and in darkness

as if it were dim light. You can't discern color in darkness, only shades of gray.

Forceful Presence. You can use your understanding of creative diplomacy or intimidation to guide a
conversation in your favor. When you make a Charisma (Intimidation or Persuasion) check, you can
do so with advantage. Once you use this trait, you can't do so again until you finish a short or long

rest.

Dragonborn Variant: Ravenite

DRACONBLOOD DRAGONBORN

Ravenites have no tails and a hearty physique. They remember the days when they

were slaves to the draconblood, as well as the day when they overthrew their masters.

A ravenite uses the dragonborn traits in the Player’'s Handbook, with the following

traits replacing the Ability Score Increase and Damage Resistance traits.
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Vengeful Assault. When you take damage from a creature in range of a weapon you
are wielding, you can use your reaction to make an attack with the weapon against
that creature. Once you use this trait, you can’t do so again until you finish a short or

long rest.

RAVENITE DRAGONBORN

Dragonborn in the Dwendalian Empire

The Dwendalian Empire has seen a massive influx of dragonborn since the fall of Draconia. Most of the draconblood nobles who fled into the empire tried
to use their grandiloquent names and titles to earn favors and prestige. But without the power of a nation-state behind them, many of those former slave
owners were forced into lives of farming or hard labor. Some in the empire speak in awed whispers of the “former dragonborn princes” who now live as

paupers, while others scoff at these haughty dragonborn’s delusions of grandeur.

Many ravenites have journeyed to the Dwendalian Empire in the years since the death of Vorugal, but the first of those found a colder reception than was
given their former masters. The empire had no desire to grant asylum to revolutionaries, and would have turned the ravenites away had the Cerberus
Assembly not intervened. For reasons unknown, the Assembly created the shantytown of Talonstadt for displaced ravenites, allowing them to trade labor

for lodging there.

Dragonborn on the Menagerie Coast

Many of the draconbloods fleeing their ruined city-state settled among the people of the Clovis Concord. Some had beach homes and private villas to flee
to, and were able to establish businesses with the money they had stashed away there. Others were not so fortunate, and were forced to take menial jobs
to make ends meet. Many residents of the Clovis Concord feel a twinge of sympathy for the draconblood exiles, but most commoners who have any

knowledge of the ravenite uprising see this life of servitude as just punishment.

Many of the ravenites who travel to the warm sands of the coast are merchants or wealthy generals or politicians on vacation. As such, all ravenites on the
Menagerie Coast are assumed to have wealth—even exiles or penniless adventurers. Any tailless dragonborn who wanders through the cities of the Clovis

Concord must constantly fend off hucksters, peddlers, and thieves.

Dragonborn in Xhorhas



particular: the jolly, eccentric enchanter known as Pumat Sol. This familiarity means that many warm quickly to new firbolgs, albeit after some initial

surprise.

Firbolgs on the Menagerie Coast

Since firbolgs are neither prone to travel nor native to the Menagerie Coast, their numbers along Wildemount's western shores are vanishingly small. The
people of the Clovis Concord share the same folk tales of giant-like humanoid firbolgs as the folk of the Dwendalian Empire, and are likewise surprised by

their gentle nature when they meet them.
Firbolgs in Xhorhas

Firbolgs who travel southeast from the Greying Wildlands and cross the Dunrock Mountains might find themselves wandering the wastes of Xhorhas. The
territorial monsters that prowl the wastes show no pity to unprepared wanderers, and most firbolg families know better than to undertake such a

dangerous journey.

With northern Xhorhas firmly under the control of the Kryn Dynasty, the dark elves have saved a number of firbolg travelers from monsters over the years.

Enough of those have remained in the wastes for small firbolg communities to develop in Rosohna and other major Kryn cities.
Firbolg Classes

Most firbolgs are druids, rangers, or fighters. Among their kind, these

vocations are passed down from one generation to the next. The firbolgs’
magical heritage also expresses itself in other ways; those who become
bards preserve the clan’s lore, and firbolg sorcerers defend their
communities. Firbolg wizards arise when a clan becomes friendly with

elves.

Firbolg rogues are typically scouts tasked with spying on neighboring folk
to determine their intentions. They are most common among firbolgs

whose homes border human settlements.

Firbolg barbarians are rare except among clans that face constant threats

from evil humanoids and other invaders.

Firbolg clerics and paladins are usually dedicated to nature gods, enforcing

their will.

nd arcane pacts with powerful fey beings.



Firbolg Traits

A firbolg character has the following racial traits.
Ability Score Increase. Your Wisdom score increases by 2, and your Strength score increases by 1.
Age. As humanoids related to the fey, firbolg have long lifespans. A firbolg reaches adulthood around 30, and the oldest of them can live for 500 years.

Alignment. As people who follow the rhythm of nature and see themselves as its caretakers, firbolg are typically neutral good. Evil firbolg are rare and are

usually the sworn enemies of the rest of their kind.

Size. Firbolg stand between 7 and 8 feet tall and weigh between 240 and 300 pounds. Your size is Medium. Here’s how to determine your height and

weight randomly, starting with rolling a size modifier:
Size modifier = 2d12

Height = 6 feet + 2 inches + your size modifier in inches
Weight in pounds = 175 + (2d6 x your size modifier)
Speed. Your base walking speed is 30 feet.

Firbolg Magic. You can cast detect magic and disguise self with this trait, using Wisdom as your spellcasting ability for them. Once you cast either spell,
you can't cast it again with this trait until you finish a short or long rest. When you use this version of disguise self, you can seem up to 3 feet shorter than

normal, allowing you to more easily blend in with humans and elves.

Hidden Step. As a bonus action, you can magically turn invisible until the start of your next turn or until you attack, make a damage roll, or force someone

to make a saving throw. Once you use this trait, you can’t use it again until you finish a short or long rest.
Powerful Build. You count as one size larger when determining your carrying capacity and the weight you can push, drag, or lift.

Speech of Beast and Leaf. You have the ability to communicate in a limited manner with beasts and plants. They can understand the meaning of your
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Even the cosmopolitan people of the Clovis Concord react to the sight of a genasi with wonder. Sailors and pirates alike take special interest in genasi, for

the power to harness the elements is a gift from the gods on the open sea.
Genasi in Xhorhas

Powerful storms wrack the flat plains of Xhorhas, and many who live beyond the walls of the Kryn Dynasty'’s cities pray to Kord the Storm Lord to win
blessings and protection from his wrath. Air, fire, and water genasi are often born under Kord’s auspices, and many become shamans serving the folk of

Xhorhas. Few earth genasi roam the wastes, though some are said to dwell within the Vermaloc Wildwood.

The Kryn know little about the genasi and are eager to rectify that. Their scouts have orders to bring back any genasi they encounter to Rosohna.
Genasi Names

Genasi use the naming conventions of the people among whom they were raised. They might later assume distinctive names to capture their heritage,

such as Flame, Ember, Wave, or Onyx.



d Primordial. Primordial is a guttural language, filled with harsh syllables and hard consonants.

There are four major subraces of genasi: air genasi, earth genasi, fire genasi, and water genasi. Choose one of these subraces.

Air Genasi

As an air genasi, you are descended from the djinn. As changeable as the weather, your moods shift from calm to wild and violent with little warning, but

these storms rarely last long.

Air genasi typically have light blue skin, hair, and eyes. A faint but constant breeze accompanies them, tousling the hair and stirring the clothing. Some air

genasi speak with breathy voices, marked by a faint echo. A few display odd patterns in their flesh.
Ability Score Increase. Your Dexterity score increases by 1.
Unending Breath. You can hold your breath indefinitely while you’re not incapacitated.

Mingle with the Wind. You can cast the levitate spell once with this trait, requiring no material components, and you regain the ability to cast it this way

when you finish a long rest. Constitution is your spellcasting ability for this spell.

Earth Genasi

As an earth genasi, you are descended from the cruel and greedy dao, though you aren’t necessarily evil. You have inherited some measure of control over

earth, reveling in superior strength and solid power. You tend to avoid rash decisions, pausing long enough to consider your options before taking action.

Elemental earth manifests differently from one individual to the next. Some earth genasi always have bits of dust falling from their bodies and mud
clinging to their clothes, never getting clean no matter how often they bathe. Others are as shiny and polished as gemstones, with skin tones of deep
brown or black, eyes sparkling like agates. Earth genasi can also have smooth metallic flesh, dull iron skin spotted with rust, a pebbled and rough hide, or

even a coating of tiny embedded crystals.
Ability Score Increase. Your Strength score increases by 1.
Earth Walk. You can move across difficult terrain made of earth and stone without expending extra movement.

Pass without Trace. You can cast the pass without trace spell once with this trait, requiring no material components, and you regain the ability to cast it

this way when you finish a long rest. Constitution is your spellcasting ability for this spell.

Fire Genasi

As a fire genasi, you have inherited the volatile mood and keen mind of the efreet. You tend toward impatience and making snap judgments. Rather than



Acid Resistance. You have resistance to acid damage.
Amphibious. You can breathe air and water.
Swim. You have a swimming speed of 30 feet.

Call to the Wave. You know the shape water cantrip (see below). When you reach 3rd level, you can cast create or destroy water as a 2nd-level spell once

with this trait, and you regain the ability to cast it this way when you finish a long rest. Constitution is your spellcasting ability for these spells.

Shape Water

Transmutation cantrip

Casting Time: 1 action

Range: 30 feet

Components: S

Duration: Instantaneous or 1 hour (see below)

You choose an area of water that you can see within range and that fits within a 5-foot cube. You manipulate it in one of the following ways:

« You instantaneously move or otherwise change the flow of the water as you direct, up to 5 feet in any direction. This movement doesn’t have enough force to cause
damage.

« You cause the water to form into simple shapes and animate at your discretion. This change lasts for 1 hour.

« You change the water’s color or opacity. The water must be changed in the same way throughout. This change lasts for 1 hour.

« You freeze the water, provided that there are no creatures in it. The water unfreezes in 1 hour.

If you cast this spell multiple times, you can have no more than two of its non-instantaneous effects active at a time, and you can dismiss such an effect as an action.

nome



The forest gnomes of the Velvin Thicket have resisted imperial takeover for decades. As a result, though most people in the empire see gnomes as their

loyal friends and allies, many folk in the empire’s western reaches view gnomes as obstinate, backcountry hicks.
Gnomes on the Menagerie Coast

Large numbers of gnomes live within the Clovis Concord, primarily in the city of Gwardan, where a group of gnomes who seceded from Hupperdook
settled before the Concord’s founding. Just as the elves of Gwardan were the metaphorical architects of the original concordance that founded the nation
of city-states, the gnomes of Gwardan were the literal architects of the Clovis Concord’s magnificent cities and halls of governance. A rock gnome by the
name of lonia Marbleweaver is revered as the grandmother of Concordian art and architecture for her innovative use of columns, frescoes, and friezes, all

of which feature prominently in the great buildings of the Menagerie Coast's cities.
Gnomes in Xhorhas

Most Xhorhasians’ only contact with gnomes is a brief glimpse of a deep gnome scurrying about the Underdark carrying armfuls of gems. The deep
gnomes have little interest in surface politics, and even try to stay neutral in the underground war between the Kryn Dynasty and the duergar rebels. For

the most part, the deep gnomes and their settlements are small enough to remain unnoticed by larger folk.
Goblinkin

The civilized people of the world consider goblins to be nothing more than monsters—and in many ways, they're right. Goblins and their cousins, the
hobgoblins and bugbears, were first created by Bane, the Strife Emperor, as foot soldiers for his unholy army. Eons ago, when the flames of the Calamity
burned across Exandria, the Betrayer Gods gathered in the realm that would eventually become Xhorhas. There, they found a people known as the
dranassar. An ancestor race to the goblinoids, the dranassar were tall and beautiful, strong of body and mind, and fleet of foot. Their hair was thick and
black, and their skin gleamed like gold. Most of the dranassar willingly served the divine beings that descended upon their land, but a few fought back

against the Betrayer Gods'’ rule.

Bane, a cruel tyrant even among the Betrayer Gods, smote the rebellious dranassar and twisted them into the goblinkin. When the armies of the Betrayer
Gods wanted for skirmishers, Bane twisted the dranassar into goblins. When he was in need of loyal soldiers, he made them into hobgoblins. And when
brute force was required, he sculpted them into bugbears. As the war of gods and mortals raged on, Bane corrupted even those dranassar who remained

loyal to him.

The Betrayer Gods are long since defeated, but the goblinkin survived—leaderless, lost, and fallen into chaos. It is said that the voice of Bane still whispers

into the minds of the goblinkin, goading them to commit senseless acts of cruelty against all they see.

Few goblins can steel their will against Bane’s foul whispers, but those who do live peaceful lives free of the god'’s influence. Likewise, people who are

transfigured into goblins or reborn as goblins do not hear the voice of Bane, and are free from his curse of strife.

Goblinkin in the Dwendalian Empire

Goblins living in Western Wynandir form small tribal groups and do their best to evade the vigilant eye of the imperial army. The fearsome soldiers of the
Righteous Brand, known to the goblins as drohurror or “terrorfolk,” are the greatest threat to the tribes. But with goblins treated as little better than vermin

throughout the empire, any imperial citizen strong enough to wield a pitchfork can be a threat in their own right.

With most goblins in the empire tormented by Bane’s homicidal whispers, the people of the empire are just as fearful of goblinkin as the goblins are of
them. Farmers and folk in rural regions such as the southern Marrow Valley take special precautions against goblin raids, and kill goblins on sight as if
they were marauding animals. Even goblins who manage to free themselves of Bane’s influence are hard-pressed to overcome the fears of the empire’s
rural folk. By contrast, city dwellers are rarely exposed to goblin raiders, and though they might react with suspicion and fear when seeing a goblin on the

street, most are more accepting of the notion that not all goblins are evil.
Goblinkin on the Menagerie Coast

Goblins are a rare sight on the Menagerie Coast, so most folk who live there know of them only through folklore and stories told by travelers. With visitors
from the Dwendalian Empire, the realms of Tal'Dorei, and Marquet common on the coast, most of those stories are tales of the vicious goblins of tk

Ravager horde of Tal'Dorei or the fearsome Duneburrow goblins of the far-off Marquesian deserts, painting a deeply unwholesome picture of goblii.



Goblinkin in Xhorhas

Goblins, hobgoblins, and bugbears are a common sight in Xhorhas, especially around Rosohna—for it was here that Bane first created the goblinkin from
the noble dranassar. The people of the Kryn Dynasty have made efforts to forge close ties with the goblinkin who have made their home in the region, and
have even managed to subvert the curse of strife by the power of the Luxon. Any creature reborn into a goblinkin body is born without the curse, and any

natural-born goblin born within one hundred miles of a Luxon beacon is likewise shielded from Bane'’s seed of corruption.
Bugbear Racial Traits

A bugbear character has the following racial traits.

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

Age. Bugbears reach adulthood at age 16 and live up to 80 years.

Alignment. Bugbears value self-sufficiency and violence. They are generally chaotic, organizing in loose tribes under charismatic and powerful leaders.

Size. Bugbears are between 6 and 8 feet tall and weigh between 250 and 350 pounds. Your size is Medium. Here's how to determine your height and

weight randomly, starting with rolling a size modifier:
Size modifier = 2d12

Height = 6 feet + your size modifier in inches

Weight in pounds = 200 + (2d6 x your size modifier)
Speed. Your base walking speed is 30 feet.

feet of you as if it were bright light, and in darkness as if it were dim light. You can’t discern color in

, your reach for it is 5 feet greater than normal.



to it. You can use

ur Constitution score increases by 1.

hout drawing unwanted attention from any larger and more powerful people.

Size. Goblins are between 3 and 4 feet tall and weigh between 40 and 80 pounds. Your size is Small. Here’'s how to determine your height and weight

randomly, starting with rolling a size modifier:

Size modifier = 2d4

Height = 3 feet + 5 inches + your size modifier in inches
Weight in pounds = 35 + your size modifier

Speed. Your base walking speed is 30 feet.

Darkvision. You can see in dim light within 60 feet of you as if it were bright light, and in darkness as if it were dim light. You can’t discern color in

darkness, only shades of gray.

Fury of the Small. When you damage a creature with an attack or a spell and the creature’s size is larger than yours, you can cause the attack or spell to

deal extra damage to the creature. The extra damage equals your level. Once you use this trait, you can’t use it again until you finish a short or long rest.
Nimble Escape. You can take the Disengage or Hide action as a bonus action on each of your turns.

Languages. You can speak, read, and write Common and Goblin.

Hobgoblin Racial Traits

A hobgoblin character has the following racial traits.
Ability Score Increase. Your Constitution score increases by 2, and your Intelligence score increases by 1.
Age. Hobgoblins mature at the same rate as humans and have lifespans similar in length to theirs.

Alignment. Hobgoblins adhere to a strict code of honor and a rigid idea of martial discipline. Most are lawful, tending toward harsh enforcement of their

laws.

Size. Hobgoblins are between 5 and 6 feet tall and weigh between 150 and 200 pounds. Your size is Medium. Here’s how to determine your height and

weight randomly, starting with rolling a size modifier:
Size modifier =2d10

Height = 4 feet + 8 inches + your size modifier in inches
Weight in pounds = 110 + (2d4 x your size modifier)
Speed. Your base walking speed is 30 feet.

Darkvision. You can see in dim light within 60 feet of you as if it were bright light, and in darkness as if it were dim light. You can’t discern color in

ns of your choice and with light armor.



Saving Face. Hobgoblins are careful not to show weakness in front of their allies, for fear of losing status. If you miss with an
check or a saving throw, you can gain a bonus to the roll equal to the number of allies you can see within 30 feet of you (maxim

use this trait, you can't use it again until you finish a short or long rest.

Languages. You can speak, read, and write Common and Goblin.

Among goliaths, any adult who can’t or won't contribute to the herd is expelled. A lone goliath has little chance of survival, especially an older or weaker
one. Goliaths have little pity for adults who can't take care of themselves, though a sick or injured individual is treated, as a result of the goliath concept of

fair play.

Goliath Names

Every goliath has three names: a birth name assigned by the newborn’s mother and father, a nickname assigned by the herd’s chief, and a family or herd
name.

Goliath Birth Names: Aukan, Eglath, Gauthak, llikan, Keothi, Kuori, Lo-Kag, Manneo, Maveith, Nalla, Orilo, Pethani, Thalai, Thotham, Uthal, Vaunea, Vimak
Goliath Nicknames: Bearkiller, Fearless, Horncarver, Keeneye, Lonehunter, Rootsmasher, Steadyhand, Twice-Orphaned, Twistedlimb, Wordpainter

Goliath Herds: Anakalathai, Elanithino, Gathakanathi, Kalagiano, Katho-Olavi, Kolae-Gileana, Ogolakanu, Thuliaga, Thunukalathi, Vaimei-Laga

Goliath Traits

A goliath character has the following racial traits.

ity Score Increase. Your Strength score increases by 2, and your

stitution score increases by 1.

. Goliaths have lifespans comparable to humans. They enter adulthood

eir late teens and usually live less than a century.

nment. Goliath society, with its clear roles and tasks, has a strong
ul bent. The goliath sense of fairness, balanced with an emphasis on

sufficiency and personal accountability, pushes them toward neutrality.

. Goliaths stand between 7 and 8 feet tall and weigh between 280 and



GOLIATHS

Powerful Build. You count as one size larger when determining your carrying capacity and the weight you can push, drag, or lift.

Mountain Born. You're acclimated to high altitude, including elevations above 20,000 feet. You're also naturally adapted to cold climates, as described in

chapter 5 of the Dungeon Master’s Guide.

Languages. You can speak, read, and write Common and Giant.
Half-Elves

Half-elves occupy all lands where humans and elves gather. In ancient times, the appearance of half-elves was a cause for alarm in elven society, for
prejudiced elves saw the union between elves and humans as a symptom of impurity in their blood and culture. Such attitudes have cooled across the
continent in recent centuries, and most elven societies now feature a diverse array of people—notably the pluralistic union of dwarves and elves in the city-

state of Uthodurn and the diverse peoples of the Kryn Dynasty.
Half-Elves in the Dwendalian Empire

The Dwendalian Empire sees half-elves as a sign that imperial rule is healthy, and that people are traveling across and strengthening the bonds of its
disparate provinces. However, this belief is less pervasive in the elven enclave of Bysaes Tyl, which was coerced into joining the empire decades ago. The
elves of Bysaes Tyl are dedicated to maintaining a tenuous grasp on their lost realm of Molaesmyr, and any elf who bears a non-elf child is considered a

traitor to their ancient culture.
Half-Elves on the Menagerie Coast

In some ways, the Clovis Concord can be considered a half-elf nation, founded as it was by the native human Ki'Nau people and by elf and human settlers
from Marquet. Half-elves are also a common sight arriving on passenger ships from Tal’'Dorei. The elves of Syngorn, the center of elven culture in
Tal'Dorei, still hold a shameful and outdated view of their half-elf children, many of whom seek passage or stow away on ships to the Menagerie Coast to

start new lives.
Half-Elves in Xhorhas

Half-elves of all different ancestries dwell within the lands of the Kryn, with most having one dark elf parent. The idea of elves forming relationships and
even having children with people of other humanoid races has long since been accepted throughout Kryn lands—so much so that it seems somewhat
unnatural when people outside the culture express surprise at half-elves with small, minotaur-like horns, or with the tufted ears and yellow eyes of a

bugbear.
Kenku

In ancient times, kenku were black-winged angels—ambassadors who served the Raven Queen as her emissaries of death. Their voices were once heard

the Raven Queen realized what her emissaries had sacrificed to save her. Though the ker






Expert Forgery. You can duplicate other creatures’ handwriting and craftwork. You have advantage on all checks made to produce forgeries or duplicates

of existing objects.
Kenku Training. You are proficient in your choice of two of the following skills: Acrobatics, Deception, Stealth, and Sleight of Hand.

Mimicry. You can mimic sounds you have heard, including voices. A creature that hears the sounds you make can tell they are imitations with a successful

Wisdom (Insight) check contested by your Charisma (Deception) check.

Languages. You can read and write Auran and Common, but you can speak only by using your Mimicry trait.
Orcs and Half-Orcs

The first half-orcs in Wildemount were born of a union between human warriors and orc traitors in the final days of the Calamity. Orcs are one of Exandria’s
youngest races, and are said to have been born from elves seared by the blood of Gruumsh, the Ruiner, when Corellon pierced the orc god's eye on the

field of battle. For long years, orcs were feared as mindless abominations, drawn to slaughter like moths to flame.

Stories tell of how the blood of the Ruiner flows in the veins of all orcs, driving them to commit acts of terrible violence and anger. Orcs call this fury
hgar'Gruum, or the curse of ruin, and use it to refer to everything from battle rage to a bad temper. Half-orcs are said to have inherited the blood of the

Ruiner, and to carry the same bloodlust and fury that orcs do.

Orcs and half-orcs do feel a certain pull toward violence and anger. But the simple truth is that there is no curse of ruin. No supernatural power drives orcs

to kill. Rather, they are simply victims of the same selfish, violent impulses that corrupt all mortal beings.
Half-Orcs in the Dwendalian Empire

The orcish settlement of Bladegarden was incorporated into the Dwendalian Empire after the fall of the Julous Dominion, nearly three hundred years ago.

Orcs are now renowned as some of the empire’s most accomplished soldiers, though many folk still fear the ancient legends of the curse of ruin.

Half-orcs are proud of their heritage, though many are wary of the wrathful curse that supposedly drives them to violence. Those who embrace this gift of
fury often enlist in the Righteous Brand to focus their rage against the enemies of the empire. Other half-orcs reject the idea that they are destined for

violence, and rely on faith, meditation, and friendship to live peaceful lives.
Half-Orcs on the Menagerie Coast

The folk of the Clovis Concord welcome people of all kinds to their shores, yet orcs and half-orcs are uncommon in Concordian cities. Most half-orcs on



Size. Orcs stand easily 8 feet tall and corded with powerful muscles, weighing up to 280 pounds. Your size is Medium. Here’s how to determine your

height and weight randomly, starting with rolling a size modifier:
Size modifier = 2d8

Height = 5 feet + 4 inches + your size modifier in inches

Weight in pounds = 175 + (2d6 x your size modifier)

Speed. Your base walking speed is 30 feet.

Darkvision. You can see in dim light within 60 feet of you as if it were bright light, and in darkness as if it were dim light. You can’t discern color in

darkness, only shades of gray.

Aggressive. As a bonus action, you can move up to your speed toward an enemy of your choice that you can see or hear. You must end this move closer

to the enemy than you started.
Powerful Build. You count as one size larger when determining your carrying capacity and the weight you can push, drag, or lift.

Primal Intuition. You have proficiency in two skills of your choice from the following list: Animal Handling, Insight, Intimidation, Medicine, Perception, and

Survival.

Languages. You can speak, read, and write Common and Orc.
Tabaxi

The catlike tabaxi are an agile, witty, and playful folk who have long lived among the indigenous Ki'Nau people of the Menagerie Coast and in the cold

northern forests of the Greying Wildlands. Said to have been born from the dreams of Melora within the jungles of Wildemount’s more temperate regions,
they are natural hunters with keen senses and predatory instincts. The tabaxi of Exandria are also well known for their social guile. Many are taken with a
love of wordplay and debate, often engaging travelers in philosophical conversations meant to challenge the intellect and to subtly gauge the disposition

of strangers.

Tabaxi can be found in small numbers throughout Wildemount and are generally well thought of. Some make up small clans in the wilderness beyond the
boundaries of Wildemount's major societies. Others are content to stand out among the other folk of those larger nations. Deft at crafts, hunting, and
commercial enterprises, many tabaxi find themselves drawn toward an entrepreneurial existence, while some fall naturally into the more dangerous

pursuits of an adventurer's lifestyle.

Politics hold a conversational curiosity for some, but only a few tabaxi are driven enough to ascend to positions of political power, most commonly along

the Menagerie Coast. Even so, most catfolk are happier away from the limelight, slyly convincing others to visibly take the risks for them.
Fleeting Fancies

ssion or passion for the next as the whim strikes. A tabaxi's desire burns bright, but once m

emain intriguing only as long as they still hold secrets.



olds no more allure once its

Each tabaxi has a single name, determined by clan and based on a complex formula that involves astrology, prophecy, clan history, and other esoteric
factors. Tabaxi names can apply to all genders, and most use nicknames derived from or inspired by their full names. Clan names are usually based on a

geographical feature located in or near the clan’s territory.
The following list of sample tabaxi names includes nicknames in parentheses.

Tabaxi Names: Cloud on the Mountaintop (Cloud), Five Timber (Timber), Flask of Wine (Flask), Jade Shoe (Jade), Left-Handed Hummingbird (Bird), Seven
Thundercloud (Thunder), Skirt of Snakes (Snake), Smoking Mirror (Smoke)

Tabaxi Clans: Bright Cliffs, Distant Rain, Mountain Tree, Red Butterfly, Rumbling River, Snoring Mountain
Tabaxi Traits

A tabaxi character has the following racial traits.

Ability Score Increase. Your Dexterity score increases by 2, and your Charisma

score increases by 1.
Age. Tabaxi have lifespans equivalent to humans.

Alignment. Tabaxi tend toward chaotic alignments, as they let impulse and fancy
guide their decisions. They are rarely evil, with most of them driven by curiosity

rather than greed and other dark impulses.

Size. Tabaxi are taller on average than humans and relatively slender. Your size
is Medium. Here's how to determine your height and weight randomly, starting

with rolling a size modifier:

Size modifier =2d10

Height = 4 feet + 10 inches + your size modifier in inches
Weight in pounds = 90 + (2d4 x your size modifier)
Speed. Your base walking speed is 30 feet.

Darkvision. You can see in dim light within 60 feet of you as if it were bright light,
and in darkness as if it were dim light. You can’t discern color in darkness, only

shades of gray.
TABAXI

reflexes and agility allow you to move with a burst of speed. When you move on your turn in combat, you can double your speed until

Once you use this trait, you can't use it again until you move 0 feet on one of your turns.

se of your claws, you have a climbing speed of 20 feet. In addition, your claws are natural weapons, which you can use to make

you hit with them, you deal slashing damage equal to 1d4 + your Strength modifier, instead of the bludgeoning damage normal for an

ave proficiency in the Perception and Stealth skills.

ne other language of your choice.



Most imperial tieflings live in the cities of the empire or in small communes
in the countryside. Many are encouraged by their parents to join the
Crownsguard or the Righteous Brand to valiantly serve the empire, and a
direct connection can be drawn between the tieflings’ ancient persecution
and their focus on military service. Centuries ago, countless tieflings joined
the armies of the Julous Dominion in hopes of winning glory and proving
themselves the equals of their oppressors. Over time, many found
acceptance in the eyes of the Julous people and its government, eventually
becoming hardline loyalists of the Julous Dominion. Their spirits were thus
crushed when the dominion fell to the mighty armies of the invading

Dwendalian Empire.

Three generations have passed since the fall of the dominion, and many
adult tieflings still remember the war stories their grandparents told them
as children. The empire’s propagandists have been quick to capitalize on
this, stoking a hunger for glory that sees the lives of eager tieflings fuel the

imperial war machine.



which to hunt, catch fish, and get by. With each passing year, a tortle hones
its survival skills. It forms friendships with its neighbors while also

respecting their privacy. At some point, a tortle feels an urge to see more of
the world. It gathers up its gear and travels, returning months or years later

with stories of its exploits.

When a tortle nears the end of its lifespan, it seeks out a mate. Tortles lay
their eggs (numbering as few as one or as many as a dozen) in a fortified
compound. If no such compound exists, they build one. The parents spend
the remainder of their lives guarding it, defending their offspring, and
sharing their knowledge. When the children grow up, they pick up whatever

weapons and tools their parents left behind and set out on their own.

TORTLE

Tortle Names

Tortles prefer non-gender-specific names that are usually no more than two syllables. Tortles don't have surnames or family names.

Male and Female Names: Baka, Damu, Gar, Gura, Ini, Jappa, Kinlek, Krull, Lim, Lop, Nortle, Nulka, Olo, Plogwat, Quee, Queg, Quott, Sunny, Tibor, Ubo, Uhok,
Wabu, Xelbuk, Xopa, Yog

Tortle Traits

A tortle character has the following racial traits.
Ability Score Increase. Your Strength score increases by 2, and your Wisdom score increases by 1.

Age. Young tortles crawl for a few weeks after birth before learning to walk on two legs. They reach adulthood by the age of 15 and live an average of 50

years.

Alignment. Tortles tend to lead orderly, ritualistic lives. They develop routines, becoming more set in their ways as they age. Most are lawful good. A few

can be selfish and greedy, tending more toward evil, but it's unusual for a tortle to shuck off order in favor of chaos.

Size. Tortle adults stand 5 to 6 feet tall and average about 450 pounds. Their shells account for roughly one-third of their weight. Your size is Medium.

, starting with rolling a size modifier:









TURES IN WILDEMOUNT

S

This section includes three new subclass options: the Echo Knight for the fighter and Chronurgy Magic and Graviturgy Magic for the wizard.
Dunamis and Dunamancy

Dunamis is the primal magical energy of potentiality and actuality, an anticipatory arcane force that helps shape the multiverse and might very well be
what holds its elements together, like an infinite web of unseen tethers. Manifesting as a translucent gray energy that shimmers and drifts like an ethereal
cloud of mist when gathered, dunamis darkens as it vibrates and condenses to the moment of action or invocation, manipulating fundamental aspects of
reality. Those who study to control and tap into this near-invisible power can subtly bend the flow of time and space by controlling the forces of localized

gravity, peering into possible timelines to shift fate in their favor, and scattering the potential energy of their enemies to rob them of their potency.

Dunamancy is an ancient, esoteric study of magic almost unknown across Exandria. Facets of dunamancy have quietly bled into the more common
applications of spellcraft like an unrealized glimpse behind the curtain of creation. Mages who pursue the study of this strange and complex force call
themselves dunamancers, and their interest in learning to alter the fabric of gravity, potential, and time often coincides with a hunger to understand the

oldest mysteries of the cosmos.
Beyond the Kryn Dynasty

Although the Kryn Dynasty is responsible for the carefully guarded development and refining of dunamancy, the mysteries of this magical art have long



ECHO KNIGHT

Echo Knight

A mysterious and feared frontline warrior of the Kryn Dynasty, the Echo Knight has mastered the art of using dunamis to summon the fading shades of

unrealized timelines to aid them in battle. Surrounded by echoes of their own might, they charge into the fray as a cycling swarm of shadows and strikes.

Manifest Echo
3rd-level Echo Knight feature

You can use a bonus action to magically manifest an echo of yourself in an unoccupied space you can see within 15 feet of you. This echo is a magical,
translucent, gray image of you that lasts until it is destroyed, until you dismiss it as a bonus action, until you manifest another echo, or until you're

incapacitated.

Your echo has AC 14 + your proficiency bonus, 1 hit point, and immunity to all conditions. If it has to make a saving throw, it uses your saving throw bonus
for the roll. It is the same size as you, and it occupies its space. On your turn, you can mentally command the echo to move up to 30 feet in any direction

(no action required). If your echo is ever more than 30 feet from you at the end of your turn, it is destroyed.

You can use the echo in the following ways:

¢ As a bonus action, you can teleport, magically swapping places with your echo at a cost of 15 feet of your movement, regardless of the distance
between the two of you.

¢ When you take the Attack action on your turn, any attack you make with that action can originate from your space or the echo’s space. You make this
choice for each attack.

¢ When a creature that you can see within 5 feet of your echo moves at least 5 feet away from it, you can use your reaction to make an opportunity

attack against that creature as if you were in the echo’s space.

Unleash Incarnation

Knight feature

, you can make one additional melee attack from the echo’s position.



its ears. During this

on). While your echo

Shadow Martyr
10th-level Echo Knight feature

You can make your echo throw itself in front of an attack directed at another creature that you can see. Before the attack roll is made, you can use your
reaction to teleport the echo to an unoccupied space within 5 feet of the targeted creature. The attack roll that triggered the reaction is instead made

against your echo.

Once you use this feature, you can't use it again until you finish a short or long rest.

Reclaim Potential
15th-level Echo Knight feature

You've learned to absorb the fleeting magic of your echo. When an echo of yours is destroyed by taking damage, you can gain a number of temporary hit

points equal to 2d6 + your Constitution modifier, provided you don't already have temporary hit points.

You can use this feature a number of times equal to your Constitution modifier (a minimum of once). You regain all expended uses when you finish a long

rest.

Legion of One

18th-level Echo Knight feature

You can use a bonus action to create two echoes with your Manifest Echo feature, and these echoes can coexist. If you try to create a third echo, the

previous two echoes are destroyed. Anything you can do from one echo’s position can be done from the other’s instead.

In addition, when you roll initiative and have no uses of your Unleash Incarnation feature left, you regain one use of that feature.
Wizard

The brightest minds of Wildemount often find themselves gravitating to the ancient and dangerous study of magic. Some train for decades within the

halls and towers of academies, while others learn their craft in the shadows, keeping their discoveries to themselves.

At 2nd level, a wizard gains the Arcane Tradition class feature described in the Player's Handbook. Chronurgy Magic and Graviturgy Magic are two new

traditions available to wizards.



CHRONURGY WIZARD
Chronurgy Magic

Focusing on the manipulation of time, those who follow the Chronurgy tradition learn to alter the pace of reality to their liking. Using the ramping of
anticipatory dunamis energy, these mages can bend the flow of time as adroitly as a skilled musician plays an instrument, lending themselves and their

allies an advantage in the blink of an eye.

Chronal Shift
2nd-level Chronurgy Magic feature

You can magically exert limited control over the flow of time around a creature. As a reaction, after you or a creature you can see within 30 feet of you
makes an attack roll, an ability check, or a saving throw, you can force the creature to reroll. You make this decision after you see whether the roll

succeeds or fails. The target must use the result of the second roll.

You can use this ability twice, and you regain any expended uses when you finish a long rest.

Temporal Awareness

2nd-level Chronurgy Magic feature

You can add your Intelligence modifier to your initiative rolls.

Momentary Stasis

6th-level Chronurgy Magic feature

As an action, you can magically force a Large or smaller creature you can see within 60 feet of you to make a Constitution saving throw against your spell
save DC. Unless the saving throw is a success, the creature is encased in a field of magical energy until the end of your next turn or until the creature takes

any damage. While encased in this way, the creature is incapacitated and has a speed of 0.

odifier (a minimum of once). You regain all expended uses when you finish a lon



sychic damage.

ttack bonus and sav

DC, and the spell treats the creature who released it as the caster for all other purposes.

Once you create a bead with this feature, you can't do so again until you finish a short or long rest.

Convergent Future

14th-level Chronurgy Magic feature

You can peer through possible futures and magically pull one of them into events around you, ensuring a particular outcome. When you or a creature you
can see within 60 feet of you makes an attack roll, an ability check, or a saving throw, you can use your reaction to ignore the die roll and decide whether

the number rolled is the minimum needed to succeed or one less than that number (your choice).

When you use this feature, you gain one level of exhaustion. Only by finishing a long rest can you remove a level of exhaustion gained in this way.

GRAVITURGY WIZARD

Graviturgy Magic

Understanding and mastering the forces that draw bodies of matter together or drive them apart, the students of the Graviturgy arcane tradition learn to

further bend and manipulate the violent energy of gravity to their benefit, and the terrible detriment of their enemies.

Adjust Density

re you can see within 30 feet of you. The object or creature must be Large or

ntil your concentration ends (as if you were concentrating on a spell).



speed is reduced by

6th-level Graviturgy Magic feature

You've learned how to manipulate gravity around a living being: whenever you cast a spell on a creature, you can move the target 5 feet to an unoccupied

space of your choice if the target is willing to move, the spell hits it with an attack, or it fails a saving throw against the spell.

Violent Attraction

10th-level Graviturgy Magic feature

When another creature that you can see within 60 feet of you hits with a weapon attack, you can use your reaction to increase the attack’s velocity,

causing the attack’s target to take an extra 1d10 damage of the weapon's type.
Alternatively, if a creature within 60 feet of you takes damage from a fall, you can use your reaction to increase the fall's damage by 2d10.

You can use this feature a number of times equal to your Intelligence modifier (a minimum of once). You regain all expended uses when you finish a long

rest.

Event Horizon

14th-level Graviturgy Magic feature

As an action, you can magically emit a powerful field of gravitational energy that tugs at other creatures for up to 1 minute or until your concentration ends
(as if you were concentrating on a spell). For the duration, whenever a creature hostile to you starts its turn within 30 feet of you, it must make a Strength
saving throw against your spell save DC. On a failed save, it takes 2d10 force damage, and its speed is reduced to 0 until the start of its next turn. On a

successful save, it takes half as much damage, and every foot it moves this turn costs 2 extra feet of movement.

Once you use this feature, you can’t do so again until you finish a long rest or until you expend a spell slot of 3rd level or higher on it.
Dunamancy Spells

This section presents a sampling of spells developed through the manipulation of dunamis. These spells are available to the wizard subclasses previously

mentioned in this chapter, as well as other spellcasting classes with the Dungeon Master’s consent (see the “Dunamancy for Non-Dunamancers” sidebar).

Dunamancy Spell List

Cantrips Level 5
sapping sting (necromancy) temporal shunt* (transmutation)
Level 6

gravity fissure** (evocation)

Level 7

tether essence (necromancy)

Level 8

dark star** (evocation)

reality break* (conjuration)



Spell Descriptions

The spells are presented in alphabetical order.

Dark Star

8th-level evocation

Casting Time: 1 action

Range: 150 feet

Components: V, S, M (a shard of onyx and a drop of the caster’s blood, both of which the spell consumes)
Duration: Concentration, up to 1 minute

This spell creates a sphere centered on a point you choose within range. The sphere can have a radius of up to 40 feet. The area within this sphere is filled

with magical darkness and crushing gravitational force.

For the duration, the spell’s area is difficult terrain. A creature with darkvision can’t see through the magical darkness, and nonmagical light can’t
illuminate it. No sound can be created within or pass through the area. Any creature or object entirely inside the sphere is immune to thunder damage, and

creatures are deafened while entirely inside it. Casting a spell that includes a verbal component is impossible there.

Any creature that enters the spell’s area for the first time on a turn or starts its turn there must make a Constitution saving throw. The creature takes 8d10
force damage on a failed save, or half as much damage on a successful one. A creature reduced to 0 hit points by this damage is disintegrated. A

disintegrated creature and everything it is wearing and carrying, except magic items, are reduced to a pile of fine gray dust.



DARK STAR
Fortune’s Favor

2nd-level divination

Casting Time: 1 minute

Range: 60 feet

Components: V, S, M (a white pearl worth at least 100 gp, which the spell consumes)
Duration: 1 hour

You impart latent luck to yourself or one willing creature you can see within range. When the chosen creature makes an attack roll, an ability check, or a
saving throw before the spell ends, it can dismiss this spell on itself to roll an additional d20 and choose which of the d20s to use. Alternatively, when an
attack roll is made against the chosen creature, it can dismiss this spell on itself to roll a d20 and choose which of the d20s to use, the one it rolled or the

one the attacker rolled.

If the original d20 roll has advantage or disadvantage, the creature rolls the additional d20 after advantage or disadvantage has been applied to the

original roll.

At Higher Levels. When you cast this spell using a spell slot of 3rd level or higher, you can target one additional creature for each slot level above 2nd.
Gift of Alacrity
1st-level divination

Casting Time: 1 minute

Range: Touch



Gravity Fissure

6th-level evocation

Casting Time: 1 action

Range: Self (100-foot line)

Components: V, S, M (a fistful of iron filings)
Duration: Instantaneous

You manifest a ravine of gravitational energy in a line originating from you that is 100 feet long and 5 feet wide. Each creature in that line must make a

Constitution saving throw, taking 8d8 force damage on a failed save, or half as much damage on a successful one.

Each creature within 10 feet of the line but not in it must succeed on a Constitution saving throw or take 8d8 force damage and be pulled toward the line

until the creature is in its area.

At Higher Levels. When you cast this spell using a spell slot of 7th level or higher, the damage increases by 1d8 for each slot level above 6th.
Gravity Sinkhole

4th-level evocation

Casting Time: 1 action

Range: 120 feet

Components: V, S, M (a black marble)
Duration: Instantaneous

A 20-foot-radius sphere of crushing force forms at a point you can see within range and tugs at the creatures there. Each creature in the sphere must
make a Constitution saving throw. On a failed save, the creature takes 5d10 force damage and is pulled in a straight line toward the center of the sphere,
ending in an unoccupied space as close to the center as possible (even if that space is in the air). On a successful save, the creature takes half as much

damage and isn't pulled.

At Higher Levels. When you cast this spell using a spell slot of 5th level or higher, the damage increases by 1d10 for each slot level above 4th.
Immovable Object

2nd-level transmutation

Casting Time: 1 action

Range: Touch

Components: V, S, M (gold dust worth at least 25 gp, which the spell consumes)
Duration: 1 hour

You touch an object that weighs no more than 10 pounds and cause it to become magically fixed in place. You and the creatures you designate when you

cast this spell can move the object normally. You can also set a password that, when spoken within 5 feet of the object, suppresses this spell for 1 minute.

If the object is fixed in the air, it can hold up to 4,000 pounds of weight. More weight causes the object to fall. Otherwise, a creature can use an action to

make a Strength check against your spell save DC. On a success, the creature can move the object up to 10 feet.

At Higher Levels. If you cast this spell using a spell slot of 4th or 5th level, the DC to move the object increases by 5, it can carry up to 8,000 pounds of
weight, and the duration increases to 24 hours. If you cast this spell using a spell slot of 6th level or higher, the DC to move the object increases by 10, it

can carry up to 20,000 pounds of weight, and the effect is permanent until dispelled.

Magnify Gravity



s sphere centered on a point you can see within range increases for a moment. Each creature in the sphere on the turn when
a Constitution saving throw. On a failed save, a creature takes 2d8 force damage, and its speed is halved until the end of its

ve, a creature takes half as much damage and suffers no reduction to its speed.

Until the start of your next turn, any object that isn’t being worn or carried in the sphere requires a successful Strength check against your spell save DC to

pick up or move.

At Higher Levels. When you cast this spell using a spell slot of 2nd level or higher, the damage increases by 1d8 for each slot level above 1st.
Pulse Wave

3rd-level evocation
Casting Time: 1 action
Range: Self (30-foot cone)
Components: V, S
Duration: Instantaneous

You create intense pressure, unleash it in a 30-foot cone, and decide whether the pressure pulls or pushes creatures and objects. Each creature in that
cone must make a Constitution saving throw. A creature takes 6d6 force damage on a failed save, or half as much damage on a successful one. And

every creature that fails the save is either pulled 15 feet toward you or pushed 15 feet away from you, depending on the choice you made for the spell.
In addition, unsecured objects that are completely within the cone are likewise pulled or pushed 15 feet.

At Higher Levels. When you cast this spell using a spell slot of 4th level or higher, the damage increases by 1d6 and the distance pulled or pushed

increases by 5 feet for each slot level above 3rd.
Ravenous Void

9th-level evocation

Casting Time: 1 action

Range: 1,000 feet

Components: V, S, M (a small, nine-pointed star made of iron)
Duration: Concentration, up to 1 minute

You create a 20-foot-radius sphere of destructive gravitational force centered on a point you can see within range. For the spell’s duration, the sphere and

any space within 100 feet of it are difficult terrain, and nonmagical objects fully inside the sphere are destroyed if they aren’t being worn or carried.

When the sphere appears and at the start of each of your turns until the spell ends, unsecured objects within 100 feet of the sphere are pulled toward the

sphere’s center, ending in an unoccupied space as close to the center as possible.

ed on a Strength saving throw or be pulled straight toward the sphere’s center,

eature that enters the sphere for the first time on a turn or starts its turn there ta



Duration: Concentration, up to 1 minute

You shatter the barriers between realities and timelines, thrusting a creature into turmoil and madness. The target must succeed on a Wisdom saving
throw, or it can’t take reactions until the spell ends. The affected target must also roll a d10 at the start of each of its turns; the number rolled determines

what happens to the target, as shown on the Reality Break Effects table.

At the end of each of its turns, the affected target can repeat the Wisdom saving throw, ending the spell on itself on a success.

Reality Break Effects

d10 Effect

1-2 Vision of the Far Realm. The target takes 6d12 psychic damage, and it is stunned until the end of the turn.

Rending Rift. The target must make a Dexterity saving throw, taking 8d12 force damage on a failed save, or half as much damage on a successful

one.

Wormbhole. The target is teleported, along with everything it is wearing and carrying, up to 30 feet to an unoccupied space of your choice that you

can see. The target also takes 10d12 force damage and is knocked prone.

9-10 Chill of the Dark Void. The target takes 10d12 cold damage, and it is blinded until the end of the turn.



You sap the vitality of one creature you can see in range. The target must succeed on a Constitution saving throw or take 1d4 necrotic damage and fall

prone.

This spell's damage increases by 1d4 when you reach 5th level (2d4), 11th level (3d4), and 17th level (4d4).
Temporal Shunt

5th-level transmutation

Casting Time: 1 reaction, taken when a creature you can see makes an attack roll or starts to cast a spell
Range: 120 feet

Components: V, S

Duration: 1 round

You target the triggering creature, which must succeed on a Wisdom saving throw or vanish, being thrown to another point in time and causing the attack
to miss or the spell to be wasted. At the start of its next turn, the target reappears where it was or in the closest unoccupied space. The target doesn’t

remember you casting the spell or being affected by it.

At Higher Levels. When you cast this spell using a spell slot of 6th level or higher, you can target one additional creature for each slot level above 5th. All

targets must be within 30 feet of each other.
Tether Essence

7th-level necromancy

Casting Time: 1 action

Range: 60 feet

Components: V, S, M (a spool of platinum cord worth at least 250 gp, which the spell consumes)
Duration: Concentration, up to 1 hour

e must make a Constitution saving throw, with disadvantage if they are within 30 feet of each other. Either creature
succeeds, the spell has no effect. If both saves fail, the creatures are magically linked for the duration, regardless
amage is dealt to one of them, the same damage is dealt to the other one. If hit points are restored to one of them,

ored to the other one. If either of the tethered creatures is reduced to 0 hit points, the spell ends on both. If the spell
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Wristpocket

2nd-level conjuration (ritual)

Casting Time: 1 action

Range: Self

Components: S

Duration: Concentration, up to 1 hour

You flick your wrist, causing one object in your hand to vanish. The object, which only you can be holding and can weigh no more than 5 pounds, is

transported to an extradimensional space, where it remains for the duration.

Until the spell ends, you can use your action to summon the object to your free hand, and you can use your action to return the object to the

extradimensional space. An object still in the pocket plane when the spell ends appears in your space, at your feet.
Heroic Chronicle

The heroic chronicle is a system that allows players and Dungeon Masters to work together to build a compelling character story. It even allows
characters to gain additional proficiencies, magic items, spells, or feats before the campaign begins. This section assumes that the player is starting from
scratch—without having chosen a race, class, or background for their character. The events that occur as a result of these random rolls inform what kind
of character the player has. A player who already has a character concept in mind can choose options from the tables instead of rolling randomly, ignoring
anything that doesn't fit their character concept. If you're a player using these tables, don't be surprised if creating a backstory inspires you to change

some aspect of your character concept. Let this tool inspire your imagination rather than limit it.

The “Backstory” section of the chronicle roots a character’s history in the land of Wildemount by helping the player determine the character’s nation, home
settlement, and relationships with family members, allies, and rivals. It helps establish major events that happened to the character before the campaign
began. Options for determining a character’s favorite food and mysterious secrets can help further define a character’s relationship to their homeland and

the other party members.

The “Prophecy” section of the chronicle sets out three aspirations or goals that the player has for their character. Prophecy goals can help players and
DMs create engaging stories that make the game more interesting. Each time a goal is met, it takes on a prophetic tone as a character achieves

something they were driven or destined to do. Completing a prophecy goal grants the character a mechanical benefit as a reward.

Dungeon Masters can also use the heroic chronicle process to generate villains with histories and motivations grounded in the dangerous lands of

Wildem t.

Socia tus Rela



20

Backstory

Background

Acolyte (Lux
Charlatan

Criminal

Criminal (Myriad operative)
Entertainer

Folk Hero

Grinner

Guild Artisan

Hermit

Noble

Outlander

Sage

Sage (Cobalt Scholar)
Sailor

Sailor (Revelry pirate)
Soldier

Spy (Augen Trust)
Urchin

Volstrucker Agent

1 rival
1 ally
1 ally
1 ally

1 rival

1 ally

1 rival
1 ally
1 ally and 1 rival
1 ally and 1 rival

1 ally

1 ally

1 ally
1 ally
1 rival
1 rival
1 ally
1 rival

1 ally and 1 rival

1 rival

1 ally and 1 rival

1 ally and 1 rival
1 ally
1 rival

1 ally

1 ally

1 rival

1 rival

1 rival

1ally

1 rival

1 ally

1 ally

1 rival

1 ally

1 rival

1 rival

Kryn Dynasty

1 ally
1 rival

1 rival

1 ally

1 ally

1 ally
1 ally

1 ally and 1 rival

1 ally
1 rival

1ally

1 ally and 1 rival
1 rival
1 rival

1 rival

A character’s story begins with determining the region where they were born, the job they had before becoming an adventurer, their social status, the

settlement where they grew up, and their family relationships. As this backstory develops, the character will gain allies and rivals, as well as learn some of

the fateful moments that set them on the path of adventure.

Homeland

The known lands of Wildemount are divided into four major geographic regions, each of which is described in chapter 3. From west to east, these regions

are the Menagerie Coast, Western Wynandir (which is further divided into the Marrow Valley and the Zemni Fields), the Greying Wildlands, and Eastern

Wynandir. The northernmost reaches of the continent—the forgotten lands of Eiselcross—are not included in this section.

Roll a d100 and consult the Homelands table to determine which region you were born in. If you were born in one region but grew up in another, roll twice

on the to determine your place of birth and the region you eventually settled in.

Hom

22-40

evelry pirates)

Marrow Valley in Western Wynandir (Dwendalian Empire)



Back

In addition to granting you items, gold, and proficiencies, your background gives you a sense of belonging in the world. You can roll on the Backgrounds
table to randomly determine your character’s background, or you can choose one that fits your character concept. This table includes new backgrounds
and adapted backgrounds from this book (EGW) as well as the backgrounds from the Player’s Handbook (PH). New and adapted backgrounds are

described later in this chapter.

Backgrounds
d20 Background Reference
1 Acolyte PH
2 Acolyte (Luxonborn) EGW
3 Charlatan PH
4 Criminal PH
5 Criminal (Myriad operative) EGW
6 Entertainer PH
7 Folk Hero PH
8 Grinner EGW
9 Guild Artisan PH
10 Hermit PH
11 Noble PH
12 Outlander PH
13 Sage PH
14 Sage (Cobalt Scholar) EGW
15 Sailor PH
16 Sailor (Revelry pirate) EGW
17 Soldier PH
Spy (Augen Trust) EGW
Urchin PH

Volstrucker Agent EGW



the day they're old

e power to rebel
against the hierarchies of your land and change your fate. Your background doesn’t change, nor do the proficiencies and other benefits you gain because

of it. But the social status associated with your background might shift over the course of your backstory—and over the course of your adventures.

Each nation in Wildemount views people’s backgrounds according to its cultural values. Based on your character’s background, think about your social
status within the context of the details of your homeland presented below. Then use the Social Status Relationships table to determine how many allies

and rivals you'll roll for later on in this section.

Menagerie Coast. Both the Clovis Concord and their hated nemesis, the
Revelry pirates, prize personal freedom over all other things. The Revelry
simply takes this ideology one bloody step further. People of the Concord
celebrate folk heroes and entertainers, and all other people who might

become celebrities, iconoclasts, and figures of legend.

At the same time, the common working-class sailor is a symbol of the
Concord’s strength. As with the crew of a well-run ship, the small actions of
individuals can have a huge impact when all are working toward common
goals. Common sailors despise the Revelry, and noteworthy sailors might

even have a rival within the Revelry.

Western Wynandir. The Dwendalian Empire prizes king and country over
personal freedoms—at least as far as the freedoms of the poor are
concerned. For the wealthy noble class, most laws are mere guidelines,

since bribery and political favors can make almost any problem go away.

In the Dwendalian Empire, rural folk are seen as honest, hardworking, and pious, while the wealthy ruling class are viewed as beneficent patricians—or as
miserly tyrants. Patriotism is a core virtue, and enlisting in the Righteous Brand and adhering to the empire’s strict religious laws are the most patriotic

acts of all.

Greying Wildlands. The Greying Wildlands and the settlement of Shadycreek Run are lawless. Crime is a virtue here, mercy a vice. Only strength rules in
the land run by the coalition of criminals known as “the Tribes.” Anyone who doesn't have the personal strength to defend themself is treated with

contempt, and those who represent the iron fist of the empire are utterly despised.

Travel farther north, however, and one reaches the Diarchy of Uthodurn, a stable and ancient city ruled by elves and dwarves. Here, order and art are prized

over chaos and personal enrichment. If your character is from Uthodurn rather than Shadycreek Run, replace any rival you gain from the Social Status



d100 Settlement Name

01 Brokenbank

02 Darktow
03-09 Feolinn City
10-19 Gwardan City
20-36 Nicodranas City
37-40 Othe City

41 Palma Flora Town
42-84 Port Damali City
85-93 Port Zoon City
94-00 Tussoa City

Marrow Valley Settlements

d100 Settlement Name Type
01-02 Alfield Town
03-05 Ashguard Garrison Military outpost
06-07 Berleben Town
08-12 Bladegarden City
13-18 Deastok City
19-22 Felderwin City
23-32 Grimgolir City
33-40 Hupperdook City
41-44 Kamordah City
45 Talonstadt Town

46-50

51-52

53-00



19-20

21-26

27-96

97-98

99

00

ettlement Name

Druvenlode

Icehaven

Nogvurot

Odessloe

Pride’s Call

Rexxentrum

Rockguard Garrison

Velvin Thicket

Yrrosa

Greying Wildlands Settlements

d100

01-03

04-06

07-30

31-00

Settlement Name

Boroftkrah

Palebank Village

Shadycreek Run

Uthodurn

Eastern Wynandir Settlements

d100

01-20

21

22

23-30

31-36

37

38-89

90-93

ww.dn

Settlement Name

Asarius

Bazzoxan

Charis

Igrathad

Jigow

New Haxon

Rosohna (Ghor Dranas)

Rotthold

.com/source

City

Town

City

City

City

City

Military outpost
Nomadic diaspora

Town

Type

Town
Village
City

City

Type

City
Town

Village

Seven villages

City

Military outpost

City

City

Town

City



ionincludes a

race you wish to play

Family
The size of your home settlement plays a part in the size of your family. Villages in Wildemount are predominantly rural, and families need children to tend
their farms and perform household duties. By contrast, land and commodities are expensive in the cities, making it difficult for many people to afford a

large family.

Families with at least three children often encourage one child, typically the eldest, to continue the family trade. The other children are encouraged to
travel so as to learn a new trade, become a scholar, become apprenticed to a master guild artisan, or similar activities. Imperial families who can afford to

do so might even send one or more children to Rexxentrum, where they can learn magic at the Soltryce Academy.

Roll twice on the appropriate Family Size table—once to determine how many living parents you have, and once to determine your living siblings. The state

of your family might change over the course of your backstory, just as it might change over the course of the campaign.

Family Size (Village)

d100 Number of Parents Number of Siblings
01-10 3 or more 2d4 +2
11-50 2 2d4
51-89 1 1d4
90-00 0 0
Family Size (City)

d100 Number of Parents Number of Siblings
01-05 3 or more 2d4+2

06-60 2 2d4

61-80 1 1d4



11-20 You insulted this family member so gravely that they left your life forever. If they ever return, it will be to settle the score. You gain one rival.

You have always been better than this family member at a particular activity. They grew jealous and abandoned you, so that they could return and

21-30

best you one day. You gain one rival.

You uncovered a secret about this family member, whether a tiny embarrassment or a life-changing scandal. They now seek to unveil your darkest
31-40

secret. You gain one rival.

You and this family member have a friendly rivalry, and are constantly trying to best each other in an activity, craft, or other pursuit. You visit
41-50

occasionally to test each other’s skills. You gain one rival.
51-60 This family member owes you a debt, and they don't like it. They'll help you out when you need it, but only to clear the slate. You gain one ally.

This family member loves you, but you were never that close. They'll do anything to help you—as long as they won't be at risk of injury or death. You
61-70

gain one ally.

This family member caused you to have a horrible accident when you were a child. They still feel incredible guilt, which they would do anything to
71-80

assuage. You gain one ally.

This family member left long ago for reasons you don't understand or won't talk about. Before they left, they promised you that they would return in
81-90

your hour of greatest need. You gain one ally.
91-00 This family member has always loved you with all their heart, and would do anything for you. You gain one ally.

Acquired Allies and Rivals
If you gained allies or rivals based on your background and your homeland, this section allows you to establish your relationship with those allies and
rivals, as well as the broad strokes of their identities. Start by rolling once on the Ally Relationships or Rival Relationships table for each of those allies and

rivals. Alternatively, you and your DM can work together to create ally or rival relationships that enhance your character’s story.

When you've determined the relationships between you and your acquired allies and rivals, roll for each one on the Ally and Rival Identities table to

determine their game statistics. This table includes monsters and NPCs in this book (EGW) and in the Monster Manual (MM).

If you roll a particularly powerful ally or rival on this table, their involvement in your life causes a fateful moment to occur in your backstory, as determined

in the next section.

Ally R nships

Relationship

Rival Identities table, choose one beast of CR 1/8 or lower as your pet.

rounge up the cash to pay you back. They've decided you'd both be better off if they put you



51-60

61-70

71-80

81-90

91-00

w want to repay your

hat you started, but

nger, they will try to

aid you.

You and this person share a terrible secret, and you have sworn to never reveal it to anyone. They will help you keep this secret if it is ever in danger

of being revealed.

This person fell in love with you. If you reciprocated, they always stand at your side. If you didn’t, they took it well, and still consider you their closest

friend.

You and this person were affected by powerful magic, and now you both share a telepathic connection that functions while you are within 1 mile of

each other.

This person owes you their life. Even if they can’t follow you everywhere you go, they will do anything they can to protect you.

Rival Relationships

d100

01-10

11-20

21-30

31-40

41-50

51-60

61-70

71-80

Relationship

This person believes that you murdered their sibling. Regardless of your guilt or innocence, they are out for your blood.

You bested this person in combat, but they believe you cheated to defeat them. They long to prove that they are the superior warrior.

You broke a promise to this person, and it caused them to suffer greatly. Now they conspire to make someone else break a valuable promise to you.
You once loved this person, but broke their heart. They are now obsessed with making you feel the same pain they felt.

This person was ordered to arrest you, and doggedly hunts you wherever you go.

This person thinks that you were replaced by a doppelganger or possessed by a spirit or monster. They are now trying to defeat you, so as to find or

free the original you.
You fled from your home under mysterious circumstances. This person is obsessed with finding out the truth of what caused you to leave.

You and this person tried to harness power beyond your control, and it left them disfigured and in constant pain. Having since mastered the power

that nearly destroyed them, they now seek to turn it upon you.

Secret Identities. Some of these allies and rivals might keep their true identity secret from your character. The DM can decide to make one or more of

rolls on the Ally and Rival Id



11-15

16-20

21-25

26-30

31-35

36-40

41-45

46-50

51-55

56-60

61-65

66-70

71-75

76-80

81-84

85-88

89-92

93-94

95-96

97-98

99

00

ul Moments

Bandit (MM)

Bandit captain (MM)

Berserker (MM)

Cultist (MM)

Cult fanatic (MM); gain one fateful moment
Druid (MM)

Gladiator (MM); gain one fateful moment
Guard (MM)

Knight (MM)

Priest (MM)

Scout (MM)

Spy (MM)

Tribal warrior (MM)

Veteran (MM)

Mage (MM); gain one fateful moment

Noble (MM); gain one fateful moment
Assassin (MM); gain one fateful moment
Blood hunter (EGW); gain one fateful moment
Good or neutral werebear or weretiger (DM'’s choice; MM); gain one fateful moment
Evil wereboar, wererat, or werewolf (DM'’s choice; MM); gain one fateful moment
Archmage (MM); gain one fateful moment

Adult gold dragon or adult red dragon (DM's choice; MM); gain one fateful moment
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the identity of the stranger. Then roll on Magic Item Table B in the Dungeon Master’s Guide to determine the item. If you roll a consumable item from

the table, roll again.

You were caught in a terrible storm but miraculously survived. Now your dreams contain visions sent by a mysterious god or demigod. You have

proficiency in the Arcana or Religion skill (your choice).

A famous warrior trained you with what has become your signature weapon. You have proficiency with a martial weapon of your choice, and you
own one such weapon. It has special features as detailed in chapter 7 of the Dungeon Master’s Guide. You also have the Martial Adept feat from the

Player's Handbook.

You were the sole survivor when a horde of rampaging monsters raided your village or your neighborhood. You have proficiency in the Stealth skill or

proficiency with martial weapons (your choice).

A famous mage saw potential in you and tutored you in the arcane arts. You have a spellbook and the Magic Initiate feat from the Player’s

Handbook.

While on a long journey, you were picked up by a traveling circus, spending a year with them before returning to your home. You have proficiency in

the Acrobatics or Performance skill (your choice) and proficiency with the disguise kit.

You were transformed into a bear by mysterious magic, and lived for a year as an animal before you were saved by a druid. Magic still lingers within

you, though, and you can cast speak with animals at will.

You were press-ganged into military service, and were left shaken by what you saw on the battlefield. You have proficiency with medium armor,
shields, and martial weapons. You also have a random form of indefinite madness, determined by rolling on the Indefinite Madness table in chapter

8 of the Dungeon Master's Guide.

You were kidnapped by bandits while traveling between towns. While captured, you met an old thief who helped you escape. You have proficiency

with thieves’ tools and proficiency in the Stealth skill.

You were visited by a demon lord in a dream. You awakened knowing the find familiar spell and are now able to cast it as a ritual, but your familiar
always takes the form of a quasit. You also have a random form of indefinite madness, determined by rolling on the Indefinite Madness table in

chapter 8 of the Dungeon Master’s Guide.

While exploring a remote forest, you were attacked by evil lycanthropes but escaped before being killed. You are cursed with wereboar, wererat, or

werewolf lycanthropy (DM'’s choice).

While lost in a remote forest or jungle, you were saved by a werebear or weretiger (DM'’s choice). The lycanthrope believed you were destined for

greatness and granted you the gift of lycanthropy with your consent.

You saved a pseudodragon from being eaten by a giant spider in a dark forest. The pseudodragon now loyally follows you wherever you go, even if



iency in the Animal

While reading through a mysterious tome once owned by your parent, you found a treasure map that points toward a place in Wildemount of the

DM's choice.

You received a letter revealing that you were the secret child of a wealthy noble family living in Rexxentrum within the Dwendalian Empire. They
20
enclosed 100 gp to ensure your safe passage to the imperial capital, and a signet ring bearing your true family’s seal.

Favorite Food
Each region of Wildemount favors different cuisine based on climate and culture. Depending on where you grew up, you probably have a favorite local

food. You can roll on the appropriate table for your homeland, or select or create a favorite option of your own.

Menagerie Coast. The sea and the freewheeling culture of the Menagerie Coast makes its people favor seafood with bold spices, as well as drinks and
salads with powerful fruity flavors. Indigenous ingredients have been married with Marquesian and Tal'Dorei recipes, creating a unique and vibrant

culinary culture.

Concordian brewers are known for a potent and sweet brandy called silvertooth, distilled from the starchy palm lily root, and sweetened with fermented
pineapple and sugarcane. Pirates favor rum, which is cheaper to produce. Tropical fruits and pods not used for brewing make luxurious desserts, and are

eaten raw, cooked, dried, and baked into breads and cakes.

Western Wynandir. The austere lifestyle of the Dwendalian Empire and the dour climate of its territories makes the people of the empire favor hearty
dishes made of root vegetables and red meat. Poorer households often eat feet, tongue, ears, and tripe, while the best cuts are reserved for noble tables.

Imperial cuisine uses few spices, but still contains plenty of flavor from butter and herbs, or from fermentation.

Heavily fermented and pickled vegetables feature prominently in the cuisine of both rich and poor households alike. Wealthy imperial families drink

imported wine, but the empire is best known for its potent spirits, distilled from root vegetables and enjoyed by rural folk.

Greying Wildlands. Fresh game and foraged roots and berries are the primary food of the hunters of the Greying Wildlands. People who are particularly

well connected within the Tribes of Shadycreek Run also enjoy exotic foods smuggled across the continent by the Myriad.

Local drinks are made from fermented berries, but consumption of alcohol in the Wildlands was historically limited to ritual purposes. That changed with

the arrival of the Myriad, and the overconsumption of illicit alcohol is now seen as a symbol of status and wealth.

Eastern Wynandir. Much of the territory of Xhorhas is wasteland, and the most edible plants in Eastern Wynandir are hearty tubers, roots, and grasses.
The marshes and bogs of this land are also known for producing vast quantities of rice and cranberries. Most folk living here are hunters who band
together to take down the mammoths and other massive beasts that roam the wastelands, one of which can provide enough food to feed a tribe for

weeks.

The luxurious cuisine of the Kryn court makes heavy use of mushrooms and rare meats found only in the dangerous caverns of the Underdark. The

aboveg ow traditionally drink an earthy, mushroom-based beer.

Favori

Paella—a working-class dish made with rice, white beans, and seafood
stuffed with meat and rice
ounded vegetables and fruit

oneyflame bread—a fried dessert soaked in honey and coated in Marquesian spices



Queen’s water—a soft drink made from syrup, honey, guava, and tamarind

Blacksand coffee—a tiny shot of coffee, brewed atop red-hot sand, Marquet-style

Favorite Foods (Western Wynandir)

d8

Food

Dumplings—a steamed potato bread that can be served with any meal
Sauerbraten—a Zemnian peasant dish of pickled horse meat served with cabbage
Brawn, also known as head cheese—a meat jelly made from boiled calf's head
Schweinshaxe—a Zemnian peasant dish of long-marinated roasted pork knuckle
Dampfnudel—a regal steamed roll served in sweet custard or with savory potatoes
Spanferkel—an expensive dish of suckling pig, roasted and served at royal parties
Trost—a sweet, dark ale brewed in Trostenwald

Radler—a sweet, expensive drink made from imported lemonade mixed with beer

Favorite Foods (Greying Wildlands)

d8

Food

Imperial pickled plums, smuggled from the Dwendalian Empire by Myriad agents
Charred venison and roasted potatoes, prepared with local game and local tubers
Raw venison still dripping with blood

Elf-mash—a creamy dish made from overripe cloudberries

Dwarven rootbake—a hearty casserole of roots and tubers wrapped in seaweed
Jam porridge—made from Xhorhasian rice and topped with salmonberry jam
Blazing tea—a beverage blended from fermented fireroot and mouth-scalding spices

Sbiten—a drink made from honey and spices, best enjoyed hot on snowy days

Favorite Foods (Eastern Wynandir)

mushrooms, and giant spider legs

s in Rosohna's sunless gardens) spiced and served with rice



Mysterious Secret

rdens) and rice

Umarindaly—a dessert akin to rice pudding, topped with spiced gooseberry jam
Keltaly—heavy cream mixed with pulverized black currants and frozen into a fluffy, sweet, creamy dessert
Erzfaalyu—a potent spirit made from fermented rice

Yunfaalyu—a fragrant plum liquor served at frigid temperatures and garnished with currants

You saw something you weren't supposed to. A note came into your possession by mysterious means. A childhood friend spoke to you of a cryptic

message. Whatever its source, a secret has haunted you your entire life. What is it? You can roll on the Mysterious Secrets table or work with your DM to

create a secret.

Mysterious Secrets

d20

Secret

Years ago, my best friend came to me in the middle of the night and gave me a key that glowed with an icy blue light. | never saw that friend again.

| was the only witness to a cold-blooded murder. In the aftermath, | saw the killer take a gold coin with a ruby inlaid at its center from the victim's

body.

I once had a dream where an old stranger looked me dead in the eye, screamed “Scourger!” at the top of their lungs, and then exploded into a

column of flame.
While exploring near my home, | found a cliff with a bunch of caverns dug out of it, all of them large enough for people to hide within.

| once saw a cat that seemed to be moving with a strange sense of purpose. | followed it to the dwelling of an important local elder, where it gazed

through the window for an hour. Then it suddenly shook itself and raced away, as though a spell had been broken.

One of my parents left home in the middle of a storm, in the middle of the night. They had their sword and shield. They came back a week later, with

the shield practically in pieces. They never talked about that night.

I had a friend who was a farmer. Every week, their crops doubled in size until they had pumpkins as big as houses. Then the next week, the friend

was gone and their fields were torched. | never heard from them again.
| once saw an enormous figure walking through the clouds on a stormy night. At one point, they looked at me, and then kept walking.

| woke up one night to find one of my siblings perched on my chest, staring into my eyes. They said, “The time is soon,” and then giggled and ran off.

When | asked them, they had no memory of the event.
| once saw a giant bird soar past overhead. It croaked out a cry that sounded like my name, then disappeared beyond the clouds.

| ate a fruit whose seeds spelled out a magic word where I'd cast them onto the ground. Years later, | saw the same word spelled out within a slice of

bread.

A warrior friend of mine died. But every so often, | swear | see that friend in their old armor, at the corner of my vision.
sion of a flaming bird chained beneath a mountain, squirming and wailing in the darkness.
e. | looked down below the water, and | swear | saw golden eyes looking up at me.

and | suffered a vision of a gigantic worm eating the world like a giant apple.



18
for me to wield them.
| once met someone fleeing through the woods who said they had escaped from some evil place. | asked what that meant, but the stranger fell dead
19
on the spot. When I returned with help to collect the body, it was gone.
20 | once caught a falling star. It looked up from my hands and smiled, then told me to look for it on the day when fire erupts from the earth.
Prophecy

A prophecy influences your character’s future.

Write down three aspirations or goals you have for your character, and which you want to achieve over the course of the campaign. A prophecy goal
should have two parts. First is the goal that your character wants to attain. Second is a sense of what complication might ensue once the goal is met—for

good or forill.

One of your prophecy goals should be an immediate goal, one should be long term, and one should be a goal that concludes your character arc at the end
of the campaign. You don't have to decide on all three goals at the start. You can choose your immediate goal now and think about the other two while you

get a feel for the tone of the campaign.

These prophecy goals can help your character stay motivated, but they'll also help your Dungeon Master create interesting stories that relate directly to
your character. Your three prophecy goals can help the DM shape the campaign by determining what challenges or rewards to put in your character’s way.
(If you rolled for a mysterious secret in the last section, that secret is a great thing to link to a goal.) Alternatively, you and your DM can work together to

create goals that help link your character goals to an existing story the DM wants to tell.
Each time you complete a prophecy goal, your character gains a mechanical benefit as a reward.

If you're looking for prophecy goals for your character, you can roll on the Prophecy Inspirations table for a random goal and a consequence of that goal. If

this goal isn't a perfect fit for your character, you can fine-tune it or roll again to find one that works better.

Prophecy Inspirations

d20 Prophecy
1 I will defeat the creature that killed my parents. Its defeat might make me question my purpose in life.
2 I will uncover the reason that the Cerberus Assembly took my sibling away. Finding my sibling will set political events beyond my control into motion.
3 I will save my village from the gnoll tribe that has raided us for the past year. Their defeat will inspire me to perform even greater feats of heroism.

I will unlock the secrets of consecution that the Kryn are hiding. This knowledge will open my mind to a terrifying truth.
I will join a blood hunter order. My new comrades-in-arms will make me powerful, but | must pay a steep price for that power.
alth will make me happy, but it will also draw unsavory characters to me.
Empire and the Kryn. | will be haunted by the atrocities | witness on the battlefield.

8 will cleanse the Savalirwood of its corruption while welcoming that corruption into my own body.



1 I will speak to a dragon, live to tell the tale, and provoke the dragon’s everlasting wrath.

12 | will steal a holy relic of the Kryn Dynasty, making me a target for anyone who desires its power.

13 I will hesitate at an important moment. Another person will suffer for it.

14 I will stumble by accident into the arms of the Golden Grin. Though | will reject their call at first, something will draw me back.
15 I will befriend a flying beast and ride it through the skies. Others will envy me for the bond | have with this creature.

16 I will kneel before Bright Queen Leylas Kryn without knowing who she is. This moment of uncertainty will lead to danger.

I will stand before Princess Suria Dwendal and briefly hold the fate of the empire in my hand. | won't realize the gravity of my decision until it is too

17
late.
18 My actions will lead to the death of a marquis of the Clovis Concord. | will know exactly who killed them, but no one in power will believe me.
19 I will anger one of the Tribes of Shadycreek Run. As its members hunt me in retribution, others will suffer and | will pay the price.
20 | will meet my birth parents. Doing so reveals a secret about my birth that will change the way | look at the world.

For the Dungeon Master

If you're the Dungeon Master for your group, think about how long you want your campaign to run. Each of the players will have three goals set down for
their character, each of which needs to be achieved by the end of the campaign. If you take the number of game sessions you anticipate your campaign
lasting and divide it by the number of prophecy goals laid down by all your players, you'll have the average number of sessions it should take for one player

to complete one goal.

If the characters are completing their goals too quickly, remember that it's more interesting for the players if events that are important to them happen

more frequently than if they have to slog through a story that has nothing to do with them. Use your best judgment and find the pacing that works for you.

Prophecy Rewards
Each time a character completes one of their three prophecy goals, they gain a reward of the DM’s determination. Any of the following rewards are

suitable for completing a goal, or the DM might decide on unique rewards of the same general level:

¢ For the next 1d10 days, the character gains inspiration whenever they finish a long rest.

D ays, the character has advantage on saving throws to avoid being frightened.
e rthenext1 ys, the character’s weapon attacks deal an extra 1d6 damage of the weapon'’s type.
section pre two new backgrounds—the Grinner and the Volstrucker Agent—as well as suggestions for adapting some of the backgrounds from
Player’s Ha k to tie them more closely to the factions of Wildemount.
emount is of secrets, so your character’'s background might work best if it's kept secret from the other players—especially if you choose either

a second false background that can help hide your true background, or a

entity.



You are a Grinner. Your goals are to spread freedom and inspire hope—or, in time,

revolution—in the hearts of the oppressed.
Skill Proficiencies: Deception, Performance
Tool Proficiencies: One type of musical instrument, thieves’ tools

Equipment: A set of fine clothes, a disguise kit, a musical instrument of your choice, a

gold-plated ring depicting a smiling face, and a pouch containing 15 gp

Favorite Code-Song
All members of the Golden Grin have learned a handful of folk songs in their travels,
and use those songs to send secret codes and alert fellow Grinners to danger. Choose

a favorite song or roll on the Favorite Code-Songs table.

DR DRANIEL, THE GRINNER

Favorite Code-Songs

dé Favorite Code-Song
1 Zan's Comin’ Back. This hopeful Tal'Dorei folk song declares the inevitable return of a just ruler. Use it to seek out potential allies.
2 Blow Fire Down the Coast. A rowdy fighting song from the Clovis Concord, this ditty talks of blasting up pirate ships. Use it to encourage battle.

Hush! Onward Come the Dragons. This Tal'Dorei folk song recounts the terror in the days after the invasion of the red dragon called the Cinder King.

: Use it to encourage caution in speech and deed.
4 Let the Sword Grow Rust. An antiwar anthem from Marquet, this song has uncertain origins. Use it to help quell violent encounters.
Drink Deep, Li’l Hummingbird. A drinking rondo from the Menagerie Coast, this song tells the tale of a young person who drinks so heavily that they
° awaken to find they've stowed away on a ship. Use it to encourage alertness in social situations.
6 Dirge for the Emerald Fire. This elven song supposedly has thousands of obscure verses. Use the first two verses to spread news of death or defeat.

Feature: Ballad of the Grinning Fool
Like every Grinner, you know how to find a hideout. In any city of 10,000 people or more on the Menagerie Coast or in the lands of the Dwendalian Empire,
you can play the “Ballad of the Grinning Fool” in a major tavern or inn. A member of the Golden Grin will find you and give shelter to you and any

companions you vouch for. This shelter might be discontinued if it becomes too dangerous to hide you, at the DM'’s discretion.

are your friends. Some are traitors, counterspies, or agents of tyranny.

at hiding in plain sight by being the loudest and brightest person in the room



1 I love the spotlight. Everyone, look at me!

2 Give me a drink and I'm your friend.

3 Talk to me about yourself. I'm a hell of a listener.

4 | hate to start fights, but | love to finish them.

5 | can't sit still.

6 I'm always humming an old tune from my past.

7 When | don't have a reason to smile, I'm miserable.
8 I'm lucky like you wouldn't believe.

Grinner Ideals

dé Ideal

1 Revolution. Tyrants must fall, no matter the cost. (Chaotic)

2 Compassion. The only way to make a better world is to perform small kindnesses. (Good)
3 Justice. A nation built upon just foundations will uphold freedom for all. (Law)

4 Expression. Music, joy, and laughter are the keys to freedom. (Good)

5 Self-Determination. People should be free to do as they please. (Chaotic)

6 Vigilance. A free people must be carefully taught, lest they be misled. (Neutral)

Grinner Bonds

dé Bond

1 | lost someone important to an agent of the Dwendalian Empire. That regime will fall.

2 The first people to be hurt by this war will be the common folk. | need to protect them.
3 Music helped me through a dark time in my life. Now, I'll use music to change the world.
4 I will be known as the greatest spy who ever lived.

5 All life is precious to me. | know | can change the world without taking a humanoid life.

The elite in their ivory towers don’t understand how we suffer. | intend to show them.



dé

2

3 Being a spy in wartime is painful. I've seen so much suffering, | think I'm losing my mind.
4 | can't focus on my mission. | just want to carouse and sing and play!

5 Yeah, that's my name. Yeah, I'm a Grinner spy. Who cares about staying undercover?

6 | can’t afford to trust anyone. Not. Anyone.

Volstrucker Agent
The Volstrucker are a clandestine organization of arcane assassins and enforcers in the service of the Cerberus Assembly. Their operatives bear no
official title, but are referred to in hushed tones as “scourgers” by residents of large Dwendalian cities such as Zadash and Rexxentrum.

You are a Volstrucker agent. Your duty is to silence dissidents who would undermine the will of King Dwendal—and more importantly, the will of the

Assembly.

Skill Proficiencies: Deception, Stealth
Tool Proficiencies: Poisoner’s kit
Languages: One of your choice

Equipment: A set of common clothes, a black cloak with a hood, a poisoner’s kit, and a pouch containing 10 gp

Tragedy
Happy people aren't selected to join the Volstrucker. The Cerberus Assembly preys upon talented individuals who have been broken by tragedy—in some
cases, tragedy that the Volstrucker has arranged for. A slightly broken mind is more easily reshaped and reeducated. Choose the tragedy that set you on

this path, or roll on the Tragedies table.

Tragedies

dé Tragedy

1 Familicide. Through deceit or manipulation, the Volstrucker convinced you to slaughter your own family.

2 Amnesia. You were forced to study magic so potent that it strained your mind beyond mortal limits, stealing away the memories of your past.

3 Capture. You were captured and tortured by agents of the Kryn Dynasty, and barely escaped.

4 Starvation. A terrible blight afflicted your rural village, and many of your friends and family members starved to death. You survived, but only barely.
Disfigurement. One of your arcane experiments went wrong and scarred or dismembered you so gravely that others now shun you. Only the

5
Volstrucker showed you kindness after that day.

6 Vicissitude. You were once the scion of a wealthy family who lost their entire fortune in the blink of an eye.

Feature: Shadow Network
to communicate with other members of the order over long distances. If you w

er, and cast it into a fire, the letter will burn to cinders and materialize whole aga



a letter in this ink

e order can fester
perate enough do

whatever it takes to gain some measure of freedom.

Volstrucker Agent Personality Traits

dé Personality Trait

1 | prefer to keep my thoughts to myself.

2 I indulge vice in excess to quiet my conscience.

3 I've left emotion behind me. I'm now perfectly placid.

4 Some event from the past keeps worming its way into my mind, making me restless.
5 | always keep my word—except when I'm commanded to break it.

6 I laugh off insults and never take them personally.

Volstrucker Agent Ideals

dé Ideal

1 Order. The will of the crown is absolute. (Law)

2 True Loyalty. The Cerberus Assembly is greater than any power, even the crown. (Law)

3 Death. The penalty for disloyalty is death. (Evil)

4 Determination. | cannot fail. Not ever. (Neutral)

5 Fear. People should not respect power. They should fear it. (Evil)

6 Escape. The Volstrucker are pure evil! | can't atone for what I've done for them, but | can escape with my life. (Any)

Volstrucker Agent Bonds

d4 Bond

1 The job is all that matters. | will see it through.

2 My orders are important, but my comrades are worth more than anything. | would die for them.
3 Everything I've done, I've done to protect someone close to me.

4 If the empire falls, all of civilization falls with it. | will hold back chaos and barbarism at any cost.



1 | drink to dull the pain in the back of my head.
2 | go a bit mad when | see blood.
3 | can hear the voices of everyone I've killed. | see their faces. | can't be free of these ghosts.

Fear is a powerful motivator. | will do whatever it takes to prevent those who know what | am from seeing me fail, and from those | care about from

knowing what | am.

Adapting Backgrounds

All the backgrounds from the Player's Handbook fit perfectly into Wildemount. Additionally, though, a number of existing backgrounds can be adapted to

represent specific factions in the campaign.

Acolyte (Luxonborn)
Every acolyte is a servant of some god. But you serve the Luxon, a being that you believe transcends godhood and created the cosmos. No mere priest,
you are a student of potential, for the Luxon is potentiality incarnate. Your Shelter of the Faithful feature applies to all who venerate the Luxon, and to all

who practice the art of dunamancy that the Luxon bestowed upon the world.

Criminal (Myriad Operative)
Most criminals in Wildemount are petty thieves and cutpurses who operate out of desperation. You, however, are a criminal of a higher caliber. You are a
member of the Myriad, the greatest crime syndicate to ever grace the face of Exandria. You have a network of criminal contacts and allies to help you in

your crimes—but you also have rivals and superiors that would gladly throw you to the wolves to save their own skins.

The Myriad has bases of operation in every major city outside Eastern Wynandir, even
if those bases are made up of only two or three members. Wherever you find the

Myriad, you can find temporary shelter from the law—for a price.

Sailor (Revelry Pirate)

It seems that just about everyone is a sailor on the Menagerie Coast. Plenty of pirates
ply the waters of the coast as well, but none are as infamous or as organized as the
mighty Revelry. If you're a pirate of the Revelry, you serve the Plank King and return a

cut of all your plunder to him on the island of Darktow.

The Revelry doesn't take kindly to traitors and deserters, so if you count yourself a
former member of that crew, you'll want to watch your back while traveling on the
Menagerie Coast. Thugs might hassle you and your allies until you even the score with
the Revelry, either by paying up, submitting to imprisonment, or proving that you're too

dangerous to tangle with.

Sage (Cobalt Scholar)

The Cobalt Soul is an organization of monastic scholars dedicated to preserving
knowledge and recorded history, not just across Wildemount but all of Exandria. Its
operations are primarily based out of the cities of Zadash and Rexxentrum in the

Dwendalian Empire, and you likely studied at one of those sites.

OLSTRUCK
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the well-being of the Cobalt Soul's many Archives. Monks of the Cobalt Soul are enlightened scholars who lead expeditions into ancient and forgotten

places, hoping to reclaim their lost knowledge and history.

Spy (Augen Trust)
Little is known about the Augen Trust, even within the court of the Dwendalian Empire. Only one person knows all the members of this elite network of

imperial spies: its leader, Oliver Schreiber, a noble gnome with the ear of King Dwendal.

If you were favored with membership in the Augen Trust, your entire life was laid bare before the secret spymaster at one point, and you were found to be
a loyal servant of the empire with a particular set of skills. Betraying the Trust is high treason against the crown, and defectors are hunted down and

quickly slain.

Most defectors from the Augen Trust flee to the Biting North, beyond the reach of the empire. The Clovis Concord would extradite traitors in a heartbeat to

maintain diplomatic relations with the empire, and fleeing to Xhorhas is tantamount to suicide in the present political climate.

If you are a member of the Trust going on adventures, you are either a traitor who has somehow managed to keep your true identity secret from the
greatest spies in the empire—or you are still on active duty. In the latter case, you can work with your DM to figure out why you are traveling with outside

adventurers.



ADVENTURERS CONFRONT THE MAD INVENTOR STAHLMAST AND HIS DEADLY MECHANICAL MASTERPIECE, THE STAHLMASTER!

Looking for gold, are ye? Well, | have a deck that needs a mighty good cleanin’. Gold can come easy, if ye look hard enough. Or is it glory ye're really seekin'? Now that's
another drive entirely. That, | believe, | can help ye with.



a campaign started.

Text that appears in a shaded box like this one is meant to be read aloud or paraphrased for the players. You'll usually see boxed text when the characters first arrive at
a specific location, or when something happens in the adventure that the characters might want to react to.

The Monster Manual contains statistics for many of the creatures found in these adventures. When a creature’s name appears in bold type, that's a visual

cue pointing you to the creature’s stat block in the Monster Manual. If the stat block instead appears in this book, the adventure’s text tells you so.
The names of spells and magic items referenced in the adventure are in jtalics. If a spell or magic item appears in this book, the text will say so. If it

doesn’t, information on spells can be found in the Player’'s Handbook and information on magic items can be found in the Dungeon Master’s Guide.

Using These Adventures

Each of these adventures is designed as an introduction to one of the four main regions of Wildemount, as well as some of the themes that commonly
guide events within those regions. The adventures are as follows:

“Tide of Retribution” presents a threat to the village of Palma Flora on the beautiful Menagerie Coast.

“Dangerous Designs” is a tale of political intrigue set in the gnomish city of Hupperdook in Western Wynandir.

“Frozen Sick” takes characters on a perilous journey to the far reaches of the Biting North.

“Unwelcome Spirits” offers a glimpse of the wonders and terrors that dominate Eastern Wynandir.

You are invited to change any aspects of an adventure to suit the type of game you and your players would enjoy the most.
Going Off the Rails

These adventures are designed for new players and new Dungeon Masters. Most make use of helpful NPCs and a straightforward plot to help new players
easily navigate the setup of a Dungeons & Dragons game. However, if the players want their characters to “jump the rails” of these adventures and do

something completely beyond what the text has prepared you for, they should be allowed to do so.

Improvisation is your friend! If a character asks a question that you don’t have the answer to, think of the most exciting thing that could happen without
taking the spotlight away from the characters and their fun. That's often the right answer. And if you don’t feel comfortable improvising an entirely new
plot, you can call an end to the session (or take a short break) and ask the players what they want their characters to do. This gives you a chance to learn

what your players are really looking for in the campaign, and gives you some time to plan a new adventure (or to ask the Internet for help).

If your improvisation takes you away from the stories presented in any of these adventures, you can always plunder elements from the other adventures,

replacing the NPCs with new ones and putting your own spin on them. In other words, it's okay to repurpose parts of these adventures to make entirely



The village of Palma Flora is known for its vibrant green foliage, its competitive shark-hunting tournaments, and a sweet cocktail that shares the village's
name. Lurking in the Sharkfeather Abyss, an ocean trench just west of the village, is a small clan of some dozen sahuagin that has grown weary of the
shark hunters of Palma Flora. Year after year, the sea devils have attacked the shark hunters in an effort to spoil the tournaments, but their small numbers

have seen them consistently defeated by the hunters and the village's hired mercenaries. However, things have recently changed.

When a young sahuagin named Selachai lost her parents in a raid against the shark hunters during last year’s tournament, her distraught prayers for
vengeance touched the fathomless consciousness of Uk'otoa, an ancient leviathan trapped beneath the ocean. Selachai beseeched her new patron for the
power to destroy the shark hunters and all who exploit the sea. She received that power in the form of a magic scepter tipped with a crystalline amber eye.
Transformed by the scepter into a conduit for Uk'otoa’s might, Selachai now leads the Sharkfeather clan on a path of dark retribution, and it's up to the

adventurers to stop it.
Adventure Summary

In the first part of the adventure, the characters are enjoying a day of relaxation or invigorating shark hunting on the sunny shores of Palma Flora when a
ground-quaking tremor rocks the coast. Before their eyes, the island-based portion of the village begins to sink into the depths. Sahuagin prowl the waters,
eviscerating those who try to swim to safety. The characters must fight to survive and have a chance to save as many villagers as they can before Palma

Flora is overrun.

In the end, the characters must leap aboard a ship fleeing the sinking village before they are overwhelmed. If they survive this attack and make it to the
open water, they reach 2nd level. While aboard the ship, the characters interact with the crew and their mysterious tabaxi captain as they plan their next

moves.

In the last part of the adventure, characters who want to save Palma Flora and unravel the mystery of the sinking village are faced with several options.
Captain Three Earrings is keen for them to undertake the quest, and many of the nearby islands offer resources for underwater adventuring that might

help them.

Returning to the watery ruins of Palma Flora, the characters face off against their sahuagin foes. The battle is vicious, as many of Palma Flora’s shark

Setup and Starting Points



A cool breeze drifts across Flora Isle, mingling the sweet scent of flowers with the salty tang of the Lucidian Ocean. Well-tanned locals play on the beach, while
sunburned visitors sit in wicker chairs and sip cold drinks. A half-dozen nearly naked shark hunters preparing to compete in the annual tournament stand in the

shallows on the south shore, armed with harpoons and their wits.

The players now have the chance to describe what their characters are doing in the scene you've established. Your group can play out these scenes as

short vignettes, with each player establishing what a normal day is like for the characters before the action begins.

Once the scene is set, proceed to the next section. If you or your players don't feel comfortable roleplaying a short two-person scene to set the mood, let

the players quickly summarize what their characters are doing, then get straight into the action.

All the sections in this part of the adventure are keyed to map 5.1, which appears later in this chapter.

Earthquake and Sahuagin Attack

Once the characters have introduced themselves, read:

ins in the south part of the village (area P1, described below).



survives this encounter, he heads for the north shore to keep fighting unless a character can convince him to flee to safety with a successful DC 10

Charisma (Persuasion) check.

Developments

After this encounter, an aftershock rocks the village. Any character who succeeds on a DC 10 Wisdom (Perception) check confirms that Palma Flora is

sinking. Every 10 minutes from this point forward, the size of the island shrinks by 5 feet on all sides as it is slowly submerged in the ocean.

Where to Next?

From here, the characters can travel to the east, west, or north side of Palma Flora. Any character who looks toward the other parts of the village in an
attempt to understand what's happening must make a DC 10 Wisdom (Perception) check. On a failure, the character sees only fleeing people and hears

only screams. On a success, tell that character the following information, based on where they're looking:

East Shore. The village docks are here, and several ships are already sailing away. One group of sailors is battling sahuagin as they try to board the last

vessel still docked.

West Shore. The village is sinking most quickly here, and several beachside houses are already half submerged. The villagers and the sahuagin are all

headed toward the north shore.

North Shore. Desperate villagers are trying to swim to the north part of the village on the mainland. A 50-foot-wide channel separates the two parts of the

village after the earthquake splintered the bridge. If the characters don’t intervene, the villagers become easy pickings for the sahuagin and sharks.

P2. West Shore

If the characters travel to the west shore of the island, read:

A half-dozen cottages spread across this part of Flora Isle, and the waves are already lapping at their foundations. Doors hang open, and windows are smashed. One
sahuagin raider leaps out of a smashed window, clutching a shark-tooth necklace in its slimy hand.

The sahuagin broke off from its raiding party to do a bit of looting. It attacks any characters it sees.

Looting
All the houses stand empty along this stretch of seashore. A character can try to scavenge valuables by spending 10 minutes searching a house and
making a DC 13 Intelligence (Investigation) check. On a success, the character finds an art object worth 25 gp. You can roll on the 25 gp Art Objects table

in chapter 7 of the Dungeon Master’s Guide to determine what kind of valuable this is, or you can make one up.

ater on all sides advances 5 feet inward.

uagin is covered in shark teeth and beaded with tiny shells, and -

worth 25 gp.



of Palma Flora is impassable after the earthquake splintered the bridge. By the look of it, the northern
, and people are fleeing in droves.

m calling encouragement to the six villagers currently swimming across. But their calls turn to
screams as three fast-moving sharks tear through the channel.

Three reef sharks—all telepathically commanded by a sahuagin lurking underwater—attack the six commoners swimming through the channel. One
commoner is 35 feet across the channel and can reach the other side on their next turn. The other five villagers are only 25 feet across and are unsure
whether to turn back or keep swimming. To be prepared if the characters decide to go into the water to save the swimmers, be sure to familiarize yourself

with the rules for underwater combat in chapter 9 of the Player’s Handbook.

Sahuagin on Duty
The reef sharks aren’t aggressive unless threatened, but a sahuagin raider is commanding them to attack. If the sahuagin is killed, the sharks swim away
and leave the villagers alone. This sahuagin is lurking underwater in the middle of the channel. A creature that is underwater and succeeds on a DC 10

Wisdom (Perception) check sees the sahuagin. To creatures above the frothy, blood-clouded water, the sahuagin is heavily obscured.

Saving the Villagers
Any villagers who are saved promise the characters that they’ll remember their bravery. If the characters ever visit another settlement in the Menagerie
Coast (such as Port Damali or Nicodranas) in future adventures, one of these NPCs might have settled there and can become a local resource for the

characters.

Treasure

One of the villagers aided by the characters shows their gratitude with the gift of a family-heirloom golden bracelet (worth 25 gp).

P4. East Shore

If the adventurers travel to the east shore, read:

One ship remains moored to the waterlogged docks. Its crew members are battling sahuagin as well as giant crabs with orange shells and vicious pincers as they

attempt to board the vessel. A young villager wearing a bloodstained white robe stands back from the fight and screams an incantation, calling a burst of golden flame
down on one of the sahuagin. As you arrive, he turns to you, clearly Congrfrightened.

“Are any of you wounded? Those sailors need help, but | can't get close enough to heal them. But if | heal you, will you please help them?”

The white-robed figure is Aurelio, a teenage acolyte with light brown skin and dyed-orange, shoulder-length hair. He is willing to cast cure wounds or bless

the characters, but only if they help the sailors fighting off sahuagin at the docks. If the characters saved any villagers elsewhere, those villagers stand

. Once the



MAP 5.1: PALMA FLORA

Other Flora Isle Locations

The following areas, labeled P5 through P10 on map 5.1, are specific locations on Flora Isle. When the characters return to the ruins of Palma Flora in the

last part of the adventure, all these areas are in ruins or have been swept away by the waves.

P5. Bridge

This bridge once connected Flora Isle to the rest of Palma Flora on the mainland. It is destroyed when the earthquake rocks the island.

Pé. Cliffs.

Unlike the gentle, sloping beaches along the rest of the island, the north end of Flora Isle is a sheer cliff 10 feet high.

P7. Farmer's Cottage

A farmer raises pigs and chickens in the pen adjacent to this house.

P8. Docks

Three ships are docked on the east side of the island. One is a caravel named Wavechaser (see area P4). The others are skiffs named Tradewind and

Blushing Elf, respectively. Both skiffs flee the docks immediately after the earthquake.

P9. Tavern



Flora Isle and
the village ar

This part of the adventure is an opportunity for the characters to catch their collective breath, interact with some of the NPCs on the vessel, and plan their

next moves.
Character Advancement

At some point during this part of the adventure, ideally at the end of your first session of play, each of the characters advances to 2nd level. Where you
place the end of your first session is up to you, but two good points to conclude a game are when the characters first board Wavechaser, and when they

speak with Captain Three Earrings and decide their next destination (see below).

Wavechaser

MAP 5.2: WAVECHASER
Map 5.2 represents Wavechaser and can be used to represent other ships as well.

Wavechaser is a type of vessel known as a caravel, which is equipped for navigating coastal waters. The ship can carry twenty passengers comfortably.

Though it's a sturdy vessel, it's not built for the open ocean. The Revelry-controlled island of Darktow is the farthest this ship could feasibly travel.

Wavechaser is outfitted with two ballistae on its stern for ship-to-ship combat. The ship’s store of iron-tipped ballista bolts is kept in the hold to keep their

quipment” in chapter 8 of the Dungeon Master’s Guide.

The crew members of Wavechaser are all easy to spot as they attend to their duties around the ship. Read:
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If you want to roleplay the interactions between the characters and the crew, you can fill these NPCs with as much personality as you want, making them

fully fleshed-out characters:

Boerth (Male Human). This darkly handsome, chaotic neutral bandit is heavyset and strong, and has a keen mind for games of chance. He hails from Port

Damali. Boerth doesn't trust anyone—especially his fellow Revelry sailors.

Dajarkal (Female Half-Orc). This lawful neutral druid is soft-spoken and likes animals more than other people. She joined Wavechaser's crew a week ago
in Nicodranas—as a mercenary spy for the Clovis Concord tasked with identifying Revelry pirates. She secretly casts animal messenger every evening to

send reports on Wavechaser's whereabouts to her superiors.

Dillyu (Male Sea EIf). This green-complexioned, chaotic good bandit joined the crew only a few days before. As a result, he has no idea yet that he’s
working on a pirate vessel. Dillyu spent most of his life in Port Zoon after losing his family to a sahuagin raid as a child, and he hates the sea devils with a

passion.

Heidi Axebeard (Female Dwarf). This lawful evil acolyte is the ship’s pilot and first mate, and she has a knack for predicting the weather. She hails from
Grimgolir in the Dwendalian Empire but has spent decades navigating the sea. Heidi has fought sahuagin on multiple occasions but has never seen them

wield magic like whatever caused Flora Isle to sink beneath the sea.

Kijori (Male Human). This tan-skinned, chaotic neutral bandit is the ship’s navigator. Despite his muscled physique, he isn't very strong. A philanderer who

hails from Port Damali, Kijori is a fool and isn’t suspicious of anyone.

Three Earrings (Female Tabaxi). This pale, spotted, neutral evil bandit captain is a low-ranking member of the Revelry pirates. She brought her vessel to
the village of Palma Flora because she was informed that a local sahuagin tribe had uncovered an unusual treasure. Three Earrings rightly assumed that

they were going to attack the village, and she intended to be there to plunder the ruins after the attack. She didn’t anticipate Flora Isle sinking.

Captain’s Invitation.
Once the characters are done chatting with the crew, have the NPC they're currently speaking to tell them that Captain Three Earrings would like to see the

characters in her cabin.

Palma Flora Refugees

If the characters want to speak to any of the refugees, read or paraphrase the following:

Island refugees have created makeshift shelters from the sun all across the deck of Wavechaser. Those you saved during the raid are here, as well as a handful of
others who managed to reach the ship before it left the dock.

NPCs saved by the characters after the earthquake are mostly in a state of shock, though their gratitude toward the characters continues. The

other refugees have personalities and attitudes that you can improvise based on how the characters acted toward them when Palma Flora was



“Ah, welcome,” she purrs. “You are the heroes from the pretty village, yes? Welcome aboard Wavechaser. We have much to discuss about the sinking isle—
treasure we can find if we return.”

Thr le of
Dar
enrich herself in the process. Ultimately, she intends to use them as tools in her hunt for sahuagin treasure and invites them to join her crew. First,

however, she needs a plan.

The captain of Wavechaseris a cunning tabaxi bandit captain with a climbing speed of 20 feet, the Feline Agility trait (see below), and darkvision out to a
range of 60 feet. She can read, write, and speak Common and Sahuagin. As an action, she can make a melee weapon attack with her claws (+4 to hit),

dealing 1d4 slashing damage on a hit.

Three Earrings has a knack for knowing exactly what a person wants and how to offer it to them. Unless a character has a passive Charisma (Deception)
score of 15 or higher, she is able to discern that character’s ideal, bond, and flaw simply by observing them for 10 minutes. To determine this passive

score, add 10 to a character’s bonus to Charisma (Deception) checks.

As she talks to the characters, Three Earrings glibly answers any questions they put to her (see below) and attempts to manipulate them into suggesting
that they want to save Palma Flora. She only aggressively suggests a course of action if the characters appear out of their depth. Part of her strategy is to

make the adventurers feel as though they are in complete control, even as she subtly directs the conversation.

A character who succeeds on a DC 16 Wisdom (Insight) check catches the tabaxi captain trying to subtly goad the characters into action. If confronted,
Three Earrings slyly smiles and takes note of this clever adventurer. She blithely says that she appreciates initiative, and she wants to know what the
characters are capable of. If she thinks this character would make a successful pirate, she visits them during the night and offers them membership in the

Revelry—if they can convince the rest of the party to help her claim the sahuagin treasure.

What Three Earrings Knows
The tabaxi captain knows exactly what happened in Palma Flora, thanks to the Revelry spies that have been observing the village and the Sharkfeather

Abyss for the past few months. She reveals any of the following information:

¢ The earthquake dragged Flora Isle into the Sharkfeather Abyss, a nearby trench that is home to a clan of shark-herding humanoids known as

sahuagin.

The Sharkfeather sahuagin and the people of Palma Flora have been at odds for generations, since Palma Flora hosts an annual shark-hunting



Ports of Call
n the sahuagin threat, three viable ports are close by, any of which would take in the refuge
and let the characters seek supplies for their mission. Chapter 3 has more information about all the following locations:

Bisaft Isle. This tiny island has a small port. A shaman living in the hills beyond the port might be able to provide the characters with a charm of water
breathing (see “Charms” in chapter 7 of the Dungeon Master's Guide). The charm allows the character to cast the water breathing spell, after which its

magic fades.

Brokenbank. This village is the smallest settlement recognized by the Clovis Concord but is nonetheless filled with foreign ships. An apothecary here

might be able to provide potions that would grant the ability to breathe underwater.

Port Damali. This city is too large for the characters to fully explore in this adventure. Three Earrings knows a smith with black-market connections, and

who can help the characters obtain a number of experimental diving helmets that would allow them to breathe beneath the waves.

Next Moves

As thanks for their bravery, the characters are offered the use of a cramped but comfortable spare cabin as sleeping quarters. Unless Three Earrings

visits one of the characters (see “Three Earrings’s Plan” earlier in this adventure), the night passes uneventfully. Read:

Seagulls squawk and chase behind you as Wavechaser sails on to your next port of call. Night settles around you, the crew guided only by the light of the stars.

The characters’ decision on where to travel next might be the point that marks the end of the first session of this adventure. If you ended the first session
before completing this section, this is still a good place to take a short break before continuing into the next part of the adventure. Remember that the

characters should now be 2nd level.
Hunger of the Deep

Once the players are ready to begin this last section of the adventure, read or paraphrase the following to set the scene:

“Wake up, travelers!” The voice of Boerth, one of Wavechaser's crew members, rouses you from slumber. The sun is barely above the horizon, but you can just make out
the docks of a port through the porthole window of your cabin. “It's past dawn and time to get moving.”

en the adventurers emerge from their cabin, they find that the refugees from Palma Flora are packing up the few possessions they were able to save

y thank the characters again for their rescue before going ashore. One of the refugees has business contacts in the port, and can arrange to help th



All the ports that the characters can visit in this section have the following general features. The specific information on the three ports, below, tells you

how these general features and their NPCs are modified for each port.

Apothecary
The port has a dedicated herbalist (use the druid stat block) selling remedies to passing travelers. The druid has four potions of healing in stock, which

sell for 50 gp each, and one potion of animal friendship that sells for 125 gp.

General Goods Store

The port has a general goods store, which sells items in the “Adventuring Gear” section in chapter 5 of the Player's Handbook worth 50 gp or less. The
store’s clerk (use the commoner stat block) has four of each item in stock. Characters can also sell items to the general goods store for half their price in
the Player’'s Handbook.

Scrollery
The port has a shop that sells magic scrolls. The scribe here (use the mage stat block) has four spell scrolls for sale at a cost of 50 gp each: one spell

scroll of magic missile, one of shield, one of guiding bolt, and one of thunderwave.

Smithy
The port has a smithy that sells any armor and weapons found in chapter 5 of the Player’s Handbook worth 200 gp or less. The smithy has two of each

item in stock.
Bisaft Isle

In addition to the general features noted above, the port of Bisaft Isle has the following features.

Atmosphere

Bisaft Isle is warm and balmy, particularly in the early morning. The whole port smells of fresh rain. Its people are wary of Three Earrings, but are kind to

visitors and refugees.

Scrollery
The scrollery is a mile from the harbor and is run by an old female tortle shaman named Grimalda (use the mage stat block). She owes Three Earrings a
favor and grants one party member a charm of water breathing (see “Charms” in chapter 7 of the Dungeon Master’s Guide). The charm allows the

character to cast the water breathing spell, after which its magic fades.

Brokenbank

In addition to the general features noted above, Brokenbank has the following features.

phobic, and it seems as though a leering Zhelezo guard stands o
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Pawn Shop and General Store

Brokenbank features a thriving pawn shop that doubles as its general store. Items sold here fetch 75 percent of their value rather than 50 percent.
Port Damali

In addition to the general features noted above, Port Damali has the following features.

Atmosphere

Port Damali is a beautiful and lively city, but its docks are smelly, weather-beaten, and dangerous.

Smithy
The local smithy has received several experimental breathing helmets from inventors in Port Zoon. Three Earrings gives a letter to the adventurers and
asks that they deliver it to the smith without opening it. (The letter reads: “The Revelry is requisitioning your supply of diving helmets. Ask no questions,

and your next shipment will arrive unharried.”)

The smith is a middle-aged human veteran named Hektor. He blanches when the note is read, but then offers up a number of diving helmets equal to the
number of characters in the party. Each resembles a helm of steel and glass resembling a cage wrapped around a fishbowl. If asked about payment, the

smith stammers out, “They’re yours! No questions asked. Thank you for your patronage.”

These experimental helmets are breathing bubbles, described in chapter 6.
Departing for Palma Flora

Once the characters have concluded their business in port, Three Earrings looks sternly at them and asks, “Are you prepared? You're about to risk life and
limb for naught but treasure and a sense of vengeance. The only folk who would do such a thing are the greedy, the foolish, and those with nothing left to

lose.”

A character can make a DC 16 Wisdom (Insight) check to read the tabaxi’s inscrutable face. On a success, the character discerns that Three Earrings is

conflicted over something—and that she might even be looking at them sympathetically with her catlike eyes.

Roleplaying Three Earrings
Against her own nature, Three Earrings has taken a liking to these adventurers (unless they have done something to annoy her) and is having second

thoughts about using them as disposable tools in her attempt to gain the rod of retribution.

If a character confronts the tabaxi over this in private at any time before the final battle (see “Sharkfeather Abyss” later in this chapter), Three Earrings
asks, “What's the most important thing a captain can feel for her crew? Is it trust? Or is it pride?” The character can make a DC 13 Charisma (Persuasion)
check when they answer her. On a success, Three Earrings nods sadly and reconsiders her plan to use the adventurers as pawns. This choice comes into

play after the final battle (see “Concluding the Adventure”).



their allies, and their enemies in this combat.

Complex Combat.

Running a combat with several allied NPCs can be complicated. To simplify this situation, have the four bandits on Voskiir's crew engage Boerth, Dajarkal,
Dillyu, and Kijori, while Three Earrings fights from the shadows and Heidi stays at the helm to steer the vessel. This leaves the characters to take on
Voskiir at the center of the fight. You can resolve these one-on-one duels using dice as normal if you wish, or you can declare that one side defeats the

other depending on how the characters conclude their battle with Voskiir.

Dajarkal and Dillyu are wild cards in the battle, and can be used as you see fit. Dajarkal is a mercenary with no real alliance to the Clovis Concord, so she
might hang back at first to see which side gains the upper hand. Dillyu might need to have a character convince him to fight on their side before he joins

the fray.

Concluding Combat
Combat ends when Voskiir and his boarding party are defeated. Moonbeam sails away with all haste once the battle is lost, but Wavechaser doesn't
follow. If the boarding party is killed, that's the end of that. If the adventurers capture Voskiir, however, they have the chance to interrogate him. (You can

also have Dajarkal or one of Voskiir's crew know what he knows if the captain didn’t survive.)

Voskiir offers up willingly that Three Earrings is a Revelry pirate and that he is an officer of the Zhelezo sent to apprehend her. If the characters try to get

more out of him, you can cut things short by having Three Earrings appear and order one of her crew to “Throw this wretched do-gooder in the brig.”

If Three Earrings’s piratical nature isn't public knowledge yet, now is a good time for the characters to question her about it. She tries to deflect all criticism
and claims that she simply wants to claim the rod of retribution. The fact that she’s a pirate has no bearing on the characters’ situation. “Unless,” she adds
with a smirk, “word gets out that you attacked an officer of the Clovis Concord defending a wanted corsair. Right now, the only people who know about this

are you, me, and the varmints who boarded our ship.”

Ambush at Palma Flora



MAP 5.3: RUINED PALMA FLORA

The winds favor the characters on their return journey, and they arrive at the sunken ruins of Flora Isle at dawn on the third day of travel. When the

characters arrive at Palma Flora and the Sharkfeather Abyss, read:

Heidi Axebeard shouts out from the helm. “Sharkfeather Abyss! We've arrived!”

The crew moves to the starboard side of the ship to look across the waves as the first light of dawn creeps over the horizon. Along the distant coast, you can make out
the mainland section of Palma Flora, which is intact but appears deserted, its residents presumably having fled in case of another sahuagin attack. The waters around
the ship are murky and marked by only a few stray scraps of driftwood bobbing lazily on the surface.

If any of the characters have a passive Wisdom (Perception) score of 15 or higher, also read:

You spot movement out of the corner of your eye. Something is climbing aboard the ship from the port side—a small party of sahuagin! Close behind them are two
hulking, shark-headed humanoids.

These monsters attack at once. If no one notices the eight sahuagin and two sharkbody abominations (see the “Sharkbody Abominations” sidebar) as
they clamber aboard Wavechaser, they surprise the characters and the crew. As with the previous encounter, you can streamline this encounter by having

some of the sahuagin engage the crew of Wavechaser one-on-one.

Combat’s End
The sahuagin leap overboard and flee into the sea when the first of the abominations is killed. As they flee, Three Earrings emerges from below decks and

shouts, “Adventurers! Use the supplies we've acquired and follow them into the trench! We'll deal with the last of these monsters!”

abomination, Three Earrings instead congratulates the adventure

join them and urges them to bring her the rod of retribution from



Descent into Sharkfeather Abyss

An earthquake caused by the writhing of Uk'otoa deep beneath the sea has drawn Flora Isle into the trench the sahuagin call home. The now-ruined island

is lodged within a tight corner of the trench one hundred feet below the surface of the sea. The locations in this section are keyed to map 5.3.

Diving into the depths of the trench is difficult but not impossible for heroic adventurers. Ask each character to make a DC 13 Strength (Athletics) check.
On a success, the character dives down to the ruins without strain. On a failure, the character makes the dive but gains one level of exhaustion (see

appendix A, “Conditions,” in the Player’s Handbook).

Features of the Ruins

The sunken ruins of Flora Isle have the following general features.

Light

The trench is within the sunlight zone beneath the surface of the water and is brightly lit by day.

Water
The deep, turbulent water of the trench makes movement difficult for creatures not used to it. A creature without a swimming speed must spend 2 feet of
movement for every 1 foot it moves. Additionally, it must succeed on a DC 10 Strength (Athletics) check whenever it tries to move or have its speed

reduced to 0 until the start of its next turn. The sahuagin can move normally in the trench.

Showdown with Selachai

Once the characters arrive at the ruins, read:

What remains of the sunken island is wedged precariously in the undersea trench. The skeletal frames of its houses still stand, and the gruesome remains of villagers
are strewn about.

Five sahuagin flanked by several of the shark-like abominations you fought earlier kneel within the ruins before a sahuagin wearing a magnificent headdress. This
figure is chanting something in an unknown language and holds aloft a gleaming scepter tipped with a glowing amber eye.

o sharkbody abominations (see the “Sharkbody Abominations” sidebar earlier in this chapter) and five sahuagin are gathered around Selachai, the

uagin warlock of Uk'otoa (see chapter 7) who has channeled the power to destroy the hated surface dwellers. These creatures are all lending Sela



Concluding the Adventure
This adventure ends with a final scene, based on whether the characters were victorious in their battle with Selachai or were defeated.
Defeat

If the characters were defeated by Selachai and her sahuagin, all is not lost. The warlock is no stranger to killing, but she recognizes an opportunity when

it appears before her. She commands her minions to bind the characters, stabilize them, and carry their unconscious forms to the surface.

Any characters who survived the fight awaken a few hours later on the shore alongside the ruins of the mainland part of Palma Flora, their wrists and
ankles bound by kelp. Four sahuagin watch over them, while a fifth alerts Selachai where she lurks in the water nearby. Breaking the kelp bonds requires a

successful DC 13 Strength (Athletics) check.

When the characters face Selachai, read:

The sahuagin priestess emerges from the water to face you, her mouth spreading into a huge grin that reveals her needle-like teeth. In fractured Common, she says, “I
could use the help of land walkers like you. The surface dwellers and boat riders hunt us with their hooks and harpoons, but they trust you. Take my hand. We don’t
need to fight. | can tell you so many tales of the land walkers’ evil.”

This ending sets up future adventures along the Menagerie Coast. As a DM, you can have fun with the elusive morality of Selachai and the sahuagin, and
of the Clovis Concord. Who are the real villains. Are either of these factions truly good or evil? What of Three Earrings and the Revelry pirates? All these

dangling plot threads offer hints of new stories that you can guide your players toward, or which they can seek out of their own volition.
Victory

If the characters prevailed in the battle against Selachai, the rod of retribution falls from her lifeless hand and settles in the sand as any remaining foes
flee into the murky depths. Wh
aboard. The captain of Wavech

actions, she might have forme

Three Earrings’s Resolve.

to get you your gold. No place to do that but in Darktow.”



“They know too much now,” she growls bitterly. “The Plank King will know what to do with them.”

If the adventure ends this way, the characters are in a rough spot. Their next destination is a prison—and possibly an execution—in Darktow. They might
have to join the Revelry, or try to escape their prison and stow away on a pirate ship. Or perhaps Moonbeam will return and intercept Wavechaser as it

returns to Darktow. The choice is yours!

Character Advancement
At the end of this adventure, the characters reach 3rd level. With this experience under their belts, they can set off on any number of possible adventures
across the Menagerie Coast—or even leave this realm behind and travel to another part of Wildemount.

As the characters level up, you can ask the players where they want to adventure next, or ask what excites them most about adventuring on the Menagerie

Coast. Use their responses and suggestions to plan your next adventure.
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disapproval of his ideas and methods, Stahlmast was ousted by the folk of the city due to his eccentric experimentation and brutal means of testing his
weapon designs. Shamed and without funds, the inventor allowed his dark hatred to push him to meet with agents of the Kryn Dynasty, seeking aid that

would let him complete his work and enact his revenge.

With the Kryn resources now funneled to him, Stahimast has amassed and trained a force of kobold minions to help him steal resources from Hupperdook
and establish a secret subterranean base deep within the Silberquel Ridge. As construction of his experimental weapons nears completion, Stahimast

plans to use those weapons against the empire that cast him aside.

Stahlmast'’s plot to take over Hupperdook and hobble the military might of the Dwendalian Empire’'s gnomish war machine begins with a prison break. The
target is a Kryn operative whose assistance Stahlmast needs. From there, the characters are drawn into the growing chaos orchestrated by Stahlmast and

his minions, chasing down leads and eventually confronting the mad inventor within his mountain lair.

Adventure Summary

In the first part of the adventure, even as the characters arrive in Hupperdook, a jailbreak sees a dangerous goliath prisoner of war named Sken Zabriss
freed by a group of cloaked kobolds. Their violent escape route crosses the characters’ path before they flee into the night. The city’s watchmaster, Bram

Gulchswattle, hires the characters to investigate the breakout and to discover the whereabouts of Zabriss and her kobold allies.

Clues lead the adventurers to a waterfall-cloaked cavern that conceals Sken Zabriss, a force of kobolds, and a master artisan missing from the city. When

the characters complete this encounter, they reach 2nd level and can return the subdued Sken Zabriss to Hupperdook and collect their reward.

In the final part of the adventure, the characters are urged to continue their investigation by entering Stahlmast’s base—or they might pursue Sken to that
base if they allowed the goliath to escape. Once inside the halls of Stahlmast’'s mountain compound, the adventurers must uncover the depths of the mad

inventor’s betrayal of the empire. The dangerous incursion culminates with an all-out battle against Stahlmast and his prototype war machine.



Setup and Starting Points

Before the adventure begins, talk to your players about why their characters might have made the journey to Hupperdook. You can provide details
regarding the city and the surrounding region as outlined in chapter 3. You can also ask the players if they want to share any of their characters’ goals,
which might provide reasons for their group to come together. Seeking paying work, purchasing equipment, and wanting to join the war effort are all

common reasons for traveling to the gnomish enclave.

Use this time to also discuss if the characters are meeting for the first time or if any of them already know each other.
A Boom in the Night

The adventure begins with the characters arriving (whether singly or together) in Hupperdook. Map 5.4 shows Lower Hupperdook and marks the locations

of the Ironlot and Assembly Yard sections of the city.

Once the players are ready to begin, read or paraphrase the following boxed text to set the scene:

A chilled, misty night hangs over the industrious mountainside city of Hupperdook, the scent of a recent rain on the air as you walk the muddied path. The nightly
festivities have already begun, with the elevated section of the city known as the Idleworks Shelf alight with colorful lanterns and streamers. The distant sounds of
music and firecrackers echo from hundreds of feet up the stairs of the mountain. You arrive at the quiet, dark fields of the Assembly Yard, passing massive forges and
partially constructed war machines. All the city’s industry has seemingly been abandoned for the night, while the workers of Hupperdook unwind in the celebrations of
the upper city.

rt by having the players describe their characters and determine which of them are traveling together. If they arrive as an established party, prompt

m to talk about their collective goals in coming to Hupperdook. If they arrive as smaller groups or solo characters, play out their interactions as sm



MAP 5.4: LOWER HUPPERDOOK

Prison Break!

Before the characters reach the stairs to the Idleworks Shelf, read:

The peace of the evening is shattered by the deafening crack of a massive explosion that rocks the southeast part of the city. At the base of the mountain, shards of
rock spray the street a hundred yards from where you stand. Heavy smoke billows from a cavernous hole in the mountain wall. As you shake the ringing from your ears,
six cloaked figures appear in the street, running from the source of the explosion—and charging straight toward you!

Ask each player how their character reacts. If any of the players wish to try to stop or engage with the running figures, tell everyone to roll initiative. The

action begins near the mountain base of Lower Hupperdook, so see the Ironlot streets (area H1) below for more information.

Depending on their interest or sense of curiosity, the players might wish to simply step away from the intruders and allow them to escape, perhaps
following them afterward. If so, they can get a good look at the figures before one of them releases a cloud of magical fog behind them, aiding their
escape and making it impossible for the characters to pursue them. If the players wish to set up a trap or surprise the cloaked figures as they rush past,

ask them how they choose to prepare in the few moments available to them, then begin combat once the trap is sprung.

H1. Ironlot Streets



MAP 5.5: IRONLOT STREETS

The cloaked figures are five kobold underlings and Sken Zabriss (see the accompanying stat blocks). They begin at the western edge of map 5.5. Having
just escaped from prison, Sken has no interest in fighting to the death. Instead, she attempts to push past any interlopers to reach the northeast edge of
the map and escape the city. The kobolds, however, attack anyone they perceive as interfering with their escape, shouting “No witnesses!” If two of the
kobold underlings are killed or two of the characters drop to 0 hit points, the remaining kobolds and Sken focus on escaping. Sken drops a fog cloud spell

behind her, and all the NPCs use the Dash action to make their exit.

Auby Shudderstone
If the characters convinced Auby the gnome to guide them through the city, they've inadvertently led him into a dangerous fray. Enemies attempt to strike

him if he gets in their way, and the characters might need to decide between protecting their guide and focusing on the attackers.

Exploding Kobolds
If any kobold underlings are reduced to 0 hit points during the fight, the characters have only 2 rounds to investigate and loot the corpse before the body
begins to emit a high-pitched whine. If a kobold was reduced to 0 hit points by a critical hit, it explodes immediately (see the Messy End trait in the kobold

underling’s stat block).

A character with a bladed weapon or thieves’ tools can attempt a DC 10 Wisdom (Medicine) check to remove the acorn-sized explosive from a dead
kobold’s body before it explodes (see the “Alchemical Items” sidebar presented later in this chapter). On a success, the character removes the explosive

and has 1 round to dispose of it or disarm it. Throwing the explosive away from creatures and structures allows it to detonate safely. A character can also
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for breaking her out. Bram offers 250 gp up front. If the contract is accepted, he presents the characters with a copper-and-gold badge that indicates they
are working under his authority. While the emblem is visible, all the characters have advantage on Charisma (Persuasion) checks made to pry information

from stubborn citizens of Hupperdook.

Where To Go From Here?
The characters can travel across Lower Hupperdook to hunt down their quarry. If they ask Bram for guidance on where to look first, he points them in the

direction of the smoking hole in the side of the mountain, at the site of Gearhole Prison.

SKEN ZABRISS

Medium humanoid (goliath), lawful evil

Armor Class 16 (breastplate, shield)
Hit Points 45 (7d8 + 14)

Speed 30 ft.
STR DEX CON
16 (+3) 11 (+0) 15 (+2)
INT WIS CHA
13 (+1) 10 (+0) 12 (+1)

Senses passive Perception 10
Languages Common, Draconic, Giant

Challenge 1 (200 XP)

Powerful Build. Sken counts as one size larger when determining her carrying capacity and the weight she can push, drag, or lift.

Special Equipment. Sken wears a ring of obscuring. With it, she can cast the fog cloud spell centered on herself three times per day. The cloud lasts for 1 minute (no
concentration required).

Actions

Longsword. Mejee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 7 (1d8 + 3) slashing damage, or 8 (1d10 + 3) slashing damage when used with two hands.

Reactions

Stone’s Endurance (Recharges after a Short or Long Rest). When Sken takes damage, she can use her reaction to reduce the damage taken by 8 (1d12 + 2).

KOBOLD UNDERLING
Small humanoid (kobold), lawful evil

Armor Class 13

Hit Points 7 (3d6 - 3)

Speed 30 ft.
STR DEX CON
7 (-2) 16 (+3) 9 (-1)
INT WIS CHA

8 (-1)




Pack Tactics. The kobold has advantage on an attack roll against a creature if at least one of the kobold’s allies is
incapacitated.

Sunlight Sensitivity. While in sunlight, the kobold has disadvantage on attack rolls, as well as on Wisdom (Percep
Actions

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

Hand Crossbow. Ranged Weapon Attack: +5 to hit, range 30/120 ft., one target. Hit: 6 (1d6 + 3) piercing damage.

Prison

If the adventurers head toward Gearhole Prison, read:

It's easy to see the metallic sheen of many tall steel plates affixed to the mountainside—the outer walls of Gearhole Prison. Moonlight and still-smoldering fires frame
the billowing smoke that pours from a gaping cavity in the rock and metal, marking the violent escape route taken by the goliath and her accomplices.

Members of the Crownsguard are on site. They try to keep the characters away from the scene, though characters can talk their way past these guards by

showing their delegate emblem or convincing the guards that they've come to help with a successful DC 12 Charisma (Persuasion) check.

When the characters are led to the scene of the escape, read:

A ten-foot-wide hole edged with twisted steel and jagged rock opens up above a pile of rubble. Beyond the hole is a badly damaged stone prison cell, little more than
soot-stained walls and an overturned bed charred on one side. A thin skylight above the hole matches others alongside it in the steel wall, and was apparently the cell's
window. A mangled chamber pot is embedded in the right wall, where a elf in a long leather coat is pulling it from the stone. She pockets three charred pieces of paper
from the brass pot before turning and acknowledging your presence.

The elf asks the characters their business, and introduces herself as Yinra Emberwind (see her stat block later in the adventure), a bounty hunter who
heard the commotion from the Idleworks Shelf. She brags about having already finished her work here, and wishes the characters good luck in finding
Sken before she does. The characters can attempt to barter for the paper Yinra recovered, which she relinquishes for 50 gp in coins or other treasure. A
character who wants to steal the paper from Yinra while she’s engaged in conversation must succeed on a DC 18 Dexterity (Sleight of Hand) check. On a

failure, Yinra grabs the would-be thief’s hand and laughs at them before leaving.

If the characters procure the charred paper, they appear to be fragments of a damaged note written in clear handwriting. (Show the players handout A.)

TEXT FROM HANDOUT A

Worry not. | am an ally of your comm..... no
questions.

Take this ring and follow .... my humble domain
....tand back!



With a successful DC 14 Intelligence (Investigation) check, a character makes a discovery within the loose rock—a strange, flat automaton the size of a
dinner plate. It appears to be made from iron, resembles a crab, and is damaged beyond the point of functionality. Its size means it would have fit through

the skylight.

More Questions
With a few clues recovered, the characters can ask around in hopes of uncovering more of the secrets of Sken’s escape. For each specific location they

travel to in search of answers, roll a d6. On a roll of 6, Yinra Emberwind is just leaving as the characters arrive, taunting them as she exits.

Use the following to guide the next steps of the characters’ investigation:

If they ask about the automaton, the characters are directed toward Master Maker Cleff Tinkertop. His shop in the Idleworks Shelf has been closed

since the war picked up. The city’s leaders keep him and his daughter Rissa working on warfare designs down in the Builder’s Plot (area h3).

 |f the characters ask around regarding explosives or blasting powder, helpful citizens can point them toward the city’s only sanctioned creators of
such things at the Firemark Facility (area H5).

« |f they ask about the deep-crimson mud seen on the kobolds’ feet, none of the locals have any sense of where it might have come from, but it's

suggested that the characters might find more information at the Lay of the Land herbalist shop (area H4).

If the characters ask if anyone saw where Sken and the kobolds escaped to, a number of people saw them running toward the north side of the city,
but they eventually vanished from sight in the shadows.
¢ Asking about strange happenings in the city recently, a number of builders and designers complain of a growing rash of thefts. Tools, raw materials,

metal ingots, and other manufacturing supplies are consistently targeted, though always in small amounts.

YINRA EMBERWIND

Medium humanoid (eff), neutral good

Armor Class 15 (studded leather)
Hit Points 16 (3d8 + 3)

Speed 30 ft.
STR DEX CON
11 (+0) 16 (+3) 12 (+1)
INT WIS CHA
14 (+2) 13 (+1) 11 (+0)

Skills Investigation +4, Perception +3, Stealth +5
Senses darkvision 60 ft., passive Perception 13
Languages Common, Elvish

Challenge 1/2 (100 XP)

Fey Ancestry. Yinra has advantage on saving throws against being charmed, and magic can’t put her to sleep.

Keen Hearing and Sight. Yinra has advantage on Wisdom (Perception) checks that rely on hearing or sight.
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Stepping past the outer walls of the city brings you back into the dusty expanse of the Assembly Yard. Row after row of shaded construction bays and towers flank
partially built catapults, heavy cannons, and other odd, experimental weaponry encircled by metal fences. Following the directions you were given to the Builder’s Plot
leads you toward high piles of metal sheeting and the sounds of incessant hammering.

During the day, the characters find Cleff Tinkertop and his daughter Rissa (chaotic good gnome commoners) building a prototype metallic glider. If they
arrive in the evening, the area is empty except for a few patrolling Crownsguard. Asking the guards about Cleff Tinkertop sees the characters directed to

Sootswallow Lodge (see “Other Hupperdook Locations” later in the adventure), where he often spends his evenings after work.

Master Maker Cleff Tinkertop
Cleff is an amiable middle-aged gnome, albeit a bit absent-minded and easily distracted. Rissa is sharp and keeps her father on track as best she can. If
they are asked about explosives or shown the bronze shrapnel, they direct the characters toward the Firemark Facility (area H5), the only sanctioned

manufacturing den of blasting powder and black powder in Hupperdook.

If the characters show Cleff the damaged automaton, he recognizes the design as his own. Thinking at first that the device might be one of his older
models, he inspects it further and scoffs at the realization that it is a poor copy. The crafting reminds him of the work of an old colleague of his—Huron
Stahlmast. Talented but impatient, Stahlmast was prone to copying the work of others and executing it poorly. He hasn’t been seen in Hupperdook for

years.

Treasure
If the characters are particularly interested in the functionality of the broken automaton, Cleff offers to repair it. Doing so takes a few hours and costs 15

gp for materials, whereupon the characters are the owners of a vox seeker (see chapter 6).

H4. Lay of the Land Herbalist

If the adventurers find their way to this shop, read:

Navigating the winding streets of the Ironlot, you find a wedge-shaped hutch of smoke-stained thatch and warped wood. A faded sign bearing the name “Lay of the
Land” dangles above the door. Entering the shaded interior, you are greeted by all manner of smells, from pungent fungi, to dried weeds, to burning incense. A woman
turns toward you where she eats at a corner table, her smiling mouth half-filled with food, her voluminous black hair framing her face.

T welcoming herbalist Zendasa (a chaotic good, female human druid) treats her customers almost as children under her care, and asks frequent a

p bing questions regarding the characters’ daily habits and hygiene. Her shop sells the following items from chapter 5 of the Player’'s Handbook:

a its.
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Blast Gaffer Sleese Firemark
Sleese Firemark (a lawful neutral, male gnome commoner) is a hotheaded fellow who seems intent on working himself into an early grave. He isn't happy

about having his workflow interrupted but entertains questions from the characters for a few moments.

If the adventurers inquire about any missing blasting powder, Sleese denies that any such thing could happen, checks his ledgers, and confirms that all is
accounted for. He touts the rather impressive guard force that watches over the facility and the importance of the work done there with the escalating

need to overpower the Kryn. He might also lament that the facility’s most talented powder artisan has been out ill for a few weeks.

A Missing Master

If asked about the ill artisan, Sleese mentions that a gnome named Nima Cinnarid had been one of the Firemark Facility’s most diligent suppliers of raw
materials and most skilled crafters of high-quality blasting powder, at least until she took ill three weeks ago. She’s been holed up in her house in the
northern part of the Ironlot ever since. A few of her Firemark compatriots have tried to visit her, but she won't let anyone in. Sleese is noticeably fearful

over how bad this illness might be.

Treasure

Sleese offers a pouch of blasting powder (see the “Alchemical Items” sidebar later in the adventure) as a gift if the characters agree to check in on Nima

Cinnarid. He can direct them to her house at area H6.

H6. Nima Cinnarid’s House



MAP 5.6: NIMA CINNARID’S HOUSE

This encounter location is shown on map 5.6. If the characters seek out Nina Cinnarid at home, read:

Traveling to the north end of the Ironlot, you approach the humble abode that Sleese Firemark directed you toward. The green-painted wooden walls are streaked with
dirt washed down by the rain. A sign hanging on the front door reads: “Sickness within. Do not disturb.” Curtains at the windows all appear to be closed.

The front and side doors to the house are locked, but can be picked with a successful DC 15 Dexterity check using thieves’ tools. Knocking once on the
front door yields no answer, but a second knock summons a coughing, creaky voice from the other side that falteringly tells the characters to stay away
for fear of catching the sickness. Any character with a passive Wisdom (Insight) score of 15 or higher, or who is successful on a DC 15 Wisdom (Insight)

check, recognizes that the voice is nervous—and is definitely not a female gnome.

If the characters mention anything about the prison break, the voice pauses, then states, “Actually, | think | might know something about that.” As the front

door is unlocked, the voice invites the characters in.

The interior of Nima Cinnarid’s house is dark except for a guttering candle on the back table, shedding dim light in a 5-foot radius. Four kobold underlings
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lead key hanging on a cord around its neck. Neither of these things can be discovered if a kobold explodes.

Development

If the characters manage to subdue a kobold, it gives up what it knows with a successful DC 15 Charisma (Intimidation) check. The kobold can reveal that
it works for someone called “the Master,” and that Nima Cinnarid has been kidnapped and is presently held high up the mountain at a location called Silver
Falls. If its life is spared, the kobold promises to guide the characters to the Silver Falls cavern area. The kobold accompanies the party through the

“Mountain Climb” section below but attempts to escape at any opportunity.

Signs of Trouble

Any search of the house reveals signs of a struggle from a few weeks past, including broken furniture and an emptied chest with a broken lock. A few
heavy coats and sets of work boots sized for a gnome are all stained with red dirt. A broken worktable has been dumped into a corner strewn with scraps
and garbage. Searching through the refuse reveals a number of torn parchment notes, one of which provides a clue to the location of Silver Falls. (Show

the players handout B.)

Treasure

Characters who sift through the wreckage find a pouch of blasting powder (see the “Alchemical Items” sidebar).

TEXT FROM HANDOUT B

Of all the sources we mine from within the
Silberquel, my yield of saltpeter still proves the most
pure and powerful! The Firemarks, pry as they might,
will have to respect my expertise and contributions
to the war effort.

The sheer volume of untapped guano in that cavern
behind the top of the falls is invaluable, and once |
have enough marked interest from the Firemark
Facility, I'll et them help in harvesting my secret
cave.



A majestic temple to Moradin the All-Hammer, this mighty octagonal structure resembles a massive anvil atop an iron shrine. Within, holy symbols and

prayer coins are pressed and forged, while blacksmiths and tinkerers come to have their plans and creations blessed.

H8. Omnismelter
Attached through a series of angled hallways, this network of foundries forms a sprawling compound that smelts, purifies, and prepares a majority of the

metal materials and ingots distributed throughout the Marrow Valley.

H9. Neverbend Smithy
Long run by the Neverbend family of gnomes, this is the place to go for arms and armor, as well as general smithing needs. Standard metal weapons and

armor, as well as metal-based adventuring gear, can be purchased here.

H10. Ironside Barracks
Built across from Gearhole Prison, this squat, metal-reinforced barracks is home to most of the Crownsguard and Righteous Brand soldiers stationed in

Hupperdook. Watchmaster Bram Gulchswattle can often be found here.

H11. Sootswallow Lodge
The largest (and one of the only) taverns operating below the Idleworks Shelf, the Sootswallow Lodge caters to the builders and makers of the Ironlot
during work hours, then plays home to the sketchier elements of Hupperdook by night. A fence named Udoth who keeps a room here in the evenings is

always in the market for adventuring goods, which he buys for 75 percent of their value rather than 50 percent.

H12. The Armavault
A majestic 30-foot-high steel door sits flush with the rocky wall of the mountain here. Beyond the door, a heavily guarded interior hall expands into a long

corridor lined with massive alcoves housing stored siege weapons.

H13. Silberhaul Mines

This gated courtyard contains the many entrances to the deep tunnels and ore veins of the Silberhaul Mines.

H14. Winch Lift
These giant steel platforms lifted by impressively large chains carry heavy equipment and large groups of people between the Ironlot and the Idleworks
Shelf.

H15. Upper Hupperdook
The upper part of the city is divided into two main sections—the Idleworks Shelf and Silver Falls Grove. The Idleworks Shelf is a largely recreational district
that houses the city’s evening celebrations, and is home to the empire-renowned Blushing Tankard tavern. Wrapped around the waterfall lake that gives it

its name, Silver Falls Grove is the residential core of Hupperdook, its streets dense with elevated stone-and-metal towers that house families at every level.

Ascending the Mountain

As the adventurers leave Hupperdook to climb up the Silberquel Ridge toward the top of the Silver Falls, read:
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in half. For each hour of travel, roll a d8 and consult the Random Mountain Encounters table to see if any denizens of the mountain cross paths with the
characters. If you roll the same encounter twice, reroll. You can alternatively select an encounter (or multiple encounters) to liven up the characters’

journey.

Random Mountain Encounters

d8 Encounter
1-5 The characters have no encounter.
6 Two wolves that have been stalking the party attack.
7 A hungry hippogriff attacks from the air.
8 Two kobold underlings (see their stat block earlier in this adventure) on patrol accost the characters.

Peak of Silver Falls

When the characters finally reach the peak of the Silver Falls, read:

The sound of rushing water grows louder as you finally reach the top of the Silver Falls. The impressive flow of water cascades down the mountainside toward
Hupperdook below. Around the crest of the falls, the rocky earth is a deep, rich red.

With the information revealed in the note recovered in Nima's house (area H6), the characters have no trouble spotting telltale shadows behind the
waterfall that hint at a hidden cavern. Any investigation of the area reveals a 10-foot-wide rock shelf covered in red mud that leads behind the falls and

into the cavern beyond.

Fool’s Entrance

Any character with a passive Wisdom (Perception) score of 17 or higher, or who succeeds on a DC 17 Wisdom (Perception) check, spots a faint column
of smoke rising above the waterfall. Characters who continue the mountainside climb discover a hidden, 3-foot-wide iron chimney rising from the rocky
ground. The chimney is too smooth to be climbed except with a rope anchored to the rocks above. It descends 30 feet before it splits into three chimneys

leading to the kitchen (area L6), the smithy (area L14), and the clockwork forge (area L19).

Any character who tries to descend the chimney without a rope or a climbing speed inevitably falls. Roll a d3 to determine which lower chimney the
character tumbles down. At the end of the fall, the character must succeed on a DC 12 Dexterity saving throw or take 1d6 bludgeoning damage. In

addition, the fire at the bottom deals damage to creatures that come in contact with it, as noted in each area’s description.

Silver Falls Cavern



MAP 5.7: SILVER FALLS CAVERN

When the adventurers enter the cavern behind the waterfall (shown on map 5.7), read:

Beyond the rushing spray of water is a dry cavern. Multiple lanterns shed light across the rocky interior, revealing a floor thickly strewn with dried bat guano, a small
tent and table, a steel door set into the far wall, and two wide workbenches. A female gnome is working at the farthest bench, shackled to a chain set into the rock wall.
Four kobolds sit around the table near the tent, playing a dice game with a familiar-looking gray-skinned goliath.

The bats that long dwelled in this cavern (the source of the guano from which Nima Cinnarid extracts saltpeter for creating explosives) fled when the
kobolds took up permanent occupation of the cave. Characters trying to sneak through the waterfall and into the cavern must succeed on a group DC 16
Dexterity (Stealth) check to enter unnoticed, allowing them to attack with surprise. If the group check fails, Sken sees the intruders, complains about her

card game being interrupted, and initiates combat.

Cavern Fight
Four kobold underlings and Sken Zabriss all attack the characters (see their stat blocks earlier in this adventure). Sken loudly taunts them for how they're
all about to die, and shouts that the fall of the Dwendalian Empire at the hands of Xhorhas is imminent. If the characters were guided by a captive kobold

from Nima'’s house, it rushes to the other kobolds if it can, borrows a weapon, and joins the fray.

The shackled gnome is Nima Cinnarid, a neutral good, female gnome commoner. She hides beneath her workbench when combat breaks out, but if a

kobold or Sken moves within 30 feet of the bench, read:
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Stahlmast'’s lair to complete their contract with Bram Gulchswattle.

Development
If the battle is won and Nima survives, the characters can free her from her shackles and learn a number of details regarding what'’s going on. The gnome

can offer up the following information in response to the characters’ questions:

¢ Nima has long been a munitions expert, developing refined explosives and weapons for the war effort against the Kryn Dynasty.

¢ The cave is a secret source of potent explosive materials, and she has harvested guano from it for years. She normally comes here once every four to
six months to stock up.

¢ Nima's last trip three weeks ago ended with her capture by the kobolds and their master, Huron Stahlmast. A former engineer for the Dwendalian
Empire, Stahlmast was shamed for his imperfect designs and immoral experimentation. He left Hupperdook years before and was assumed to have
found his fortune elsewhere. Instead, he’s been building a lair beyond the waterfall cavern, sealed off behind the steel door.

¢ Stahlmast imprisoned Nima in the cavern and has been forcing her to produce explosive devices. One of those devices was used to help Sken break
out of Gearhole Prison. She has also been working on plans for larger explosive devices whose purpose she doesn't yet know.

¢ Stahlmast is bent on vengeance against the empire—and against the city of Hupperdook and its people.

If Nima was killed, the characters can seek this information from Sken or a captured kobold. If the fight in the cavern left no enemies or allies alive, you

can move these revelations to an NPC in Hupperdook who recognizes the explosive seeds as Stahlmast’s work.

Steel Door

If any character investigates the steel door, read:

The eight-foot-tall steel door has layered crossbars and supports are embedded deep into the rock of the mountain, creating an impassible entrance to whatever lies
beyond.

If the characters want to try to open the door right away, see the next section of the adventure (“Stahlmast’s Lair”) for more information.

Treasure
After defeating Sken, the characters can claim her ring of obscuring (see chapter 6). The workbench Nima was working at holds 1d4 + 1 explosive seeds

(see the earlier “Alchemical Items” sidebar).
Character Advancement

At the end of this part of the adventure, the characters all reach 2nd level. The setup for the next part of the adventure assumes that the characters return
to the city before seeing what lies beyond the steel door. If Nima survived the fight, she is anxious to flee the cavern and begs the characters to escort her

back to Hupperdook.

If the players want to press on immediately—especially if both Nima and Sken were killed—that'’s fine. Just make sure all the characters have leveled up,
and let them take a long rest in the cave before moving on to the next part of the adventure (“Stahlmast’s Lair"). You can then rework the events below

when the characters return to Hupperdook after having bested Stahimast in his lair.
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include a bounty for Stahlmast. Gulchswattle is prepared to pay the group an additional 1,500 gp for the capture or elimination of Stahimast, along with

evidence of his wrongdoing.

Whatever drives the characters’ decision to go after Stahlmast, the next part of the adventure begins at the steel door that leads into Stahlmast'’s lair.

Stahlmast’s Lair

MAP 5.8: STAHLMAST'S LAIR

Once the players are ready to explore Stahlmast'’s lair, read or paraphrase the following:

Gathering your weapons and your grit, you prepare for another hike up the Silberquel Ridge. Your goal is to gain access to the lair of this Stahlmast beyond the steel
door—and to uncover the full scope of his mysterious plans.

might use the Random Mountain Encounters table (from earlier in this adventure) during the characters’ ascent, or you can decide that their fam

h the mountain trails makes it easier to avoid trouble. Either way, having made the journey already, it takes only three hours to reach the Silver Fal



en the characters move beyond the steel door, read:

The shadowed tunnel stretches onward for fifty feet before the orange glow of lantern light sets an ominous glow across its rough stone walls. The smell of burned
coal, wet earth, and refuse hangs heavy here. From a distance comes the intermittent echo of rough, conversational kobold barking. The tunnel splits ahead, with one
branch running south and the other continuing on to a cavern that is the source of the light.

Stahlmast's Minions
Even kobolds as well trained as the ones that serve Stahlmast prize self-preservation over all else. In each encounter with Stahlmast’s kobold minions, if
half or more of the kobolds are defeated or killed, any remaining kobolds flee the battle. Fleeing kobolds retreat deeper into the lair in hopes of warning

Stahlmast and seeking reinforcements.

If any kobolds are captured and questioned, they reveal what they know of Stahimast’s operation with a successful DC 13 Charisma (Intimidation or

Persuasion) check. You can have individual kobolds know only bits of the overall plan so that the characters learn all the information only over time:

¢ The Master is planning to make many tiny metal crabs (vox seekers, as described in chapter 6).
¢ The gray dwarf is obsessed with his ugly statue.

¢ The scary elf visits every few weeks to train the kobolds, and then vanishes into the Master’s fire room.

Making a Scene
Though the winding passages of the compound help mute the sounds of footsteps, loud noises (including combat or shouting) alert the lair’s inhabitants

of intruders at your determination.

Voice of Stahlmast
Each area of the lair is outfitted with a metal speaking tube that protrudes from the ceiling, and which Stahlmast uses to issue orders wherever he

happens to be. If a character speaks into a tube, their words are heard in all areas of the lair.

If Stahlmast is aware of the characters’ intrusion, he occasionally taunts them through these tubes. His remarks alternate between threatening and
mocking, boasting about his plans while goading the characters into finding him—and trying to lead them into traps and ambushes. As characters

approach the clockwork forge in area L19, he might start describing the benefits of joining him.

L1. Turret Cavern



Three long tables occupy the center of this square cavern, a lantern dangling above them. The walls are adorned with hooks and loops that hold digging tools and
basic weapons in a disorganized fashion. A large chest is set beneath one table, and a door stands closed to the north.

A kobold underling (see the stat block earlier in this adventure) sits at one of the tables as the characters approach this area, cleaning a pile of soiled
tools and weapons with a rag as it curses under its breath in Draconic. If it receives any warning that intruders are coming (including hearing the

characters fighting or talking in area L1), it might make a brief stand against them—or it might flee before they arrive, leaving its work behind.

The north door into area L3 is locked. Roguun the duergar blacksmith (area L14) has the key, or the lock can be picked with a successful DC 18 Dexterity

check using thieves’ tools.

Recovered Goods
If the characters were captured and thrown into the prison cells in area L7, their weapons hang on the walls here and their other equipment is in the chest

beneath the table. Yinra Emberwind’s equipment is also stored there (see area L7).

Treasure

Characters looting this area can claim four daggers, five shortswords, three spears, three crossbows with forty bolts each, and two sets of thieves' tools.

L3. Volatile Materials Storage

Short steps lead down into this small cavern, whose air is heavy with the smell of sulfur. Numerous boxes and barrels are filled with blasting powder, black powder, and
other dangerously explosive materials.

This cavern is extremely dangerous. Any open flame brought into the area (including that of a torch), as well as any fire or lightning-based effect used in
the area, has a 30 percent chance of detonating the materials stored here. This detonation deals 4d10 bludgeoning damage to each creature within the

room and in the armory (area L2). It also partially collapses this cavern and alerts every creature within the lair to the characters’ intrusion.

Any character with a passive Wisdom (Perception) score of 13 or higher, or who succeeds on a DC 13 Wisdom (Perception) check, notices that the

materials are stored unsafely and assesses that it's a miracle none of it has exploded yet.

Treasure

The

L4. Recreation Room



L5. Stahlmast’s Workroom

well as what looks like the designs for explosive seeds (see the “Alchemical Items” sidebar earlier in this adventure) and a diagram of how the seeds can
be surgically implanted into creatures. Another note details the process by which sharks are to be placed into the waterfall lake in Silver Falls Grove. One

strange design shows what appears to be some kind of clockwork-powered armor.

Vox Seeker

Clinging to the underside of the table is a vox seeker (see chapter 6). There is a 25 percent chance that the automaton is wound up when discovered,

allowing it to attack for up to 5 minutes.

Dastardly Deeds
A character who studies the notes and diagrams can determine that Stahlmast plans to set powerful explosives across the mountainside in a way that will
bury most of Hupperdook in a landslide, even as it leaves his lair intact. Bringing these designs to Watchmaster Bram Gulchswattle earns the characters

an additional reward (see “Concluding the Adventure” at the end of this adventure).

Secret Door
Any character with a passive Wisdom (Perception) score of 17 or higher, or who succeeds on a DC 17 Wisdom (Perception) check, notices a thin slab of

rock that hides a hidden passageway. This passage leads into Stahlmast’'s bedroom in area L18.

L6. Kitchen

Beyond the rickety wooden doors, a rough-walled cavern serves as a kitchen. A cutting block to the north is stained with old blood, while a low-burning fire to the south
heats a cauldron hanging by chains. A thick, foul-smelling soup simmers within the cauldron.

Two kobolds are hard at work here, one cutting gamy meat at the chopping block, the other stirring the soup in the cauldron.

The two kobolds enjoy kitchen duty and flee if attacked.

A he cauldron. A creature that enters the fire for the first time on a turn or starts its turn there takes 3 (1d6) fire damage.

imney rises above the cauldron, eventually leading outside the mountain (see the earlier “Ascending the Mountain” section for more



The passageway straightens into a square-walled cavern some forty feet long and twenty feet wide. The floor is covered in iron, and the rocky ceiling stands ten feet
high. Beyond the iron floor, the passageway turns back to rough stone and turns to the north.

W h a successful DC 12 Intelligence (Investigation) check, a character notices that the iron floor is set with a groove at its center, bisecting it length
If more than 50 pounds of weight is placed on the iron floor, it splits open and its two halves swing down, revealing a 10-foot-deep pool of water 5 feet

below where three hungry reef sharks are waiting. The floor resets automatically, snapping shut after being open for 1 minute.

Each creature standing on the iron floor when it opens must succeed on a DC 13 Dexterity saving throw to grab onto the wall and avoid tumbling into the
water below. A creature can try to avoid falling into the shark-infested pool by staying close to the wall; it must succeed on a DC 10 Strength (Athletics)

check for every 10 feet it moves or tumble into the pool.

L9. Training Room

Within this cavern, seven wooden training dummies stand against the walls, all of them nicked and splintered. Heavy sand is strewn across the rocky floor, while
blunted weapons and shields lean against the walls

A dark elf stands in the middle of the room, shaking his head and watching with a faint look of disgust as four kobolds spar with one another.

When the characters first arrive here, four kobolds are being trained by Ishel—a drow ambassador from the Kryn Dynasty. Ishel uses the drow stat block

but has 24 hit points, which raises his challenge rating to 1/2 (100 XP). He carries keys to the chest in area L10 and to the secret door in area L19.

If Ishel is reduced to 12 hit points or fewer, he attempts to flee through area L20 and alert Stahlmast about the intruders. If he is captured and questioned,
the drow warns the characters of the steam trap in area L12. If pressed hard, he might mention that he belongs to Den Hythenos of the Kryn Dynasty,

which has an agreement with Stahlmast. He can also tell the characters about the path to the Underdark in area L20.

L10. Ambassador’'s Bedroom

The smell of incense is sharp as you enter this clean and well-organized chamber. A comfortable bed is tucked against one wall, while a small table rests under a
mirror against the other. A wooden armor rack stands empty in the corner.

el (see area L9) is quartered in this area. Any character who looks beneath the bed discovers a long, locked iron chest there. Ishel carries the k

k can be picked with a successful DC 15 Dexterity check using thieves’ tools.



chest holds 5 pp, 113 gp, 15 sp, and 10 cp, as well as a dark steel +7 shortsword.

This spacious cavern is heady with the pungent scent of mildew. The stony floor is covered with more than a dozen bundles of moldy leather, stained fabric scraps, and
torn pillows that serve as kobold beds. Three of the beds have kobolds sleeping in them.

e characters have made a lot of noise in any nearby caverns (including by opening the chest in area L10 or fighting in area L9), the three kobolds ar
pretending to sleep and have their weapons hidden. A successful DC 12 Wisdom (Insight) check uncovers their ruse. Otherwise, any character who

approaches within 10 feet of the sneaky kobolds causes all three to leap up and attack.

L12. Steam Trap

A roughly diamond-shaped cavern opens up beyond a set of double doors. Each of its four walls holds a three-foot-by-three-foot iron plate, mounted at the center of the
wall and featuring a three-inch-diameter hole cut through the plate and the rock behind it. Across the cavern, another set of double doors stands closed.

The holes in the walls extend 1 foot in, then angle downward, preventing the mechanisms of the trap from being seen. This chamber does nothing as long
as the characters have not yet caught Stahimast’s notice. However, if he has been alerted to their presence, both sets of double doors swing shut and lock
tight once all the characters (or a majority of the characters if some are hanging back) have entered. The locks on both sets of doors can be picked with a

successful DC 16 Dexterity check using thieves’ tools, or the doors can be forced open with a successful DC 16 Strength check.

With the doors locked, Stahlmast taunts the characters via the speaking tube in the ceiling before filling the chamber with scalding hot steam from the
holes in the wall plates. Each creature that starts its turn in the steam takes 2 (1d4) fire damage. If all four steam holes are plugged up with cloth or some

similar material, the trap stops dealing damage, and instead backs up and deals 4d4 fire damage to the Stahlmaster in the clockwork forge (area L19).

L13. Blacksmith’s Chamber

Tucked off to the side of the passageway is a modest bedroom containing a firm mattress, a bare table, and a small, partially sculpted stone statuette. A chair is
tucked against the table, and a pile of broken rocks sits against the wall beneath it.

The small sculpture on the desk is a mostly finished representation of a dwarf, expertly carved. Any inspection of the pile of broken rocks under the table

eals them to be previously failed attempts at the same sculpture.



tahlmast'’s Lair (areas L15-L20)

5. Storage Chamber

Piles of metal ingots, textiles, and other materials fill this cavern, most of it disorganized and all of it clearly coming from outside the lair.

goods and raw materials here are worth 250 gp, but the hoard weighs over two thousand pounds and has all been stolen
venting it from being resold there. If the characters notify Bram Gulchswattle of the stolen goods and their location, the w

with an additional 150 gp.

Treasure

Characters who search the room thoroughly find a potion of healing.

L16. Infirmary

A row of rough, bloodstained beds outfit this makeshift infirmary. Soiled cloths have been tossed in one corner, and a door stands closed to the northwest. A kobold
sleeps soundly in the bed farthest from the entrance.

The sleeping kobold underling (see its stat block earlier in the adventure) has its chest wrapped with bloodstained bandages. If the sore and scared
kobold is woken up, characters have advantage on Charisma checks to question it (see “Stahlmast’s Minions” at the beginning of this section). In addition
to any other information you want to reveal, the kobold complains about the pain in its chest. (Stahlmast recently implanted an explosive seed inside the
kob

L17. Surgery



enture).

This smooth-walled chamber is lavishly furnished and decorated compared to the rest of the lair. Its floor is covered in a thick carpet, and it holds a large, luxurious bed
an armoire, a vanity mirror, and a small bookshelf.

armoire holds five sets of fine clothing, one of which has a sending stone in its pocket. The stone can be found with a successful DC 12 Wisdom
(Perception) check, or by anyone putting on the clothing. If the stone is activated, a voice responds in a thick accent, asking “What is it you need?” A
successful DC 12 Intelligence check reveals the accent to be Xhorhasian. No matter what the response of the character using the stone, they must
succeed on a DC 18 Charisma (Deception) check or the agent with the other sending stone recognizes that the stones have been compromised. The other

stone is then destroyed, severing the connection.

Secret Door
Any character with a passive Wisdom (Perception) score of 17 or higher, or who succeeds on a DC 17 Wisdom (Perception) check, notices a thin slab of

rock that hides a hidden passageway. This passage leads into Stahlmast’s workroom (area L5).

Treasure

A locked chest is hidden beneath the bed, and can be opened with thieves’ tools and a successful DC 16 Dexterity check. The chest holds 170 gp, 65 sp,
and two potions of healing. It also contains a letter written in Undercommon, which promises that more support and minions will soon be sent through
the tunnel. The letter thanks Stahlmast for his soon-to-be fruitful alliance with Den Hythenos of the Kryn Dynasty. Turning the letter over to Watchmaster

Bram Gulchswattle earns the characters an additional reward (see “Concluding the Adventure” at the end of this adventure).
L19. Clockwork Forge

Huron Stahlmast (a lawful evil human cultist wearing goggles of night) awaits the characters in this elaborate workshop. If the drow ambassador from

area L9 or Roguun from area L14 escaped earlier encounters with the characters, he has joined Stahlmast here for the final fight.

When the characters can see into this area, read:

A mighty anvil of dark metal rests in the center of this cavern between two rocky pillars. To the south stands a semicircular pool of stagnant water. Numerous tables
line the cavern walls, piled with partially constructed mechanical devices and motionless automatons. A massive forge stands along the north wall, filling the cavern
with a bright orange glow. A dangerous-looking clockwork construct rests in front of the forge, resembling a skeletal iron statue without a head.

A sweaty, pallid human of middle years is climbing up the side of the construct. He then slips down inside it, as if donning a monstrous suit of armor.

If the characters have managed to get this far without Stahlmast being alerted, he shows momentary surprise when he sees them, but his bravadoq  kly

takes over. Either way, as soon as Stahlmast becomes aware of the characters, read:



characters

alking of how

in the lair and

Stahlmast has no qualms about whom he works with, as long as those who serve him understand that he’s in charge. He might appeal to the . .
a weekly pay of 25 gp as his elite enforcers. The characters reach 3rd level (see “Concluding the Adventure”), but their path now leans toward working with

as free adventurers, hoping to convince him that fighting against the Dwendalian Empire is a noble cause, or he might appeal to their greed, t
the Kryn Dynasty and helping Stahlmast with his plots against Hupperdook and the Dwendalian Empire.

much wealth might be gained by breaking the empire’s power.

Alternatively, the characters might pretend to want to serve Stahlmast to get the upper hand on him. That kind of twist is perfect for an intrigue adventure,

If the characters abandon their pledge to aid Hupperdook and instead agree to Stahlmast’s offer, they are granted a room of their choice with
so have fun with it!

If the characters turn down Stahlmast’s offer or if they attack him, read:

The metal plates and spinning gears of the construct churn to life with a grinding noise and a shower of sparks. Stahimast chuckles. “Though my latest design isn’t
fully completed, this trial run shall prove amusing. Thank you for your aid in the testing of my Stahimaster!”

The Stahlmaster (see the stat block below) surges toward the characters and attacks in a final confrontation. If the Stahlmaster drops to 0 hit points,
Huron Stahlmast is ejected from the broken clockwork suit and lands prone in an unoccupied space within 5 feet of it. On his next turn, he attempts to
move to the secret door, use his action to unlock it, and flee down the passage to the Underdark (area L20). The door locks automatically behind him, and

Stahimast collapses the tunnel 1 round later to prevent anyone from following him.

Forge

During the fight, any creature pushed into the open forge for the first time on a turn or starts its turn there takes 7 (2d6) fire damage.

Steam Trap Lever
A steel lever topped with a brass sphere is mounted on the east wall. If the lever is pulled, the doors to area L12 close and the steam trap in that area
triggers. If the wall holes in area L12 are plugged when the lever is pulled, a jet of scalding hot steam erupts from the forge in a line that is 15 feet long and

1 foot wide, and which deals 10 (4d4) fire damage to each creature in its area (including the Stahlmaster while it remains in its initial position).

Secret Door
arches

keys that
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If Stahimast is killed or subdued, the characters can claim his goggles of night. Any investigation of the Stahlmaster shows that it is beyond repair.

However, with one hour’s work, the characters can strip 350 gp of gold and silver clockwork components from it.

STAHLMASTER

Large vehicle

Armor Class 16 (natural armor)

Hit Points 67 (9410 + 18)

Speed 30 ft.
STR DEX CON
18 (+4) 10 (+0) 14 (+2)
INT WIS CHA
0 0 0

Damage Immunities poison, psychic
Condition Immunities blinded, charmed, deafened, exhaustion, frightened, paralyzed, petrified, poisoned, unconscious

Pilot. The Stahlmaster requires a Medium humanoid to pilot it. While inside the Stahlmaster, the pilot uses the vehicle’'s speed and action options and can’t take reactions
or use bonus actions, and the pilot has total cover. If the Stahimaster drops to 0 hit points, the pilot is ejected from it and lands prone in an unoccupied space within 5 feet
of the vehicle.

Actions

Multiattack. The Stahlmaster makes two melee attacks, or one melee attack and one ranged attack.
Slam. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit:9 (1d10 + 4) bludgeoning damage.
Shoulder-Mounted Crossbow. Ranged Weapon Attack: +2 to hit, range 30/120 ft., one target. Hit: 6 (1d12) piercing damage.

L20. Passage to the Underdark

If the characters get access to this tunnel without Stahlmast collapsing the ceiling to cover his escape, read:

A dark, cool tunnel twists down into the mountain, the air growing ever more stagnant. Glowing fungus begins to appear on the walls, which glisten with moisture.

Any character who succeeds on a DC 12 Intelligence (History) check understands that this passage is descending into the Underdark—and knows how
incredibly dangerous that subterranean realm is. You might have ideas for other adventures that could lead the characters into the depths, but the players
rstand that a successful expedition would require research and resources. For now, the characters are better off heading back and finishing

s in Stahlmast'’s lair and in Hupperdook.
ding the Adventure

was killed or subdued, the characters can drag him back to Hupperdook as their prisoner. Turning him over to Watchmaster Bram
with proof of his wrongdoings completes their assignment, and the characters receive the bounty promised them. If Stahlmast got away, the

r pays them 500 gp for thwarting the mad inventor’s dark plots.






Story Overview

Adventure Summary

While the characters are in Palebank Village, community leader Elro Aldataur asks for their help figuring out who or what has killed Urgon Wenth. An
explorer recently returned from Eiselcross, Urgon was afflicted by a strange malady that turned him into an ice statue, and which has since shown up in

another of the village's residents. The characters investigate the mystery while contending with the forces of the Uttolots, one of the criminal families that

Setup and Starting Points



pa

pect to the folk of the community. Either way, continue by reading the following:

th

Whether the characters are known in the village as neophyte adventurers or simply look the part, Elro (a neutral good, male wood elf veteran) hopes that
they're the sort of people not afraid to step up to help folks in need. Use the following points to help guide the conversation as he explains his concerns to

the characters:

¢ Two months ago, Urgon Wenth returned home after exploring Eiselcross for a year. He had been back for only for a few days when he came down with
a strange affliction, which made the dwarf move slowly and caused blue veins to appear all over his body.

¢ The village's priests of Moradin and Corellon used every spell they could muster to attempt to heal Urgon, but nothing they tried could stop the bizarre
malady. Urgon battled the affliction for weeks, until his ever-slowing body eventually turned to ice.

¢ Until yesterday, Elro and the rest of the community believed that Urgon’s sad fate was an isolated incident, most likely caused by something the dwarf
came into contact with while exploring Eiselcross. Then Elro noticed Tulgi Lutan, a dwarf trapper, showing signs of the same illness.

¢ Alarmed, Elro tried to talk to Tulgi about it, but she pushed him away, asking that he let her die in peace.

Elro's Request

If the characters are willing, Elro wants them to find out what caused Urgon and Tulgi's affliction. He's worried that it could spread, but Tulgi refuses to talk
to him, and the Glassblades in the village are better known for their combat skills than their ability to glean the truth in a complicated situation. Moreover,

Tulgi is extremely distrustful of the authorities.

Elro thinks a group of adventurers might have better luck convincing Tulgi to talk. If the characters agree to help find the cause of Urgon and Tulgi’s

affliction, Elro offers to pay them 100 gp. He suggests that the characters start by searching Urgon’s home or talking to Tulgi at her cabin.
Urgon'’s Cabin

Urgon Wenth lived in a one-story, one-room log cabin at the edge of town. A good-natured Glassblade rookie named Mila Teno (a lawful good, female
wood elf scout) stands guard outside the front door. If the characters explain why they've come, she allows them to enter the house and look around.

When the characters enter the cabin, read:

This cramped, dark cabin might have been a cozy place when its owner was alive. Now an unmade bed stands near a cold fireplace, its mantle hung with the head of
some snarling white beast with gray horns. On the other side of the room, a small table strewn with dirty dishes and set with a dwarf-sized chair stands before two
empty shelves whose contents are scattered across the floor: kitchen utensils, dried foodstuffs, adventuring gear, and a few books.

character who examines the mess in the cabin realizes that someone recently trashed the place while searching it. A successful DC 12 Intelligen

estigation) check reveals the intruder’s footprints. Tulgi Lutan was the culprit, desperate for any clues that might help her cure the frigid woe that
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Characters who are residents of Palebank Village or have been there for a while know of Pelc’s Curiosities—and also know that the shop was robbed and

vandalized two months ago.

Development
After searching the cabin, the characters can continue their investigation by going to Tulgi’s cabin or by stopping at Pelc’s Curiosities (assuming they

found the receipt).
Tulgi’s Cabin

When the characters approach Tulgi’s cabin, read:

This snow-covered cabin looks peaceful and quiet from the outside. Its windows are shuttered, and a steady stream of smoke piping out of the chimney indicates a
roaring fire within.

Tulgi Lutan’s home is a one-story, one-room log cabin. Because she isn’t keen on letting the characters in, the following features might be important:

¢ The roof of the cabin is 12 feet high. Climbing up the outside walls requires a successful DC 10 Strength (Athletics) check.

¢ The wooden door to the cabin is locked and has AC 15, 18 hit points, and immunity to poison and psychic damage. The lock can be picked with a
successful DC 12 Dexterity check using thieves’ tools, or the door can be forced open with a successful DC 15 Strength (Athletics) check. Tulgi
carries the key that unlocks the door.

¢ Each of the cabin’s four walls has one window, which is shuttered and latched from the inside. A window can be unlatched from outside with a
successful DC 12 Dexterity check using thieves’ tools.

¢ The inside of the cabin is brightly lit by fires in a brazier and a fireplace, though the smoky haze given off by both makes the interior lightly obscured.

If the characters knock on the door, Tulgi Lutan (a neutral evil, female mountain dwarf thug with a walking speed of 10 feet) calls from the other side,
telling them to go away. A character who shouts back through the door and succeeds on a DC 12 Charisma (Deception, Intimidation, or Persuasion)

check convinces Tulgi to open the door and allow the party inside. Otherwise, she ignores anything the characters say.

If the characters aren't invited inside, they'll have to decide what other means they’re willing to use to enter. Regardless of how they do so, when the

characters enter the cabin, read:

The heat in this small cabin hits like a hammer blow. A table set with neatly stacked dishes, tools, and utensils stands at the center of the room. The smell of a
simmering soup comes from a pot hanging inside a roaring fireplace. Another fire burns in an iron brazier at the opposite end of the room, filling the cabin with a smoky
haze. Shivering at the end of a bed near the brazier is a dwarf wrapped in blankets. Bulging blue veins streak her face, neck, and hands.

e characters broke into the cabin, Tulgi attacks as soon as she sees them, fighting until reduced to 10 hit points, then surrendering. She has two

wolves, Iro and Jira, that hide beneath her bed. If a fight breaks out, the wolves join the fray to defend her.
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¢ Tulgi was the one who searched Urgon'’s cabin, convinced that the dead dwarf must have had magic or other secrets stored away there.

Treasure
If Tulgi doesn't offer her dagger to the characters, any character with a passive Wisdom (Perception) score of 11 or higher notices the ornate blade in a
gilded sheath tucked under her shirt. If the characters claim the +7 dagger, a successful DC 15 Intelligence (Arcana or History) check reveals that the

dagger is a relic of the fallen flying city of Aeor.

Development
The characters have no trouble finding either Croaker Cave or Pelc’s Curiosities if either of those locations is their next destination. If things went bad with

Tulgi and she died before revealing any information, the characters might find notes or instructions from Hulil revealing some of the information above.

Pelc’s Curiosities

Pelc’s Curiosities is an antique shop run by an introverted elf named Verla Pelc. Verla keeps to herself, opening her shop only when the mood strikes her.
She trades any and all objects that interest her, shipping them across Wildemount. Characters who are residents of Palebank Village or have been there
for a while know of Pelc’s Curiosities—and also know that the shop was robbed and vandalized two months ago. If the characters are recent arrivals to the

village, anyone they ask about the shop mentions the robbery.

Pelc’s Curiosities is a one-story, two-room log cabin. The windows are shuttered and locked from inside, leaving the interior dark. The only entrance is the
front door, but characters can force open one of the shutters around the back with a successful DC 12 Strength (Athletics) check, granting access to

Verla's quarters (see that section below).

When the characters approach the cabin, read:

The dark cabin before you has a sign over its door which reads, “Pelc’s Curiosities,” with the image of a curving dragon used to make the letter P. Though the shop
appears closed, the front door is slightly ajar.

Any character with a passive Wisdom (Perception) score of 11 or higher hears whispered voices and footsteps coming from inside the cabin. If the

characters succeed on a group DC 10 Dexterity (Stealth) check, they can surprise the bandits currently in the shop.

Fro

The
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¢ The bandits work for Hulil Lutan, a dwarf priestess of Tiamat. Hulil works for the Uttolot family of Shadycreek Run.

rla’'s Quarters

la’s quarters are at the back of the cabin. When the characters gain access to this area, read:

What appears to be an ice statue of an elf is bundled beneath the blankets of a bed along the east wall of the room. A small table loaded with dirty teacups and a kettle
stands next to the bed.

The figure in the bed is the unfortunate Verla Pelc, who was infected with frigid woe by Urgon Wenth's Aeorian relics. Her symptoms appeared a few

weeks after the shop was robbed, but the reclusive elf never told anyone about them.

Development
Questioning any of the bandits can turn up solid leads that can take the characters to Croaker Cave, or back to Tulgi’s cabin if there are other questions
the dwarf has yet to answer. If they were unable to question the bandits, you can have one of the bandits carrying orders from Hulil that point toward the

Croaker Cave hideout.
Croaker Cave

Characters local to Palebank Village or who have spent some time there know Croaker Cave. If all the characters are new arrivals to the village, any of the

villagers can tell them about the cave and how to get there.

Croaker Cave gets its name from its resident giant ice frogs. Its entrance is on the shores of the Frigid Depths, due north of Palebank Village. As the
characters draw close to the cave entrance, they see frequent signs of tracks where bandits have been coming and going. However, there are no signs of
patrols or guards. A plume of smoke rises from the ground beyond the cave entrance, venting through a narrow natural chimney from area Cé6. The

chimney is too small to be climbed, however, and the main cave entrance is the only entry point.

Knowing that the residents of Palebank Village avoid the cave and its dangerous frogs, Hulil Lutan has made the place her base of operations. She and

the Uttolot bandits she commands have domesticated the giant ice frogs that make the cave their home, using them as guard animals.



MAP 5.9: CROAKER CAVE

Giant Ice Frogs

With the exception of Old Croaker (see area C5), giant ice frogs are giant frogs with immunity to cold damage.

The blue-skinned frogs attack any creatures in the cave complex not escorted by bandits they recognize. Each fights until reduced to half its hit points or
fewer, then flees. A character who succeeds on a DC 15 Wisdom (Animal Handling) check as an action convinces one frog to not attack or to stop

attacking. If the character or any of their allies attacks or harms the frog, it resumes combat.

The frogs spend much of their time resting in pools of murky, frigid water in Croaker Cave. A character who succeeds on a Wisdom (Perception) check
opposed by a frog's Dexterity (Stealth) check notices a frog hiding in a pool. If a frog goes undetected, it attacks with surprise when a character comes

within 5 feet of the pool.

Uttolot Bandits

The bandits sent out with Hulil by the Uttolot family are all dwarves and elves. Up to ten bandits normally occupy Croaker Cave, but only three are currently
present (in area C2). They use the bandit stat block and have darkvision out to a range of 60 feet. In addition, the dwarves have resistance to poison
damage and have advantage on saving throws against poison; the elves have advantage on saving throws against being charmed and immunity to magic

that would put them to sleep

Uttolot bandits attack any intruders on sight. Each fights until reduced to half its hit points or fewer, then flees the caves. If the characters capture an

Uttolot bandit, they can learn the following information with a successful DC 10 Charisma (Intimidation) check:

¢ Hulil is sick with the same malady that killed Urgon Wenth.
¢ She plans on setting out for Shadycreek Run soon, hoping that trading the items her sister Tulgi stole from Pelc’s Curiosities allows her to pay for

healing that will cure her.

nless otherwise noted in an area’s description, the following features ~-=



Light

The caverns contain no light sources, except in area C6, as the inhabitants of Croaker Cave rely on darkvision to see.

Frigid Pools
Pools of murky, frigid water within the caverns are created by melting snow on the rocky ground above dripping down through the ceiling. Each pool is 10
feet deep. A creature completely submerged in a pool must succeed on a DC 10 Constitution saving throw or gain one level of exhaustion. Creatures with

resistance or immunity to cold damage automatically succeed on this saving throw. For each minute the creature spends submerged in a pool, it must

repeatdhis saunG iy e BB Bgphs tHrvehabAseanatianLaimipiletsy day and on clear moonlit nights. When the characters can see into this a

d:
C1. Entrance Pool

.

Thi rea,
The slow dripping of water sounds out where it falls from stalactites down into a murky pool that fills the rough tunnel ahead. Every few moments, a loud croaking

r€8 ounds out from somewhere in the darkness beyond.

With darkvision or an appropriate light source, the characters can see a 25-foot-long heavy wooden beam lying against the west wall of the cave at the

south end the pool. The Uttolot bandits use the beam to cross the pool, and pull it back to the far side when they are in the cave.

Two giant ice frogs hide in the murky pool. If combat breaks out in this area, the bandits in area C2 quickly come to investigate.

C2. Training Pool

The slow dripping of water from the ceiling flows to a pool in the southwest corner of this cavern. A large wooden bucket with a lid sits near the edge of the pool.

Three Uttolot bandits and two giant ice frogs normally occupy this cavern. If the bandits have not yet been alerted to disturbances, they are training the

frogs. Add the following:

A dwarf and two elves bundled in layers of winter clothing are throwing dead bats into the air. Two giant blue-skinned frogs leap up to snatch the bats in midair,
seemingly as part of some sort of training session.

e bandits went to investigate disturbances in adjacent areas, the frogs are hiding in the pool.

cket

dling) check made to control that frog's behavior



avern), the

plex. If combat

Treacherous Floor
The floor of this area is covered in slippery bat guano. Whenever a creature standing on the floor takes damage, it must succeed on a DC 10 Dexterity

(Acrobatics) check or fall prone.

C4. Bandit Camp

Ten empty bedrolls are arranged in a circle around a cold fire pit at the center of this cavern. Chicken bones, empty wine and spirits bottles, and other food waste litters
the floor.

One of the bedrolls covers the opening of a 10-foot-deep pit trap. The trap can be spotted with a DC 10 Wisdom (Perception) check. If not spotted, anyone
walking across the bedroll falls into the pit, taking 3 (1d6) bludgeoning damage and landing prone. A creature that falls into the pit makes enough noise

that the bandits in area C2 investigate.

Treasure

Searching all the bedrolls reveals that one contains an unopened bottle of Bald Dwarf Whisky (worth 25 gp), an alcohol made by elves in Uthodurn.

C5. Old Croaker’s Pool

Water dripping down from stalactites in the ceiling fills a dark pool that completely covers the floor of this cavern.

Croaker Cave's largest denizen—named Old Croaker by the Uttolot bandits—has claimed this pool. It hides in the water and attacks as other giant ice

frogs. Old Croaker is a giant toad with immunity to cold damage.

Old Croaker has been trained to ferry Hulil and visitors to her cavern (area C6) across the pool. A character who succeeds on a DC 15 Wisdom (Animal

Handling) check to convince Old Croaker to not attack the party can also convince the frog to ferry all the characters across the pool one at a time.
C6. Hulil's Cavern

When the characters can see into this area, read:

A warm rush of heat comes from a massive fire burning in the center of this cavern, its smoke venting up through a narrow stone chimney. The flames illuminate a
rough painting of a five-headed dragon that dominates the north wall. A bedroll is spread out beneath the mural. Near the crackling blaze, a dwarf bundled in a heavy
cloak sits on a stone chest beside an elf whose face is covered in dragon tattoos. The dwarf’s face is streaked with pulsing blue veins.

lil Lutan (a neutral evil, female mountain dwarf cult fanatic with a walking speed of 15 feet, darkvision out to a range of 60 feet, resistance to pois

age, and advantage on saving throws against poison) and her apprentice, Raegrin Mau (a neutral evil, male wood elf cultist with darkvision out



¢ Hulil believes she has a disease called frigid woe. Though she doesn’t know any more about the disease than its symptoms, she’s heard rumors that
explorers in Eiselcross sometimes succumb to it.

¢ Hulil has guessed that her affliction was caused by one of the blue vials Tulgi stole from Pelc’s Curiosities, originally sold by Urgon Wenth. The vial
was cracked, revealing that its lovely color was the result of a dark blue dust clinging to the interior.

¢ She is desperate to get to Shadycreek Run before the malady runs its course, hoping that she can trade the goods stolen by Tulgi for a cure.

Hulil used one of the vials to trap the chest containing the other stolen items (see “Stone Chest” below). Needing quick cash for the trip, she sold the other

vial to Irven Liel, a human merchant staying at the Jolly Dwarf inn in Palebank Village while traveling with his family to Uthodurn.

Stone Chest

The stone chest’s outer lid is carved with the face of a dragon. A character who examines the chest and succeeds on a DC 12 Wisdom (Perception) check
finds pin-sized openings in the dragon’s mouth that contain a blue powder. The powder can be removed with a successful DC 15 Dexterity check using
thieves’ tools. A character who fails this check must succeed on a DC 11 Constitution saving throw or contract frigid woe (see the “Eiselcross” section of

chapter 3).

A detect magic spell reveals that the chest radiates an aura of evocation magic. When a creature touches the chest without speaking a prayer to Tiamat, a
gust of wind escapes the dragon’s mouth. If the blue powder is still in the dragon’s mouth, it forms a cloud that fills a 15-foot cube in front of the chest.

Each creature within the area must succeed on a DC 11 Constitution saving throw or contract frigid woe.

Treasure

The chest contains the rest of the treasure found by Urgon Wenth—a gilded scroll case covered in a cosmological map of the multiverse (worth 15 gp), a
jade statuette of a storm giant (25 gp), a quiver containing six +7 arrows, and a silver ring set with a jasper stone (50 gp). It also holds Hulil's wealth—415

cp, 234 sp, 43 ep, and 112 gp—and a receipt indicating that Hulil sold a blue glass vial to Irven Liel for 100 gp.

Development

When the characters are done exploring Croaker Cave, they should know the blue glass vials found by Urgon Wenth are the source of the strange malady

can

Jolly Dwarf
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explains that they met Hulil Lutan on the road to Palebank Village. She said she was moving and needed to shed some possessions, so she offered h

characters, handing it to them wrapped up in a cloth. Any character who touches the vial directly must succeed on a DC 11 Constitution saving throw or

contract frigid woe.
Development

Once the characters have the cracked vial, they can report back to Elro Aldataur. He pays them 100 gp as promised but asks the characters to stay in

town. He is quite certain he'll have need of their services again soon.

The next morning, Elro comes to the characters with somber news. Irven, Fenton, Honor, and Magic are all afflicted with frigid woe. Seeing the blue powder
in the vial has allowed Elro to consult old lore and learn a few things about the disease. (If the characters didn’t learn the name of the affliction from Hulil,

Elro is the source of that name as well.)

Elro knows that frigid woe is said to have only one cure—a milky liquid the Aeorians stored in gold vials. He hopes that the cure might be found in the
same place Urgon found the vials of frigid woe in Eiselcross. The retired ranger asks the characters to travel to the islands of Eiselcross and retrace
Urgon’s path, hoping they can find the cure. He offers the party 200 gp for the task, and reminds them that time is of the essence for Irven and his family—
not to mention for any characters infected with frigid woe. If the characters accept, Elro gives them a day to prepare and tells them to find him at the

village docks when they're ready to set sail.



SAILING TO EISELCROSS

NPCs Infected with Frozen Woe

The characters are in a race against time to cure Irven and his family (and possibly Hulil and Tulgi Lutan, if the characters are feeling merciful toward
those two hardened criminals). Irven and his family have at least sixty days before any of them might die, Hulil has at least thirty days, and Tulgi has at

least twenty days. You can make saving throws for these NPCs against the disease every ten days, or you can just decide their final fates.

Voyage of the Remorhaz

It takes the Remorhaz nine days to get to Syrinlya. This trip could be uneventful, or you could populate the ship with interesting NPCs and have the

characters encounter ocean monsters, Revelry pirates, or severe weather.

When the ship reaches Syrinlya, read:

The temperature has steadily dropped since you left Palebank Village, yet it seems to grow colder still as you step off the ramp of the Remorhaz onto Foren. Through
windy snow, you can see fur-lined tents and yurts arranged in a large camp. Campfires are whipped by the wind, with dwarves and elves huddled close to the flames.

“Don’t worry! It'll cool down here eventually!” a joking voice bellows over the snow. A female dwarf with a shaggy mane of unkempt hair bows to you. “Morgo Delwur at
your service. Welcome to Eiselcross!”

rgo Delwur (a neutral good, female mountain dwarf werebear) has lived in Syrinlya for years. She can show the characters around and answer any

stions they have about the settlement, providing any of the details found in chapter 3. If the characters ask about Orvo Mustave or the Buyer, Morg



Morgo gestures to the groups of dwarves and elves huddled and chatting around campfires. “They’re plan
“That's what this whole place is about. If you ain’t exploring, you ain't banking gold.”

The dwarf stops in front of a large fur-lined yurt. “You can stay here. Belonged to a fool rich elf named Ber
inside of a saber-toothed tiger instead. Should be some food and the like in there. It's yours now.”
Bertron’s Yurt

The characters are welcome to this yurt during their time in Syrinlya. When they first enter, read:

The sound of wind and the biting cold die down as you enter the yurt. A cold fire pit marks the center of the hide-covered floor. An open crate containing packaged
rations and a few other items stands next to the door.

Once the characters are settled, Morgo wishes them luck and leaves to prepare for an expedition of her own (see the “Can You Help Us?” sidebar). The
crate contains 50 days of rations, a 50-foot silk rope, a blanket, a grappling hook, a miner’s pick, and a book titled Adventure Sexy: Impress Potential

Lovers with Great Deeds by Scanlan Shorthalt.

The Buyer

Morgo Delwur or any other resident of Syrinlya can point out the Buyer’s hut to the characters. It is Syrinlya’s largest yurt. When the characters enter, read:

L
The pungent scent of incense fills this yurt, whose walls are painted with glowing arcane runes. A brass brazier burns brightly at the center of the floor, around which
are set a few plush chairs, a bed, and a large stone chest. On one of those chairs sits an elf reading a book. A small dragon with green butterfly wings is curled in the
elf's lap.

.

The Buyer (lawful neutral, nonbinary, high elf mage) is a mysterious elf who purchases Aeorian relics in Syrinlya for the Uthodurnian government. See the
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A campfire burns in front of this small tent, whose flaps are open. Inside the tent sits a young dwarf whose face is scarred as though scratched by a large claw. A
shortsword is casually laid across his lap as he warms his outstretched hands.

Orvo Mustave (a chaotic good, male mountain dwarf scout) is a curious and soft-spoken explorer. He enjoys uncovering the secrets of Eiselcross as much
as he does uncovering the region’s treasures. He is genuinely interested in the characters’ lives, and asks them lots of questions after inviting them to

share his fire.

Orvo's Story
Orvo is grief-stricken to hear about the demise of his friend Urgon Wenth. If the characters ask Orvo about the blue vials that brought disease to Palebank

Village, Orvo shares the following information:

¢ Orvo and Urgon found the blue vials in Salsvault, an Aeorian ruin partially submerged in water in a region of Foren where the glacial ice is thin.
Explorers call this region Thin Sheets. Orvo believes the ruin is as well preserved as it is because the structure was reinforced with magic, as were
many of Aeor’s buildings that housed hazardous materials or secret projects.

¢ Salsvault is two hundred miles northwest of Syrinlya. Ice mephits are drawn to the magic of something at that location. Orvo and Urgon found the ruin
after following one of the creatures.

¢ Salsvault appears to have been an Aeorian lab. Orvo and Urgon explored only three of its chambers before being chased away by animated suits of
armor.

¢ The dwarves didn’'t know what the vials contained.

¢ Orvo sold his share of the treasure from Salsvault to the Buyer. Urgon decided to hang onto his share until he returned home to Palebank Village.

Into the Wilds

After speaking with Orvo, the characters can make whatever preparations they need before heading into the wilds of Eiselcross. If they wish to obtain

more supplies before setting out, there are no shops in Syrinlya, but many of the explorers at the camp are willing to trade goods and equipment.
Overland Travel

The characters must travel two hundred miles over ice and snow to reach Salsvault, the ruin where Urgon Wenth found the vials of frigid woe. It's up to the
characters whether they want to move at a fast, medium, or slow pace (see “Movement” in chapter 8 of the Player’'s Handbook). If any character has a

walking speed of less than 25 feet because of a frigid woe infection, use the Reduced Travel Speeds table to determine how far the party can travel in a

day.
Reduced Travel Speeds
Slowest Character Speed Slow Pace Medium Pace Fast Pace
15-20 ft. 12 miles 18 miles 24 miles
5-10 ft. 6 miles 12 miles 18 miles
the charact s travel, use the “Encou in chapter encounters. iles, the ¢
s. This region is known ice overd he rules for f in chapt

s Guide).



As the characters approach Salsvault, read:

Through wind-whipped snow and biting cold, you notice a half-submerged, dark-blue stone building poking up through the ice. A gray stone door is carved to look like a
face with a half-exposed skull. Scribed above the door is the word “SALSVAULT.”

Ziro and Glacies, two ice mephits, hide near the entrance to Salsvault, waiting for someone to open the door. A character with a passive Wisdom
(Perception) score of 13 or higher notices the mephits. If any characters interact with the mephits, they attack in response. If the characters don't notice
the mephits, the creatures follow them inside Salsvault, attracted to the frigid woe within. The first time the characters enter an area containing vials of

frigid woe, the mephits seek out and break the vials, reveling in releasing the cold-based magical energy within.

Sealed Entrance
The entrance to Salsvault is frozen shut. The characters can force the door open with a successful DC 15 Strength check or by dealing 10 bludgeoning or
fire damage to the ice that seals the door. Unsealing the door with bludgeoning damage draws the attention of three suits of animated armor in area S3,

which gather in area S1 and attack the characters as soon as they enter.

P 5.10: SA



radiating from the doors and walls. Each door and each 10-foot section of wall has AC 17; 27 hit points; resistance to bludgeoning, piercing, and slashing

damage; and immunity to poison and psychic damage.

If an area’s description notes a locked door, the lock can be picked with a successful DC 15 Dexterity check using thieves’ tools, or the door can be forced

open with a successful DC 18 Strength check. Ferol Sal (see area S17) carries a master key that locks or unlocks all the doors in Salsvault.

Aeorian Robes
The undead in the complex wear archaic-looking robes. With a successful DC 12 Intelligence (History) check, a character recognizes the robes as being of
Aeorian style. The characters can also find intact robes of the same style in the complex. Constructs and zombies in the complex don’t attack a character

wearing intact robes, unless the character attacks first.

Eastern Slope

Salsvault is tilted in the ice, with its east side lower than its west side. Every area within the complex features a gentle slope downward to the east.

Light

Unless otherwise noted, wall sconces with continual flame spells cast on them brightly light the interior of Salsvault.

Temperature

Though Salsvault’s interior is guarded from wind and snow, the temperatures within the structure are still well below freezing.

Water
Some areas of Salsvault are partially filled with seawater flowing in from beneath the ice of Thin Sheets. A creature that starts its turn in the frigid water
must succeed on a DC 10 Constitution saving throw or gain one level of exhaustion. Creatures that lair within the water in the complex are immune to this

effect.

Denizens of Salsvault

Many of the creatures the characters can encounter in Salsvault have similar characteristics and tactics.
Several sea creatures haunt the submerged areas of the complex. These beasts attack characters who enter the water, fighting until reduced to half thei

Bieasiats or fewer before fleeing.

Constructs
When Salsvault crashed into Foren, a number of its construct guardians survived. Those constructs continue to guard the complex, fighting intruders un
they flee Salsvault. The constructs won't leave the complex willingly and won't pursue characters who do so. The constructs don't attack the undead of

til

Salsvault, understanding on some level that those undead are the remains of the people who created them.
da

Undead tac
re impact, Ferol Sal, the necromancer in charge of Salsvault, release
eturn as undead. Most of those affected returned as zombies that at

inued to work obsessively in his personal lab (area S17) ever since.
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. Entrance Chamber

The heavy stone walls of this room dampen the cold and the howling wind outside. An inscription in what looks like Draconic runes is carved into the east wall.

ic version of Draconic that was spoken in ancient Aeor. It can be read by any character who can read Draconic with a few
minutes of study, or by anyone with access to a comprehend languages spell or similar magic. The message reads: “Welcome to Salsvault! Visitors,
please wait here for an escort, and DO NOT TOUCH ANYTHING WITHOUT PERMISSION.”

If the characters make any noise louder than a whisper in this chamber, the suits of animated armor in area S3 come to investigate.

Locked Door

The door that leads to area S4 is locked (see “Salsvault Features,” at the beginning of this section).

Open Door
The door that leads to area S2 is slightly ajar. A character who examines the door and succeeds on a DC 10 Intelligence (Investigation) check notes that it

was recently forced open (by Urgon and Orvo when they explored Salsvault).

S2. Ransacked Frigid Woe Laboratory

Stone tables lie in pieces on the floor at the east end of the room. Two open stone chests stand against the west wall. A layer of fine sand coats the inside of the
chests and the floor around them.

If the characters make any noise louder than a whisper in this chamber, the suits of animated armor in area S3 investigate the noise.

Any examination of the chests reveals that they are built into the floor. A character who examines the sand on the ground near the chest and succeeds on
a DC 12 Wisdom (Perception) check notices two sets of dwarf-sized boot prints (from Orvo and Urgon) as well as two sets of boot prints made by human-

sized feet (the animated armor from area S3).

S3. Animated Armor Laboratory

Pieces of rusty plate armor are scattered about this chamber amid the rubble of destroyed stone furniture. An anvil built into the floor stands in front of a cold furnace
to the southwest. Across the room from the furnace, two humanoid feet stick out from a pile of rubble.

Two suits of animated armor normally stand guard in this chamber. If the armor didn’t leave to investigate disturbances in areas S1 or S2, both suits are

here when the characters arrive, and you can add the following:

Two full suits of steel armor stand upright but empty in the middle of the chamber, their gleaming surfaces a stark contrast to the rusty pieces lying nearby.

scue Mission

of the blacksmiths who worked in this chamber was crushed by a stone table that broke into rubble when Salsvault crashed into Foren. S



Smashed stone tables litter the floor in this chamber. Two stone chests built into the floor stand next to each other along the far wall. A door to the west is inscribed
with words in Draconic runes. A large iron lever is flipped into the up position on the wall next to the door.

inscription in archaic Draconic reads: “Disease storage. Authorized personnel only.”

Chests
These stone chests are locked (see “Salsvault Features” at the beginning of this section) and magically trapped. When a creature makes a failed attempt
to pick the chest’s lock, or attacks or attempts to force the chest open, the chest shoots a beam of cold energy at the creature. The beam is +4 to hit and

deals 4 (1d8) cold damage on a hit.

A character who searches the exterior of either chest and succeeds on a DC 13 Wisdom (Perception) check finds an archaic Draconic word for “ice”
carved in tiny letters near the hinges. With a successful DC 10 Intelligence (Arcana) check, a character senses that the inscription is connected to a trap.

Scratching out the inscription with a tool or a weapon causes the trap to stop functioning on that chest.

Each chest is packed with fine sand, within which are nestled two vials of frigid woe (see the “Vials of Frigid Woe” sidebar earlier in this adventure).

Iron Lever
A character who examines the lever notices spots of faded red paint on it with a successful DC 13 Wisdom (Perception) check. As an action, a creature
can pull the lever down, causing flames to shoot down from the ceiling in area S5. Even with the door closed, a hiss can be heard in this area when the

flames are active. A creature can use an action to push the lever back up, which shuts off the flames. See area S5 for more information on this hazard.

Locked Doors

The doors from this area to areas S1 and S5 are locked. The door to area S5 is also trapped.

Trapped Door
A detect magic spell reveals an aura of conjuration magic radiating from the locked door to area S5. When a creature makes a failed attempt to pick the

door’s lock, or attacks or attempts to force the door open, that creature is teleported into the middle of area S15.

A character who searches the door and succeeds on a DC 13 Intelligence (Investigation) check finds an archaic Draconic word for “disappear” carved in
tiny letters near the foot of the door on both sides. With a successful DC 10 Intelligence (Arcana) check, a character senses that the inscription is

connected to a trap. Scratching out either inscription with a tool or a weapon causes the trap to stop functioning.
S5. Disease Storage

If the iron lever in area S4 has been raised, read the following when the door to this room is opened:

A wave of heat hits you from the wall of roiling flame that fills this area, shooting down from the ceiling.

If the flames are off, read:

The only things to be seen in this room are eight chests built into the floor along the far wall.



Three human zombies in ta

Salsvault (areas S7-S12)

S7. Unoccupied Dorm

Four unmade beds are built into the east and west walls here, each with a footlocker tucked beneath it.

One of the footlockers holds an intact Aeorian robe (see “Salsvault Features” at the beginning of this section).

S8. Ruined Dorm

Salsvault’s crash into Foren destroyed the magic torches in this room, leaving it shrouded in darkness. When the characters can see into this area, read:

Debris from broken stone furniture covers the floor. The walls here are cracked, as if they once supported built-in shelves that have been reduced to rubble.

The floor of this chamber is covered in rubble, making it difficult terrain. A rug of smothering is hidden beneath the rubble. A character with a passive

Wisdom (Perception) score of 12 or higher notices the rug, but gets no hint that it is animated.

A search of the rubble and a successful DC 14 Wisdom (Perception) check turns up an intact Aeorian robe (see “Salsvault Features” at the beginning of

this section).

S9. Zombie Dorm

When the characters can see into this area, read:

Footlockers are tucked beneath four beds attached to the north and south walls. In the middle of the room, four zombies in tattered robes shuffle around, softly
knocking into one another without caring.

four zombies attack as soon as they see intruders. The footlockers are empty.
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This room is in immaculate condition, apparently having been cleaned up after the destruction seen elsewhere in the complex. A crisply made bed stands at the center
of the west wall, with small tables off to either side. The room also contains a stone desk set with a chair, and a chest built into the floor.

Though the undead Ferol no longer sleeps here, he and the zombies tidied up his personal space after Salsvault crashed into Eiselcross.

Chest
The chest contains Ferol's treasure (see below), along with a swarm of undead snakes that attacks any creature that opens the chest. The swarm uses

the stat block for a swarm of poisonous snakes, with these changes:
¢ The swarm is made of Tiny undead that don't require air, food, drink, or sleep.

¢ The swarm has immunity to poison damage and the poisoned condition.

Desk
Any search of the desk turns up a bottle of dried ink, several used quills, five sheets of blank parchment, and a piece of paper with a faded message
written on it in archaic Draconic. A character who understands Draconic can spend a few minutes to piece together the meaning of the note, or it can be

deciphered with a comprehend languages spell or similar magic. The note reads:

To whomever finds this:

All my people are dead: my family, my friends, and my workers. |, too, am dead. Were it not for my quick thinking and prowess with necromancy, our important work at
Salsvault would be over. | continue to labor in my undead form, trying to find a sickness that can infect the gods themselves. If | have perished, | implore you to find my
lab, find my notes, and finish my work. The gods must pay for Aeor’s destruction.

—Ferol Sal

Treasure

The chest contains 1,006 sp, 45 ep, and 201 gp in Aeorian coinage.
S11. Kitchen

Salsvault’s crash into Foren destroyed the magic torches in this room, leaving it shrouded in darkness. When the characters can see into this area, read:

Iron pots, pans, utensils, and frost-covered food covers the floor of this kitchen. A steel stove is built into the west wall.

When the characters enter the room, four animated kitchen knives fly up from the floor and attack. The knives are flying swords, with these changes:
¢ Each knife is a Tiny construct with 12 (5d4) hit points and a challenge rating of 1/8 (25 XP).

¢ Instead of a longsword attack, each knife makes a melee attack (+4 to hit) that deals 3 (1d4 + 1) piercing damage on a hit.

0ld frozen cheese, bread, meat, and produce cover the floor, all well rimed and inedible.

S12. Dining Hall

The remains of broken tables and chairs are piled along the east wall. Two human zombies in tattered robes shuffle aimlessly around each other at the center of the
chamber.

The two zombies occupying the dining hall attack any intruders. All the other features of this room have been reduced to rubble.
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Water ebbs and flows through a large opening along the east wall of this ruined library. Rotting parchments and waterlogged tomes are spread everywhere, fallen from
cracked stone shelves.

The water is deeper than it appears beneath the ruined books and parchments, with the floor along the eastern side of the room having collapsed to a
depth of 15 feet. A giant octopus hides here, having claimed this room as its lair. A character who succeeds on a Wisdom (Perception) check opposed by

the octopus’s Dexterity (Stealth) check notices the beast. See “Salsvault Features,” earlier in this section, for the effects of entering the water.

Treasure
A character with a passive Wisdom (Perception) score of 12 or higher, or one who succeeds on a DC 12 Wisdom (Perception) check, notices a watertight

scroll case floating in the water. The case holds two spell scrolls of detect magic.
S14. South Hall

Three well-preserved human zombies in tattered robes roam this hall aimlessly, attacking any intruders that catch their attention.

S15. Animated Weapon Storage

The door to this room is locked. When the characters can see into this area, read:

Broken blades, cracked hammers, frost-rotted spears, and other ruined weapons are spread out across the floor, fallen from the empty iron weapon racks that line the
walls.

The mages of Salsvault stored animated weapons in this room, most of which were destroyed in the crash. Five flying swords lay among the debris,

attacking any characters who enter.

The broken weapons on the floor make this area difficult terrain. Any creature that falls prone in this room takes 2 (1d4) piercing damage.
S16. Golem Laboratory

As the characters approach this room, read:

A large red X is painted across the stone door before you. Violent banging and the sound of heavy objects being tossed around emanates from the chamber beyond.

The door is locked. If the characters open it, read:

As you open the door to this debris-filled room, a humanoid creature made of pieces of stitched-together flesh charges toward you. The monster’s body is covered in
wounds, and broken pieces of bone stick through its skin at odd angles.

mad from the damage it took. Ferol locked the golem in this room a



nly bits of bone,

S17. Ferol's Laboratory

Six long stone tables are set with steel and glass laboratory equipment in this chamber, whose walls are lined with shelves holding all manner of strange knickknacks
and tools. An armed humanoid with white skin and red eyes moves from table to table, adjusting bubbling mixtures and carefully adding reagents.

The undead Ferol Sal has worked tirelessly in the laboratory for centuries, obsessed with crafting a disease that can kill the gods. Despite having made no

progress in all that time, he keeps working. Ferol is a wight with an Intelligence of 16 (+3).

Roleplaying Ferol

Ferol knows nothing of Exandria’s history since Aeor’s crash, and his memory of the distant past is almost as hazy. His transformation into a wight and the
centuries of solitude since have driven him quite mad. He cares only about taking revenge on the gods—who he incorrectly assumes are still active in
Exandria. As a resident of Aeor, Ferol doesn’t speak Common, though he can communicate in the archaic Draconic of Aeor, as well as an archaic form of

Elven. Characters who speak Draconic or Elven can communicate with him, albeit slowly.

When Ferol notices the characters, he demands to know what they’re doing in Salsvault. Any character who claims they have come to help Ferol with his
work and succeeds on a Charisma (Deception) check opposed by the wight's Wisdom (Insight) check earns the undead’s trust. The check is made with

advantage if characters who found and were able to read the note in area S10 mention Ferol’s plans to craft a god-killing disease.

If Ferol trusts the characters, he tells them to stay away from the locked golem lab (area S16). If they ask about the cure for frigid woe, he tells them they
can find it locked in a chest in what he calls the curative laboratory (area S18). A character who succeeds on a DC 15 Charisma (Persuasion) check can

convince Ferol to provide the key that safely unlocks the chest.

If the characters don't earn Ferol’s trust, the wight attacks, fighting until destroyed.

Ferol’s Keys
Ferol carries two keys: one that works all the doors in Salsvault and another that works all the chests built into the floor within the complex (see “Salsvault

Features”).

Shelves
The shelves hold spell components, reagents, and laboratory supplies that are far past their prime. However, a character who spends a few minutes

searching the shelves can collect enough workable tools and reagents to put together a set of alchemist’s supplies.

Tables
Each table holds a working set of alchemist’s supplies that Ferol uses to experiment with frigid woe. If a creature is forcibly moved into a table, the

delicate equipment on that table breaks and the creature must succeed on a DC 11 Constitution saving throw or contract frigid woe.

S18. Drowned Curative Laboratory

A cold wind howls through the collapsed east wall of this huge chamber, whose far side is completely submerged under frigid seawater. A dense bed of kelp grows up
from the submerged floor, obscuring any sight of what lies below. Broken glass and the remains of shattered tables cover the floor in the dry section of the room.

Aeorian mages worked in this chamber to ensure that they could cure the diseases they created. Four giant crabs now lair here, hiding beneath the kelp in

5-foot-deep water and attacking any creatures that intrude. A character with a passive Wisdom (Perception) score of 14 or higher notices the cr
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Concluding the Adventure

You can roll for random encounters on the way back to Syrinlya (see “Encounters in Eiselcross” in chapter 3), or you can allow the characters an
uneventful trip as reward for a job well done. When the characters arrive in Syrinlya, they can arrange for the Buyer to teleport the antidote for frigid woe to

Palebank Village. After doing so, the elf pays out the 200 gp reward on behalf of Elro Aldataur.

If the characters don't successfully recover the frigid woe antidote in time to save Irven and his family, all four family members succumb to the disease. If

the characters are successful, they have the thanks of Elro Aldataur, Irven and his family, the people of Palebank Village, and the explorers of Syrinlya.
Character Advancement

At the end of this adventure, the characters reach 3rd level. This might mark the beginning of a campaign in the Biting North. In particular, the Buyer
suggests that the characters could easily find their fortunes exploring Eiselcross. Alternatively, their success in this mission might inspire the characters

to seek out new realms and new adventures elsewhere in Wildemount.
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FROZEN SICK CH. 6: WILDEMOUNT TREASURES

Unwelcome Spirits

An elder warlock from the goblinoid swamp village of Urzin has been kidnapped by soldiers of the Dwendalian Empire. Now the machinations of an evil
imperial inquisitor might unleash an evil that could threaten the garrison at Fort Venture and the goblinoids of Urzin alike. “Unwelcome Spirits” is a
Wildemount adventure that takes characters from 1st to 3rd level, and which introduces them to Wildemount's desolate and foreboding Eastern Wynandir

region.

If your players are using the heroic chronicle to create their characters (see chapter 4), you can talk with them about creating characters with ties to Urzin
or nearby Xhorhasian settlements. Alternatively, characters from elsewhere might be traveling to Urzin, whether individually or as a group. Since this
adventure ties directly to the Kryn Dynasty’s conflict with the Dwendalian Empire, you can also ask each player to consider their character’s stance on the

war and how the war might tie into their background.
Story Overview

Trouble has come to the roaming village of Urzin, which slowly ambles through the wastes of Xhorhas atop the massive, mossy shells of horizonback
tortoises. The village's elder seer, the goblin warlock Bol'bara, has gone missing. Three nights ago, while foraging by night for rare alchemical ingredients,
Bol'bara was beset by a cadre of Dwendalian Empire soldiers near the foothills of Brokenveil Bluffs. On the orders of an imperial inquisitor named Parson

Pellinost, the goblin warlock was forcefully escorted to the local garrison for questioning—and for magical experimentation.

What neither the imperial forces nor the goblinoids of Urzin know is that Bol'bara was performing a series of rare communal rites near a site of major
arcane significance. With those rites interrupted, she is now in the throes of possession by her patron, a shadow demon known as Trush. If its dark power

is set free, Trush could wreak havoc across the wastes of Xhorhas, using Bol'bara as its worldly vessel.
Adventure Summary

In the political absence of the champion chief of Urzin, Sunbreaker Olomon, the village’s proud and protective acting leader is Ogre Lord Buhfal Il. Buhfal
seeks to resolve the plight of the missing warlock, Bol'bara, which he worries will threaten the frail alliances among the village’s restless goblinoids. He
and his advisors suspect the nearby imperial outpost at Fort Venture has something to do with Bol'bara’s fate. However, Buhfal knows that goblinoids
advancing on Fort Venture will draw reprisals against Urzin, so he seeks an outside group who might more easily seek the warlock there and bring her

back to help safeguard the settlement.

At Buhfal's behest, the characters must chart a course to the Brokenveil Bluffs with the help of a hobgoblin guide, locate Fort Venture, and extract Bol'bara.
Unfortunately, the reckless aims of the imperial inquisitor Parson Pellinost and his lackeys work to undermine their efforts. Without a timely interruption,
the torturous interrogation of Bol'bara will lead to her possession by Trush, her shadow demon patron—and to a series of calamitous arcane events.

Trush’s demonic rampage will start at Fort Venture before wending its way back to Urzin—and it's up to the adventurers to do something about it.
Setup and Starting Points

Before starting the adventure, work with your players as they talk about why their characters have come to Urzin. Details regarding this unique settlement
and its politics can be found in chapter 3. The horizonback tortoises that give the village its mobility are detailed in chapter 7. Goblinoid or orc characters
might be residents of Urzin, but characters of other races are probably visitors to this remote settlement—and are probably feeling very much out of their

element.

This is also a good time to figure out if the characters already know each other or if this adventure is the first time they’'ve met. If none of the characters

are goblinoids, they most likely already make up an adventuring party and have traveled to Urzin together.
Mission in Urzin
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Whether the characters are local to the area or have traveled to Urzin, the adventure starts with them being summoned to an audience with Ogre Lord
Buhfal ll, leader of the village. The characters might have made it known that they are mercenary adventurers seeking work, or they might simply look the
part. Alternatively, if they are all strangers to the village, Lord Buhfal might approach them simply because he wants there to be no connection between the

characters and the village if their intended mission goes bad.

The tone of the adventure and the read-aloud text assumes that the characters find Urzin a strange and exotic location. If the party consists of some or all

goblinoids or other natives of Urzin, adjust the flavor and the read-aloud text accordingly.

Once the players are ready to begin, read or paraphrase the following to set the scene:

The rank odors of the Brokenveil Marsh mingle with the musty aroma of a fleet of gargantuan reptiles as you traverse the rickety rope bridges above Urzin. This strange
goblinoid village moves slowly and endlessly through the swampy Xhorhasian wastes, its structures set atop the massive shells of horizonback tortoises. Urzin's
monstrous residents pay you little heed until you approach the large, ramshackle hall of Ogre Lord Buhfal Il—a towering structure of haphazard timber and scrap.

If the characters enter the hall of Ogre Lord Buhfal Il, add the following:

The din of the swamp and the hushed chatter of Urzin's residents is muted as you step through the folds of a heavy leather curtain into the chamber beyond. There, the
reek of the marsh is quickly replaced by the favorable scent of roasted meats and spiced wine. Orc attendants gesture you toward a litter of dingy furs before the seat
of Buhfal II, who allows you to settle in before his baritone voice issues a welcome.

“Eat. Drink. But be wary, for the empire has come to Xhorhas, bringing damnation with it!”

Ogre Lord Buhfal ll—a lawful evil, male ogre with an Intelligence score of 10—explains the current situation to the characters:

¢ Since his father was slain forty years earlier by the Kryn paragon Sunbreaker Olomon, Buhfal Il has seen a slow swell of discontent among Urzin’s
goblinoid population, who labor tirelessly to execute the Kryn Dynasty’s clandestine agendas. An increasing number of Urzin's residents look to Buhfal
and his advisors for leadership, despite the dynasty’s overt hold on the area.

¢ Three nights ago, Buhfal's most trusted counselor, the goblin witch Bol’bara, journeyed to the foothills of the Brokenveil Bluffs to the west, where she
regularly forages for ritual components. She never returned.

¢ Buhfal doesn't know what happened to her, but he knows that Dwendalian Empire patrols had been spotted in the area in previous weeks. The patrols
strike out from an outpost known as Fort Venture, which watches over the Brokenveil Bluffs.

¢ An elder villager who remembers the reign of the first Buhfal, Bol'bara is Urzin’s chief loremaster and a pivotal ally in both the ongoing battle against
the empire and the enduring struggle against the cruel environs of the Xhorhasian swamps. Little is known of Bol'bara’s otherworldly patron, but her
warlock powers are respected by all.

« Without Bol'bara’s arcane protections and political guile, Buhfal fears his people will grow submissive to the Kryn Dynasty’s whims, making Urzin a

more notable target for imperial reprisals.

Buhfal’'s Boon

Buhfal hires the characters to locate the goblin warlock and retrieve her. For rescuing Bol’bara from her kidnappers, the ogre lord agrees to pay 200 gp and

to provide the characters with “premium weapons.”

Buhfal suggests that the characters begin by reconnoitering the imperial garrison at Fort Venture to the west, under the keen supervision of a hobgoblin

scout named Morgid.

Preparing for the Journey

As they make preparations, the characters discover that the “premium weapons” Lord Buhfal promises are anything but. Each character receives their
choice of any simple melee weapon from chapter 5 of the Player’s Handbook, but these are crude weapons of goblinoid design. With resources scarce in

Urzin, goblinoid-made weapons are often hastily crafted and cheap.
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Characters looking for better gear can equip themselves (at normal prices) for the journey through Brokenveil Marsh by visiting one of Urzin's merchants.

Popular stops in the village include the following:

¢ Graaf the blacksmith (a lawful neutral, male orc) for weapons and armor
¢ Quartermaster Krekk (a lawful evil, male goblin) for tools and adventuring gear

* Vreya Trestilya (a chaotic good, agender drow) for bows, crossbows, arrows and bolts, as well as simple hunters’ traps

Exploring Brokenveil Marsh

The area between Urzin and Fort Venture is encompassed by the boggy morass of the Brokenveil Marsh. Unless otherwise noted, all areas of the marsh
are difficult terrain. The bog water in the marsh averages from 1 to 5 feet deep, but is too shallow and weed-bound for boats or rafts. Tiny creatures must

have a swimming speed or be carried to traverse this watery terrain.

Any character not used to this environment who takes a short or long rest within the swamp without being on raised dry ground must make a DC 11

Constitution check. On a failure, the character contracts sewer plague (see “Diseases” in chapter 8 of the Dungeon Master's Guide).

Key areas of Brokenveil Marsh are noted on map 5.11. Each hex on the map measures 1 mile across. Characters moving at a normal pace can travel 10
hexes per day on foot through the swampy terrain.

Navigation

Have the players designate one party member as the navigator. The navigator might be an NPC, such as Morgid the hobgoblin or some other guide, and
the party can switch its navigator day to day.

At the start of each new travel day, the DM makes a DC 15 Wisdom (Survival) check on behalf of the navigator. This check determines whether or not the
party becomes lost over the course of the day. Apply a +5 bonus to the check if the group sets a slow pace for the day, or a -5 penalty if the group is

moving at a fast pace. It's possible to get lost on a river by following a tributary instead of the main branch.
If the check succeeds, the navigator knows exactly where the party is on the players’ map of Brokenveil Marsh throughout the day.

If the check fails, the party becomes lost. Each hex on the map is surrounded by six other hexes; whenever a lost party moves 1 hex, roll a d6 to randomly
determine which neighboring hex the party enters, and don’t divulge the party’s location to the players. While the party is lost, players can’t pinpoint the
group’s location on their map of Brokenveil Marsh. The next time a navigator succeeds on a Wisdom (Survival) check made to navigate, reveal the party’s

actual location to the players.
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MAP 5.11: BROKENVEIL MARSH

Describing the Journey

The following boxed text describes the characters’ first foray into Brokenveil Marsh and assumes Morgid, their hobgoblin guide, is leading them:

Boggy wetlands covered with waist-high water spread as far as the eye can see as you venture deeper into the mist-laden expanses of the Brokenveil Marsh. Morgid,
your hobgoblin guide, knows the route you must follow, but that path leads through a hazardous morass and the territory of unknown monsters.

While you take a brief rest on a patch of relatively dry land, Morgid produces a scrap of bleached leather from his belt—a map of the marsh. His eyes narrow as if trying
to pierce the fog ahead as he glances from the marsh to the map and back again.

“The marsh loves outlanders like you,” he murmurs. “Loves to gobble ‘'em up, bones and all. But worry you not, my friends. Morgid will lead the way. Maybe three days of
swamp to sift through till we reach Fort Venture. And then it's your time to shine.” The wild-eyed hobgoblin stuffs the map back into his belt and briskly wades into the
bog once more, motioning for you to follow.

Morgid (a neutral, male hobgoblin) is an able scout, but his allegiance is tenuous. He gladly shares his map with the party and is keen to join in on the

investigation of any landmarks or other points of interest, even as he warns of the importance of not dallying in the marsh. However, if the hobgoblin loses

half or more of his hit points during a single combat encounter, he abandons the party unless one of the characters succeeds on a DC 15 Charisma

(Persuasion) check to convince him otherwise.

Random Encounters

In addition to the fixed locations the characters pass through, encounters can occur at any point as the characters venture through the unwelcoming

environs of Brokenveil Marsh. While the characters are traveling or camping in the swampy wilderness, roll a d12 three times per day of game time,

checking for encounters each morning, afternoon, and evening or night. An encounter occurs on a roll of 16 or higher. Roll a d20 and check the Brokenveil

Marsh Encounters table to determine what the characters encounter, or choose an encounter you like.

Brokenveil Marsh Encounters

d12
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Encounter

The characters stumble onto an underwater sinkhole of indeterminate size. All plants, earth, and structures within the area are slowly receding into a
watery pit beneath the marsh. Any character with a passive Wisdom (Perception) score of 10 or higher notices the sinkhole, making it easy to avoid.
If not spotted, the area of the sinkhole is deep water, forcing characters to swim through it with successful DC 10 Strength (Athletics) checks.

While passing through a copse of blackened mangrove trees, the characters are ambushed by 1d4 vine blights that emerge from the trees’ tangled
roots. Any character with a passive Wisdom (Perception) score of 13 or higher spots the blights, but all others are surprised.

Any character with a passive Wisdom (Perception) score of 13 or higher spots a swarm of ravens flying overhead. A character with access to a map
of the area who succeeds on a DC 10 Wisdom (Insight) check intuits that the ravens are flying in the opposite direction of Fort Venture.

The characters cross paths with 1d4 + 1 bullywugs. The bullywugs are hostile but can be pacified with a successful DC 18 Charisma (Intimidation)
check, or a DC 15 Charisma (Persuasion) check if the characters are able to communicate with them.

Any character with a passive Wisdom (Perception) score of 11 or higher spots a swarm of ravenous dragonflies hovering above the nearby marsh.
The swarm uses the swarm of insects stat block.

A Dwendalian veteran leads a patrol of 1d4 + 2 guards from Fort Venture through the marsh, searching for goblinoids out of Urzin to be interrogated.
If the party includes any goblinoids, the Dwendalian forces demand those goblinoids’ immediate surrender, then attack in response to any
resistance.

The characters discover the bones of a long-dead adventurer whose skeletal remains have been picked clean by swamp vermin and years of decay.
If any character searches the bones, roll on the Trinkets table in chapter 5 of the Player’s Handbook to determine the skeleton’s last worldly
possession.

The characters are ambushed by a giant constrictor snake while wading through the murky swamp. Any character with a passive Wisdom (Perception)
score of 16 or higher spots the snake, but all others are surprised by it.

Any character with a passive Wisdom (Perception) score of 15 or higher spots a hummock of dry earth. The hummock is 1d6 feet above ground,
and a successful DC 10 Strength (Athletics) check is required to climb it. The hummock is 10 feet square and firm enough to support six characters
and their gear. Characters who take a long or short rest on this hummock avoid exposure to the swamp’s sewer plague (see “Exploring Brokenveil
Marsh” earlier in this adventure).

The characters disturb 2d4 stirges as they move through an area of the marsh set with overgrown ruins and rotting trees. Alternatively, the same
number of stirges descend on the party’s camp during a rest.
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d12 Encounter

1 Any character with a passive Wisdom (Perception) score of 12 or higher sees and hears 1d3 + 1 crocodiles moments before they attack. All other
characters are surprised by the reptiles.

Any character with a passive Wisdom (Perception) score of 12 or higher hears and smells a pack of 2d4 goblinoid ghouls approaching. There is a 20
12 percent chance that the ghoul pack contains a freshly undead guard or two from nearby Fort Venture. These ghouls are of an aquatic variety known
as lacedons. In addition to the statistics of a normal ghoul, each has a swimming speed of 30 feet.

B1. Urzin's March

As the characters push through the Brokenveil Marsh to reach the garrison at Fort Venture, the lethargic horizonback tortoises that hold the village of
Urzin aloft move through the swamp at a rate of 1 mile per day. Roll a d6 to randomly determine which neighboring hex the village enters, and don't divulge

Urzin's new location to the players.

Whenever the party is at two miles or more away from the village, Urzin's exact location can no longer be determined. Characters within two miles of the
village can zero in on signs of its movement with a successful DC 15 Wisdom (Survival) check. The characters will be forced to account for the village's

movement when they make their way back after the encounter at Fort Venture, with or without a guide.

B2. Withered Grove

Approximately four miles from Urzin, the characters come across signs of how far into the swamps the Dwendalian Empire’s patrols have reached. When

they reach this site, read:

You spy a shaded thicket of withered mangrove trees draped in a sickly veil of rotted kudzu and creeper vines. A moldering wooden raft topped with a single withered
post floats near the center of this dark and lonely copse. A gaunt form clings lifelessly to the bottom of the post, recognizable as the weathered skeletal remains of a
Dwendalian soldier.

Two swarms of poisonous snakes dwell within the knotted root system of the trees, attacking any creatures that tread or swim through the area. Any
character with a passive Wisdom (Perception) score of 14 or higher spots the swarms, but all others are surprised. After the fight, a character who

succeeds on a DC 10 Wisdom (Insight) check can deduce that the Dwendalian soldier starved to death while waiting out the relentless snakes.

Treasure

The dead soldier is clad in chain mail and rotted clothes. A mildewed pouch containing 15 sp dangles from the corpse’s belt, and a tarnished shield
emblazoned with the Dwendalian crest sits on the raft. Any character who succeeds on a DC 12 Wisdom (Perception) check made to search around the
raft locates the soldier’s longsword jutting up from the slimy bottom of the swamp, along with the scattered skeletal remains of at least two more dead

travelers.
B3. Sunken Boneyard

A boggy field littered with the bones of massive beasts has become home to a raiding party of cannibal lizardfolk. Read the following when this site

comes into view:

The fog parts ahead to reveal the skulls and bones of giant beasts rising from the marsh like a collection of morbid monuments. As you draw nearer, you spy three
horizonback tortoise skulls beneath the shadow of a gargantuan rib cage at the center of this sullen boneyard.

Six bloodthirsty lizardfolk and a corrupted lizardfolk shaman named Skr’a S'orsk have taken up temporary residence in the shadows of this titanic heap of
primordial skulls and bones. The lizardfolk regard this place as a holy site of profound religious significance. They attempt to ambush and attack any

interlopers, but are particularly brutish against non-lizardfolk humanoids.
Skr'a S'orsk worships the demon lord Sess’inek and has the following
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spells prepared:

Cantrips (at will): produce flame, resistance, thorn whip

1st level (4 slots): entangle, fog cloud

2nd level (3 slots): blindness/deafness, spike growth

3rd level (2 slots): animate dead, conjure animals (reptiles only)

The boneyard provides ample humanoid bones for the corrupted shaman’s
animate dead spell, and the heavy clubs wielded by the lizardfolk are
fashioned from massive femurs and the like. The lizardfolk are clad in a
decorative assortment of bone jewelry, and bloody war paint. Any character
who succeeds on a DC 15 Intelligence (Religion) check recognizes these
affectations as tributes to the reptilian demon lord Sess'inek. A character
who succeeds on a DC 18 Wisdom (Insight) check determines that the
lizardfolk sect’s proximity to the boneyard is fundamentally spiritual in

nature.

SKR'A S'ORSK

Treasure
The lizardfolk have dutifully stacked the skulls and bones of their victims in a mound near the center of the sunken boneyard. Although most of the
clothing and equipment of these victims has been cast aside or destroyed, any character who searches the bone mounds and succeeds on a DC 18

Wisdom (Perception) check finds 2d4 gold teeth (worth 1 gp each) among a few errant skulls.

The horizonback tortoise skulls used as dwellings by the lizardfolk are sparsely decorated with stone bedding and humanoid skull trophies. Any search of
the central skull turns up the shaman'’s trove of valuables: a wand of magic detection and a small collection of holy symbols representing various gods. A

tarnished silver amulet of Tharizdun (worth 25 gp) feels cold to the touch.

B4. Crumbling Tower

The dilapidated ruins of a pre-Calamity watchtower are slowly sinking into the swamp at this location:

A squat, square, three-story tower juts up out of the water ahead. Its crumbling stones sag with age, and half of the timeworn building’s first floor has already been
subsumed by the murky marsh. Shadowy openings mark the locations of an arched doorway at ground level and several small windows on the upper floors.

The lowest floor of this 30-foot-wide square edifice is half submerged under 5 feet of bog water, creating a claustrophobic crawlspace of muck and mire.

The ceilings of the tower are 10 feet high, and all its doors and windows have long since rotted off.

Characters who approach can see a narrow stone staircase wrapping around the crumbling tower’s inner walls. Spider webs cling to every dry corner of

the building’s interior, and serve to warn perceptive adventurers of the dangers within.

Spider Sentries
Five giant spiders have taken over the top two floors of the crumbling tower, and feast on any creatures that traverse or explore its lightless recesses. The
giant spiders won't leave the tower during daylight hours unless properly motivated by a threat. After dusk, the spiders pursue potential prey up to 100 feet

from the tower before returning.

Rotten Floors

The wooden floors of the dilapidated tower are rotten and dangerous. Whenever a creature standing on the floor takes damage, it must succeed or

12 Dexterity (Acrobatics) check or fall as a section of the floor gives way, taking 3 (1d6) bludgeoning damage.
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Bodies
The shadowy third floor of the ruins is covered with the rotting husks of swamp vermin and birds. Any character who succeeds on a DC 13 Wisdom

(Perception) check notices the remains of two dead Kryn Dynasty soldiers webbed to the walls.

Chest
Any character who searches the watery expanse of the first floor and succeeds on a DC 12 Wisdom (Perception) check finds a locked wooden chest half
buried between the slimy swamp muck and a rotted trap door. Once drawn from the water, the chest'’s rusted lock can be picked with a successful DC 18

Dexterity check using thieves’ tools, or the chest can be forced open with a successful DC 20 Strength check.

Treasure
One of the Kryn cadavers is clad in a suit of elven chain, and a normal longsword is knotted up in webs nearby. The other body isn't armed or armored, but

it wears a silver ring (worth 20 gp) on its left ring finger.

The chest contains a large selection of books and scrolls that have been thoroughly destroyed by soiled water, plus pipes of haunting carved from the

bones of a moorbounder.
B5. Bullywug Cave

An algae-covered moat surrounds a low hill and a small, murky cave, within which dwells a clan of bullywugs and their toad steeds. Read the following

when the characters first spot the hill:

The sunless mouth of a small cave is set into a stony hill rising from a scum-covered expanse of the swamp. A colony of large purple toadstools surrounds the cave on
its rocky, moss-covered isle, and a slimy path winds through the mushrooms before terminating at the cavern’s dark, vine-draped entrance.

The small hill is roughly 80 feet in diameter at its base. The stony hollow delved out beneath it is comprised of one large cave and three smaller dens

connected by a network of short natural tunnels.

Toxic Toadstools
The overgrown mushroom colony surrounding the small hill is noxious. Any character who moves through the swamp within 40 feet of the hill must
succeed on a DC 12 Dexterity (Acrobatics) check to avoid touching the large purple mushrooms, which range from 1 to 10 feet tall. Any character who

touches the mushrooms must succeed on a DC 15 Constitution saving throw or become poisoned until they finish a long rest.

Characters who move only along the slimy path twisting up toward the mouth of the cave can easily avoid the toxic toadstools.

Exploring the Caverns
Other than a few rocky outcroppings, all the caverns beneath the hill, including the entrance, are covered in two feet of standing swamp water, which is
difficult terrain. Any character who moves through the flooded interior areas of the echoing caves has disadvantage on Dexterity (Stealth) checks unless

they can avoid the water.

The bullywugs launch hunting and raiding parties into the marsh on a daily basis, setting out before dawn and returning when their appetites have been
satiated. When the characters arrive here, five bullywugs and two giant toads lurk in different sections of the cave. If the characters stay in this area and
explore the cave, there is a 25 percent chance each hour that a hunting party of 1d4 + 1 bullywugs riding the same number of giant toads returns from a

foray into the swamp.

Junk
Any character who searches the bullywug cave discovers a small trove of junk “treasures” in the largest cavern, consisting of shiny metal scraps and

worthless polished stones foraged from various corners of the swamp. As well, a few items of interest stand out within the heap (see below).

Treasure

Among the worthless goods collected by the bullywugs, the characters can find the following:

¢ Eleven unbroken glass bottles of assorted shapes, sizes, and tints

¢ A crude shortsword with artful etchings on its blade
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¢ A tarnished suit of dwarf-sized plate mail crafted from a curious alloy
¢ A magnifying glass with a silver frame and handle
¢ A copper tankard scribed with an intricate image of vines (worth 25 gp)

* Ajar half full of glass marbles plus five tiger-eye gemstone marbles (10 gp each)

B6. Ritual Stone

Ahead, you spy a mossy knoll rising out of the marsh with a curious standing stone at its center. A jagged, eight-foot-tall monolith of black rock, the stone is laced with
veins of crystal that shimmer with a strange light.

Roughly 3 feet across, this enchanted menhir glows with a pale radiance under moonlight, shedding dim light in a 5-foot radius. Any character who
succeeds on a DC 15 Intelligence (Arcana) check or a DC 18 Intelligence (Religion) check understands that this ritual stone is an ancient monument to
some dark, primordial god, and that it serves modern spellcasters by acting as a focus for illicit rituals and dark incantations. (Bol'bara was using the

stone to commune with her patron when she was beset by soldiers of Fort Venture.)

Rite of Communion
Any spellcaster who spends a short or long rest attuning to the ritual stone can use an action to cast the commune spell. Once used, this property of the
ritual stone can't be used again until the next full moon. Any warlock who uses the ritual stone to commune with their otherworldly patron gains

inspiration and acts as if under the effect of the guidance cantrip for 1d2 + 1 days.

Ritual Stone Fragments
Any character who succeeds on a DC 16 Wisdom (Perception) check made to inspect the ritual stone discovers that three naturally loosened fragments of
the stone can be easily removed and replaced. A fragment carries a semblance of the stone’s magic, allowing the character who carries it to cast the

augury spell. Once used, this property of the fragment can't be used again until the next dusk.

If a fragment is taken more than 10 feet from the ritual stone, its magic fades and it ceases to function after 1d3 + 1 days. A character who attempts to

chip away a piece of the ritual stone in addition to the three fragments must succeed on a DC 20 Charisma saving throw or take 3 (1d6) psychic damage.

B7. Brokenveil Bluffs

If the characters decide to exit the swamp to move overland to Fort Venture, they eventually draw near the Brokenveil Bluffs. Read the following as the

characters draw close to land:

As you near the end of the wetter portion of your journey, the mist-veiled western marshland slowly gives way to the rocky foothills of the Brokenveil Bluffs. Sharp crags
and steep foothills are visible ahead, as are the openings to what must be hundreds of natural caves.

Life is particularly difficult in this section of the swamp, where avian predators and winged monstrosities from the bluffs roam unfettered through an open

sky. If Morgid is still with the party, he warns the characters to be on their guard.

Harpy Assault
When the characters finally leave the swamp behind and enter the bluffs, any character who succeeds on a DC 13 Intelligence (Nature) check oraDC 16
Wisdom (Perception) check notices increasing numbers of scattered bones—both animal and humanoid. Six harpies lurk among this particular section of

the foothills. These bluff harpies attempt to beguile interlopers with their Luring Song before attacking with claws and clubs.

In the aftermath of the fight, the characters can follow the path of the harpies’ flight back to their nest. This sits within a shallow cave approximately 80

feet above the moist and peaty ground at the base of the bluffs.

Treasure
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Any character who searches the cave finds a collection of valuable items buried beneath a repulsive heap of offal, including a potion of healing, a

decorative rapier with a crystal hilt (worth 50 gp), and an assortment of loose coins totaling 11 gp.
B8. The Mossback Steward

A massive hill appears to rise out of a lonely section of the Brokenveil Marsh. The hill is actually an aging horizonback tortoise nicknamed the Mossback

Steward, who has presided over this area for time immemorial.

This encounter might occur if the characters approach Fort Venture from the swamp, or if becoming lost drives them south from a course to the
Brokenveil Bluffs. Alternatively, you can have the Mossback Steward move from its marked location on the map, with its wandering course bringing it into

the characters’ path.

When the characters encounter the Mossback Steward, read the following:

As you forge onward through the marsh, the mist clears to reveal a lone hillock crowned with a thicket of low-hanging mangrove trees. This bramble-covered knoll
looks to be a perfect site to take respite from the murky waters of the swamp.

Any character who succeeds on a DC 14 Intelligence (Nature) check or a DC 18 Wisdom (Perception) check realizes that the hill is, in fact, the partially
submerged moss-covered shell of a horizonback tortoise. A character who succeeds on a DC 18 Intelligence (History) check guesses that this must be

the Mossback Steward, a creature of local mystery and renown.

Attendant of the Broken Veil

Long-term proximity to the eldritch phenomena of the marsh has granted the Mossback Steward a modest array of magical abilities. This unique creature

is a horizonback tortoise (see chapter 7 for its stat block) with these changes:

¢ The Mossback Steward has an Intelligence of 12 (+1) and a Wisdom of 17 (+3). It has the following skills: Arcana +5, Insight +7, Nature +5,
Perception +7, Persuasion +5.

¢ [t understands Common and Primordial, and has telepathy out to a range of 120 feet.

¢ As an action, it can cast the friends cantrip, the suggestion spell (save DC 15), or the divination spell. After casting suggestion or divination, it can't

cast that spell again until it finishes a short or long rest.

The Mossback Steward is aware of the situation involving Bol’bara and the Dwendalian garrison at Fort Venture. While the great tortoise has a keen
understanding of Bol'bara and her relationship with the people and tortoises of Urzin, the true intentions of the Dwendalian Empire’s outpost and its

leaders remain a mystery.

One thing is clear, though. Since the garrison at Fort Venture was established, the primordial harmony of the swamp has been disrupted. The Mossback
Steward is more than willing to use its powers of divination to assist characters who display an honest interest in forcing the Dwendalian military out of

Brokenveil Marsh.
B9. Fort Venture

As the characters draw close to the fort, flashes of lightning and the sound of thunder should grow more prevalent.

The Dwendalian stronghold known as Fort Venture sits along a dismal stretch of marsh among the craggy foothills of the Brokenveil Bluffs. A timber
palisade surrounds the fort's squat stone keep and muddy grounds, where rows of tents are set up alongside a central training field. The green timber of
its battlements hint at the recent construction of this remote military outpost, while the bright colors of its quarried stonework and foreign banners readily

betray its distinctly non-Xhorhasian heritage.

Read the following when the characters first catch sight of the fort:

The swamp gives way to a grassy shoreline beneath a low promontory, on which sits a modest stone keep surrounded by a tall wooden palisade. Weather-worn
Dwendalian flags hang forlornly above the massive front gate and from decorative pikes rising from the keep. Several rows of spiked barricades surround the palisade
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as a defense against the predators of Brokenveil Marsh.

A jagged bolt of lightning suddenly cuts through the misty air above the keep, striking the edifice as a mighty crack of thunder rumbles off to the horizon.

Fort Venture is detailed on map 5.12. Any character who succeeds on a DC 12 Intelligence (Nature) check or a DC 14 Wisdom (Perception) check
recognizes that the thunderstorm above Fort Venture is fixed around the outpost and the nearby promontory, while the rest of the marsh remains relatively

unaffected by the strange weather.

Once the characters reach Fort Venture, the hobgoblin guide Morgid offers to run reconnaissance and to distract incoming Dwendalian patrols as the
party infiltrates the fort. The precise condition of Fort Venture and its inhabitants is dependent on how long it took the characters to arrive, and how much

of Parson Pellinost’s ill-fated exorcism of Bol’bara has transpired. See “Bol’'bara’s Exorcism” later in this chapter for more information.
Character Advancement
Having successfully navigated the challenges of Brokenveil Marsh, the characters reach 2nd level when they arrive at Fort Venture.

Infiltrating Fort Venture

The Dwendalian Empire’s hold on Eastern Wynandir is tenuous at best, and the ramshackle garrison at Fort Venture is testament to the empire’s attempt to
solidify its influence. Despite the outpost’s modest appearance, its freshly laid stonework and newly erected battlements offer solid protection against the

harsh environs and deadly creatures of the Brokenveil Marsh.

Commander Struther Felmont and the Dwendalian soldiers at the fort have grown callous and cruel under the leadership of Imperial Inquisitor Parson
Pellinost, who conducts deranged experiments on the humanoids of the marsh with an unsavory and sadistic application of divine magic. The guards of
Fort Venture engage in defense, training, and patrol work in eight-hour shifts. Few of those guards respect Pellinost, but all obey him for fear of strict

retribution.
Bol’'bara’s Exorcism

The party'’s travel time from Urzin to Fort Venture determines whether the goblin warlock Bol’bara is still a prisoner of the empire or has become an
unfettered vessel of demonic possession and torn the fort apart. After three days of torture and experimentation, Parson Pellinost triggers Bol'bara’s full

demonic possession—making her powerful enough to kill the inquisitor and escape captivity.

If the characters spend the minimum three days traversing the marsh and enter Fort Venture at once, they can either prevent the second phase of
Bol'bara’s possession or become witness to it. With or without the party’s intervention, once Bol'bara enters the second phase of her possession, she plots

a return to Urzin and attempts to destroy anyone and anything in her way.

Point of No Return

Parson Pellinost’s methods of interrogation for “troublemakers” are considered savage by normal imperial standards, but the remote location of the
outpost and the soldiers’ fear of him have worked in his favor. Bol'bara is of particular interest to the inquisitor, who has been torturing her to death, then
bringing her back again using divine healing magic. Bol'bara’s full demonic possession is triggered at the end of the third day after the characters set out

from Urzin, when Pellinost utilizes the revivify spell a third time to bring Bol'bara back to life.

A Warlock Possessed

Once Bol’'bara enters the next phase of her demonic possession, she gains two legendary actions granted by the unique supernatural union with her
otherworldly patron (see her stat block later in this adventure). Most areas of Fort Venture will be affected by her escape, as indicated by additional
descriptive text in the “Bol’bara’s Possession” section in each area of the fort. Use the appropriate text depending on whether the characters arrive before

Bol'bara has been fully corrupted and have a chance to stop the process, or whether her spree of destruction is already underway.

Demon Detente
Even if they are too late to stop Bol'bara’s possession, the characters might want to try to parley with the demon-possessed warlock. Give the players any
chance of success that seems appropriate to their efforts, but remember that the shadow demon behind Bol'bara’s transformation is a creature of chaos.

It savors the taste of discord, and convincing Trush to relinquish its hold over the witch won't be easy.

https://www.dndbeyond.com/sources/egtw/adventures-in-wildemount-unwelcome-spirits 10/19



3/17/2020 Adventures in Wildemount - Unwelcome Spirits - Explorer's Guide to Wildemount - Sources - D&D Beyond

MAP 5.12: FORT VENTURE

V1. Palisade

The palisade wall around the fort is easily scouted and assessed from a distance, but more difficult to get past. When the characters draw close to the

fort, read:

The wooden palisade that encloses Fort Venture stands over ten feet high and is topped by huge spikes. A gate in the middle of the east wall is flanked by two
watchtowers and appears to be the only way in or out of the complex. The parapet of the fort's stone keep can be seen rising up from the center of the grounds. Tall
grass and knotted brambles partially obscure a well-trodden path that winds up to the gate from the marsh. Rows of spiked barricades encircle the palisade,
completing the appearance of a well-fortified military outpost.

At any given time, each watchtower (including the two towers bordering the gate) is occupied by a Dwendalian guard equipped with a crossbow and a
torch. The guards work in eight-hour shifts, with two guards present at each watchtower during shift changes. Characters who attempt to sneak into Fort
Venture must find a way to avoid being spotted by the watchtower guards, whose position gives them advantage on all Wisdom (Perception) checks to

notice activity on the grounds around or inside the palisade.

Strangers approaching the fort are hailed by the watchtower guards and ordered to identify themselves. At the first sign of trouble (and the guards are

inclined to view anything out of the ordinary as ‘trouble’), a guard sounds an alarm on a horn whose call can be heard across the fortress.

Bear Traps
Scores of bear traps are hidden among the tall grass in a 40-foot-wide area surrounding the palisade. A character with a passive Wisdom (Perception)
score of 12 or higher is able to spot the traps and avoid them. Characters who don't spot the traps have a 50 percent chance of stepping on a bear trap

and triggering it whenever they move through the area.

A bear trap’s attack is +8 to hit and deals 5 (1d10) piercing damage on a hit. This attack can't be made with advantage or disadvantage. A creature hit by
the trap also has its speed reduced to 0 and can't move until it breaks free of the trap. Breaking free requires a successful DC 15 Strength check by the

trapped creature or another creature within 5 feet of the trap. A successful DC 10 Dexterity check using thieves’ tools disables a bear trap.

Spiked Barricades
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Though visually formidable, these barricades built of crossed rows of spiked poles pose a threat only to Large and larger creatures. Any area containing a
spiked barricade is difficult terrain. Any Large or bigger creature that moves through an area of spiked barricades must succeed on a DC 14 Dexterity

saving throw or take 5 (1d6 + 2) piercing damage.

No Visitors
The garrison of Fort Venture are all experienced soldiers and treat all creatures outside the fort as potential threats. Characters who approach them intent
on diplomacy or intimidation are met with swift opposition. Using crossbows or spears from their watchtower vantage points, the guards attack any

character who engages in conversation with them for more than 1 round.

Climbing the Walls

The rough-cut logs of the palisade are relatively easy to climb, notwithstanding the risk of being seen. A character must succeed on a DC 12 Strength
(Athletics) check to climb up the wall, followed by the same check to descend the other side unless a rope is lowered down. At the top of the wall, a
character must make a DC 12 Dexterity (Acrobatics) check to safely slip up and over the palisade spikes. On a failed check, the character takes 3 (1d6)

piercing damage.

East Gate
The gate into Fort Venture is a sturdy door of iron-banded oak timbers and can be barricaded from within by a 20-foot-long iron crossbar. This crude

defense mechanism can't be opened from outside the gate. The barred door can be physically forced open by creatures with a combined Strength of 50.

Bol'bara’s Possession. If Bol'bara has already been possessed as a result of the failed exorcism, the watchtower guards are either dead at their posts or

missing, having fled to the main hall (area V5). The iron-banded doors of the gate stand invitingly ajar.

V2. Tent Yard

Thirty single-person canvas tents cover this section of the outpost grounds in three rows of ten. When the characters can see this area, read:

The south side of the Fort Venture grounds is lined with three rows of canvas tents, presumably the garrison’s barracks.

When not on duty or training, the guards of Fort Venture spend most of their time in this tent yard, where they drink, gamble, or attempt to sleep despite
the maddening howls of Pellinost’s furious prisoners in the chapel (area V6). Each tent features a floor covered with straw, a cotton bedroll, a down pillow,

and a small wooden footlocker.

Eight guards are off duty when the characters arrive in this area, sleeping (an 80 percent chance) or resting but awake in their tents. Sleeping guards use

their passive Wisdom (Perception) scores to detect intruders or to hear the alarm being raised.

Treasure
The wooden footlockers within the tents are unlocked. Each contains the components of an explorer's pack minus the bedroll currently laid out in the tent.
Each footlocker also has a 15 percent chance of containing an object of personal or curious importance. Roll on the Trinkets table in chapter 5 of the

Player's Handbook to determine such items.

Bol'bara’s Possession

If Bol'bara has already been possessed, no guards are present in the infantry tent yard. The eight off-duty guards took up arms, joined the fray against the

possessed warlock, and are either found dead in the training yard (area V4) or alive after fleeing to the main hall (area V5).

V3. Commander’s Quarters
This huge canvas tent is completely sealed except for a 5-foot-wide entrance flap on its eastern wall. When the characters can see into the tent, read:
Within the dim confines of this huge canvas tent, a tall human clad in splint mail stands before a small, lantern-lit table surrounded by three chairs. He takes a sip of

wine from a copper goblet as he studies a large map on the tabletop. A crooked scar dances across the left side of his face, and his expression shows a hint of regret
as he drinks again.
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The map shows the area of Brokenveil Marsh. On the west side of the tent, a wooden bed frame topped with a dusty mattress is flanked by a bedside

table. A locked wooden chest lies at the foot of the bed, while a wooden weapon rack and armor stand on the north wall.

Any character who succeeds on a DC 12 Intelligence (History) check can identify the Dwendalian insignias and medal of rank adorning the armor of
Commander Struther Felmont (a lawful neutral, male human veteran). Felmont prefers the isolation of his command tent to the grim scene inside

Pellinost’s chapel, and retreats here whenever the priest conducts his strange exorcisms. He carries a key to the main hall (area V5).

At the first sight of intruders, Felmont reaches for a horn at his side and sounds the alarm, alerting the guards outside. The commander is fearful but
stubborn, and parleys with the characters only if his support troops have been routed and he is obviously outnumbered or outclassed. If Felmont sounds
the horn, six Dwendalian guards arrive from the training yard within 2 rounds to fight at his side. If combat persists, all the remaining guards at Fort

Venture eventually join the battle.

Wooden Chest

The chest at the foot of the bed is locked and trapped. Any character who examines the chest and succeeds on a DC 15 Intelligence (Investigation) check
discovers a poisoned needle hidden in the chest’s lock. The needle can be removed with a successful DC 15 Dexterity check using thieves’ tools. On a
failed check, the character attempting to remove the needle takes 1 piercing damage and 7 (2d6) poison damage, and must succeed on a DC 15

Constitution saving throw or be poisoned for 1 hour.

Treasure
The wooden chest contains 10 silver ingots stamped with the crest of the Dwendalian Empire (worth 25 gp each) and a potion of mind reading.
Additionally, the drawer of the bedside table contains the following items: an ornate coral-handled dagger (25 gp), a magnifying glass, and a dog-eared

book of Eastern Wynandir mythology titled Fabled Mutants of the Miskath Strand (worth 10 gp).

Bol'bara’s Possession

If Bol'bara has already been possessed, Struther Felmont isn't in his tent but can be found among the dead guards in the training yard.

V4. Training Yard

The bulk of Fort Venture's garrison are usually found on this muddy training yard. Four tall braziers stand at the corners of the area. They are lit at

sundown and burn through the night, shedding bright light in a 20-foot radius and dim light for an additional 20 feet.

When the characters see this area, read:

This muddy open space is lined with straw targets and practice dummies. Bales of hay stacked six feet high fence off the north and south sides of the yard, all filled
with stray arrows.

Eight Dwendalian guards are normally present in the training yard at all times, with four of them practicing ranged attacks with longbows against straw

targets to the north, while four run longsword skirmishes against straw dummies to the south.

Development
If the watchtower guards or Commander Felmont sound an alarm, six of the guards here investigate the disturbance, while the other two fall back to

watch the front gate.

Treasure

The guards of Fort Venture routinely keep a bottle of fine brandy (worth 15 gp) hidden within one of the bales of hay in the training yard, and stage mock
tournaments for a chance to quaff the imported spirits when the commander isn’t looking. A character who succeeds on a DC 12 Intelligence
(Investigation) check to search the area finds the bottle stuffed into a hay bale, next to a charcoal stick and a small parchment notebook used to tally

scores.

Bol'bara’s Possession
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If Bol'bara has already been possessed, the eight guards normally here lay dead, and most of the targets, dummies, and bales of hay are burning where

the braziers have been toppled.

V5. Main Hall

This small stone-walled keep serves as the main gathering hall for the soldiers of Fort Venture. Built on the foundations of a pre-Calamity ruin, the main

hall is the strongest point in the fortress, and guards know to muster here for protection against the elements and interlopers.

As the characters approach this area, read:

The freshly quarried rocks of this squat stone keep lack the Brokenveil Bluffs’ distinct mossy charm, and the structure’s utilitarian style makes it even more foreboding.
No windows are set into the stone walls, and a wide, iron-banded double door is the keep’s only entrance.

The front door can be locked and bolted from inside (see below) but is usually unlocked. When the characters can see inside the main hall, read:

Three long tables decorate this sparse room, their oiled surfaces spotlessly clean. A closed wooden door is set into the far wall.

The main hall is a place for the guards of Fort Venture to join together for meals, revelry, and prayer. However, most of the guards prefer to spend their

time in the open spaces of the training yard or in their own tents because of the unsavory sounds that issue forth from Parson Pellinost’s chapel (area V6).

Chapel Door

Any character who succeeds on a DC 15 Wisdom (Perception) check in this area can hear muffled screaming coming from behind the closed door on the

west side of the room.

Two Dwendalian guards normally stand watch outside the chapel door. Any character with a passive Wisdom (Perception) score of 12 or higher notes the
looks of discomfort and unease both wear. Though the guards maintain their watch dutifully, Pellinost’s activities have put them on edge, imposing

disadvantage on saving throws against being frightened.
One of the guards carries a key to the chapel door, which can also be opened with a successful DC 15 Dexterity check using thieves' tools.

Main Door

The sturdy, iron-banded oak door leading to the main hall features an inset lock. If the door is locked, it can be opened with a successful DC 15 Dexterity
check using thieves’ tools. Commander Felmont, Parson Pellinost, one of the guards in this area, and one of the guards at the jail (area V8) carry keys to
the lock. The door can also be barricaded from within with a 20-foot-long iron crossbar. This crude defense mechanism can’t be opened from outside. The

barred door can be physically forced open by creatures with a combined Strength of 50.

Bol'bara’s Possession

If Bol'bara has already been possessed, the door to the main hall stands wide open and the two guards at the chapel door are dead. Any character who
succeeds on a DC 18 Intelligence (Investigation) check or a DC 16 Wisdom (Medicine) check can determine that the dead guards slew each other with

their longswords, providing a hint of the power of Bol'bara’s Zone of Calamity legendary action.

Development
If the guards in Fort Venture suffer massive casualties or become targets of a fear spell or similar effect, they fall back to the main hall as a final defense.

If Bol'bara is already possessed, you might decide that some of the guards survived her assault and have retreated here.

Infiltrating Fort Venture (V6-V11)

V6. Chapel
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Since Parson Pellinost’s arrival, the chapel built for the use of Fort Venture's soldiers has facilitated his fetish for torture and now houses a secret altar to

the god of blood, death, and life: Vesh, the Bloody Siren (described in chapter 1).

When the characters can see into this area, read:

A cramped room is lit by the flickering flames of two small braziers suspended from the ceiling. In the center of the room, a Dwendalian inquisitor stands above a
bloody stone altar, clutching a crimson-stained mace in his prosthetic right hand. On the altar, a goblin struggles furiously against the chains that bind her. A
Dwendalian guard looks on with glee and disgust.

When the characters arrive, Parson Pellinost and an imperial guard are in the process of torturing the demon-possessed Bol’bara to the point of death—
with the sadistic intention of reviving her to repeat the process. Bol'bara has been suffering this horrific treatment for days, and the rage in her eyes

suggests that she would do equally horrific things in return if released from this torturous captivity.

What Pellinost doesn’t know is that the third time he attempts to cast revivify on the possessed warlock, her tortured mind will break, allowing her to be

possessed by her shadow demon patron—a fiend known as Trush.

Bol'bara is a chaotic good (for now at least), female goblin (see the accompanying stat block), but she doesn’t have legendary actions until she is fully

possessed.

Parson Pellinost uses the priest stat block but has the following cleric spells prepared:
Cantrips (at will): light, sacred flame, spare the dying

st level (4 slots): command, cure wounds, guiding bolt

2nd level (3 slots): lesser restoration, spiritual weapon

3rd level (2 slots): dispel magic, revivify

Pellinost has a prosthetic limb (right hand), as described in chapter 6, as well as keys to the main hall, the chapel door, and the altar manacles.

Chapel Door
The door to the chapel is usually locked. Parson Pellinost and one of the guards on duty in the main hall carry keys to the door, which can also be

unlocked with a successful DC 15 Dexterity check using thieves’ tools.

Altar of Blood
Bol'bara is shackled by each limb to the four corners of the low stone altar. A rope gag muffles her screaming, and her arms and legs are covered in an
array of fresh contusions and magically healed lacerations. Rivulets of her dark goblin blood run down the side of the stone slab and into a narrow channel

cut into the floor around the altar. Without the key, the manacle locks can be opened with a successful DC 15 Dexterity check using thieves' tools.

Development

If the characters reached Fort Venture within three days of setting out from Urzin (see “Bol’'bara’s Exorcism” earlier in this chapter), they arrive here to find
Parson Pellinost ready to deliver a death blow against Bol'bara. If Bol'bara is slain and revived with the use of a revivify spell (the third time Pellinost has
brought her back to life that way), her otherworldly patron manipulates the veil between the Shadowfell and the Border Ethereal to possess her.
Alternatively, if T minute passes from the time the characters arrive and interrupt the torture session, the shadow demon Trush completes its own ritual

from the Shadowfell and takes control of the warlock.

Treasure
In addition to his prosthetic limb (right hand), Pellinost carries a solid ring of polished bloodstone on a tarnished silver chain (worth 50 gp)—a holy symbol

of Vesh, the Bloody Siren.

Bol'bara’s Possession
If Bol'bara has already been possessed, Parson Pellinost and the guard here are dead. Any character who succeeds on a DC 18 Intelligence
(Investigation) check can determine that the guard attacked Pellinost (under the influence of Bol'bara’s Zone of Calamity legendary action) alongsid~

another creature using magic.
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BOLBARA

Small humanoid (goblinoid), chaotic good (chaotic evil when fully possessed)

Armor Class 13 (leather armor), 15 with mage armor

Hit Points 40 (9d6 + 9)
Speed 30 ft.
STR DEX CON
11 (+0) 14 (+2) 12 (+1)
INT WIS CHA
10 (+0) 13 (+1) 14 (+2)

Senses darkvision 60 ft., passive Perception 11
Languages Common, Goblin

Challenge 3 (700 XP)

Dark One’s Blessing. When Bol'bara reduces a hostile creature to 0 hit points, she gains 6 temporary hit points.
Nimble Escape. Bol'bara can take the Disengage or Hide action as a bonus action on each of her turns.

Innate Spellcasting. Bol'bara’s innate spellcasting ability is Charisma (spell save DC 12, +4 to hit with spell attacks). She can innately cast the following spells, requiring no
material components:

At will: e/dritch blast, false life, mage armor, mage hand

1/day each: charm person, hex, hold person, invisibility

Actions

Multiattack. Bol'bara makes two melee attacks.
Dagger. Melee or Ranged Weapon Attack: +4 to hit, reach 5 ft. or range 20/60 ft., one target. Hit: 4 (1d4 + 2) piercing damage.

Eldritch Blast (Cantrip). Ranged Spell Attack: +4 to hit, range 120 ft., one creature. Hit: 7 (1d10 + 2) force damage.

Legendary Actions

When fully possessed by her patron, Bol'bara can take 2 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. Bol'bara regains spent legendary actions at the start of her turn.

Incorporeal Dash. Bol'bara moves up to her speed. She can move through other creatures and objects as if they were difficult terrain. She takes 5 (1d10) force damage if
she ends her turn inside an object.

Zone of Calamity (Costs 2 Actions). A 15-foot-radius sphere of magical confusion extends from a point BolI'bara can see within 60 feet of her and spreads around corners.
Each creature that starts its turn in that area is treated as if targeted by the confusion spell (save DC 12). The sphere lasts as long as Bol'bara maintains concentration, up
to 1 minute (as if concentrating on a spell).

V7. Armory Tent

The stronghold’s open-fronted armory tent is set up with a blacksmith’s forge to serve the needs of the garrison. When the characters can see into this

area, read:

Smoke rises from the tiny coal forge of this open-fronted armory tent, which is equipped with a full complement of blacksmith'’s resources and tools. Along the rear
wall, wooden racks hold a battlefield-ready collection of swords, crossbows, spears, hammers, chain shirts, and shields.

One Dwendalian veteran serves as the outpost’s blacksmith and can be found in the armory tent during daylight hours. During evening hours, the smith is

either fraternizing with the guards in the training yard or drinking and gambling with another guard in the tent yard.

Supplies
The armory holds ten longswords, eight crosshows, eight spears, six warhammers, four chain shirts, and six shields. Additionally, any character who

succeeds on a DC 12 Intelligence (Investigation) check to search through the tools can assemble a burglar’s pack and a dungeoneer’s pack.

V8. Jail
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Four iron cages stand in the northeast corner of the Fort Venture grounds, apparently serving as a makeshift jail.

Three of the cages are empty, but the fourth houses a strange prisoner (see below). A small table and two wooden stump stools serve as a guard station

between the jail and the storehouse (area V9).

Two Dwendalian guards normally defend this area but spend most of their time playing at cards or dice. Both guards carry master keys for the cages and
for the kennels (area V10), and one carries a key to the main hall (area V5). Without a key, the cages can be opened with a successful DC 15 Dexterity

check using thieves’ tools, or forced open from the outside with a successful DC 20 Strength (Athletics) check.

Caged Cultist
The solitary prisoner is a neutral evil hollow one cultist of Ceratos named Alonne Frith, a Far Realm scholar from Rotthold. Frith was captured by a Fort
Venture patrol during his journey through the Brokenveil Marsh seeking eldritch relics. His distinctly undead nature was quickly identified as a point of

interest for Parson Pellinost, and Frith has since become a reluctant yet reliable subject for Pellinost’s experiments.

Alonne Frith is toilworn and weary after several days of interrogation by Pellinost. He wears a bloodstained hunter’s coat (see chapter 6) whose magical

properties have gone unnoticed by Pellinost and his cronies.

Development
If the alarm is sounded or the dogs in area V10 start barking, one of the guards heads to the kennel to release the dogs before investigating the

disturbance, while the other guard holds their position at the jail.

If the characters manage to free Alonne Frith, the cultist can be convinced to join the party and take up the characters’ mission with a successful DC 18

Charisma (Persuasion) check.

Treasure
In addition to the playing card set and dice they use for entertainment, the two guards each have a coin purse containing 26 cp and 17 cp, respectively. In
addition to the hunter’s coat Alonne Frith wears (see chapter 6), one guard also carries Frith’s weapon, a black-bladed +1 scimitar, but is unaware of its

magical properties and doesn’t use the weapon in combat.

Bol'bara’s Possession
If Bol'bara has already been possessed, the two guards are dead and Alonne Frith huddles in his cage, the only living witness to Fort Venture's demise.
Frith can describe seeing a lone goblin spellcaster taking on the garrison, and how her power forced many of the soldiers to turn against each other. He

can still be asked to join the party, but the Charisma (Persuasion) check to convince him is made with disadvantage.

V9. Storehouse

When the characters can see into this area, read:

This moderately sized tent contains a wide variety of foodstuffs stored in barrels and crates of all sizes. The air carries the savory aroma of smoked meats, the sweet
smell of dried fruits, and the hearty fragrance of ale.

Its location at the lonely edge of the marshlands has made Fort Venture an increasingly popular waypoint for humanoid envoys and merchant caravans
heading through the Xhorhasian wastes. This storehouse tent contains the fort's full complement of foodstuffs and potable drinking water, which are
replenished at least once a month by caravan. The storehouse tent contains enough rations and clean water to accommodate thirty-five creatures for one

month, plus a barrel of ale and a ledger of deliveries kept by a Dwendalian quartermaster.

Bol'bara’s Possession

If Bol'bara has already been possessed, the storehouse tent is at risk from the fires in area V4 (see that section for details). If the characters come here

particularly late, they might find the tent and its contents charred and ruined.

V10. Kennels
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When the characters can see this area, read:

The rank odor of wet dog rises from an area of small iron cages near the northeast stockade wall. Four lean guard dogs are chained within these kennels.

Underfed and overtrained, the four guard dogs (use the mastiff stat block) respond aggressively to anyone not in the uniform of the Dwendalian Empire.
They start barking if they see or scent intruders, causing the nearest soldiers to come and investigate. If set free, the dogs immediately attack any

characters not in uniform or engaged in combat with any member of the garrison.

Development

A character who succeeds on a DC 18 Wisdom (Animal Handling) check is able to calm all the dogs and prevent them from barking or attacking.

If an alarm is sounded elsewhere in the camp, the dogs start barking and one of the guards from the jail (area V8) runs to the kennel to release them

before investigating the disturbance.

Bol'bara’s Possession
If Bol'bara has already been possessed, the dogs survive her initial onslaught but are fearful in the aftermath. A character who succeeds on a DC 14
Wisdom (Animal Handling or Insight) check discerns that the dogs are too frightened to attack. If the dogs are freed, they either flee or can be

encouraged to come with the characters at your discretion. If they aren’t set free, they die of thirst and starvation within a few days.
V11. Latrines

Three small wooden outhouses stand in a row beneath the southwest palisade wall. When the characters first arrive here, there is a 15 percent chance
that one Dwendalian guard is present in one of the outhouses. If combat breaks out here, the inconvenient circumstances give the guard disadvantage on

its initiative roll.

Bol'bara’s Possession
If Bol'bara has already been possessed, the characters discover a dead guard in one outhouse, showing no obvious wounds. A successful DC 13 Wisdom

(Medicine) check confirms that the guard died of a heart attack.
Return to Urzin

If the characters don't rescue Bol’bara from captivity before Parson Pellinost completes his interrogation and triggers her full possession, the goblin
warlock is taken over by her otherworldly patron. Her alignment becomes chaotic evil, and she gains the legendary actions noted in her stat block. After
destroying Pellinost and the garrison of Fort Venture, Bol'bara heads into the Brokenveil Marsh, slaying every creature she meets on her way back to

destroy the village of Urzin.

To prevent the people of Urzin from suffering a terrible fate, the characters must track Bol'bara across the swamp and intercept her for a final
confrontation. You can use a location the characters didn't visit on their journey to the fort as the site of a climactic battle, or reuse an already-visited site
as a location for a deadly ambush. Alternatively, you could have the characters catch the warlock as she reaches Urzin, turning the unique village into the

site of a deadly battle.

Ending Bol'bara’s possession while she is alive is beyond the characters’ abilities. However, if the warlock is reduced to 0 hit points during the party’s
confrontation with her, she falls unconscious rather than dying outright. If she is brought back to 1 hit point within 3 rounds, she is restored to her normal
self. This reverts her alignment to chaotic good and causes her to lose her legendary actions. A character who succeeds on a DC 13 Intelligence (Arcana
or Religion) check when the warlock falls can deduce this fact from observing how the unnatural magic infusing her dissipates, or the characters might

receive this information as a prophetic insight from the Mossback Steward (area B8).
Concluding the Adventure

If the characters successfully rescue or defeat Bol’bara, they have the gratitude of Buhfal Il and the people of Urzin—and will no doubt attract the

questionable attention of local Kryn Dynasty operatives. If the characters fail, Bol'bara attacks Urzin and becomes an ongoing threat in Brokenveil . —
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a threat for which the characters are almost certain to be blamed, by any surviving goblinoids and the Dwendalian Empire alike.
Character Advancement

At the end of this adventure, the characters reach 3rd level. Further opportunities for adventure might be found in Eastern Wynandir, perhaps involving the
goblinoids of Urzin or the soldiers of Fort Venture. Or the characters might use the success of this adventure—or their unwelcome notoriety if the mission

failed—as an excuse to seek out new opportunities elsewhere in Wildemount.
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AN UNDEAD KNIGHT BEQUEATHES ITS ACHERON BLADE TO A WORTHY TIEFLING ADVENTURER,
BUT EVERY GREAT TREASURE HAS ITS PRICE

er and potential is a curious thing. Everyone seeks to gain power, to use it. Yet the more power you have, the more
tential, however, is power unknown, unused. Hidden. Secret until absolutely necessary. | peddle in potential, and |



which were scattered and

vering these objects of
a collection of new magic

items and artifacts found in Wildemount, but which can be used in any campaign setting.
Magic Items of Wildemount

Whether found in a subterranean tomb while searching for lost treasure, chosen as a reward from a wealthy collector of curiosities, or stumbled across as
a discarded object of hidden potential, magic items are always highly sought after by adventurers in a Wildemount campaign. Relics of magic provide a

perfect opportunity to bring alive the history of ages long gone, and to reward players for diligently seeking their way in the world.
Many of the magic items in this section are relics of the flying city-state of Aeor, and can often be found in Aeorian ruins in Eiselcross. See chapter 3 for
more information on Eiselcross and Aeor.

Magic Item Descriptions (A-B)

These magic items are presented in alphabetical order. For the rules on magic items, see chapter 7 of the Dungeon Master's Guide.
Acheron Blade

Weapon (any sword), rare (requires attunement)

The black blade of this sword is crafted from a mysterious arcane alloy. You gain a +1 bonus to attack and
damage rolls made with this magic weapon. While the sword is on your person, you are immune to effects

that turn undead.

Dark Blessing. While holding the sword, you can use an action to give yourself 1d4 + 4 temporary hit

points. This property can’t be used again until the next dusk.

Disheartening Strike. When you hit a creature with an attack using this weapon, you can fill the target with
unsettling dread: the target has disadvantage on the next saving throw it makes before the end of your
next turn. The creature ignores this effect if it's immune to the frightened condition. Once you use this

property, you can't do so again until the next dusk.

Amulet of the Drunkard

Wondrous item, uncommon

This amulet smells of old, ale-stained wood. While wearing it, you can regain 4d4 + 4 hit points when you
drink a pint of beer, ale, mead, or wine. Once the amulet has restored hit points, it can't do so again until

the next dawn.

AMULET OF THE DRUNKARD

Arcane Cannon



ity saving throw, taking 33

area that aren’t being worn

Frost Shot. The cannon shoots a ball of frost to a point you can see within 1,200 feet of the cannon. The ball then expands to form a 30-foot-radius sphere
centered on that point. Each creature in that area must make a DC 15 Constitution saving throw. On a failed save, a creature takes 22 (4d10) cold damage,
and its speed is reduced by 10 feet for 1 minute. On a successful save, the creature takes half as much damage, and its speed isn’t reduced. A creature

whose speed is reduced by this effect can repeat the save at the end of each of its turns, ending the effect on itself on a success.

Lightning Shot. The cannon shoots a ball of lightning to a point you can see within 1,200 feet of the cannon. The lightning then expands to form a 20-foot-
radius sphere centered on that point. Each creature in that area must make a DC 15 Dexterity saving throw, taking 33 (6d10) lightning damage on a failed

save, or half as much damage on a successful one. Creatures wearing metal armor have disadvantage on the save.

Poison Spray. The cannon expels poison gas in a 60-foot cone. Each creature in that area must make a DC 15 Constitution saving throw. On a failed save,
the creature takes 22 (4d10) poison damage and is poisoned for 1 minute. On a successful save, the creature takes half as much damage and isn’t

poisoned. A creature poisoned in this way can repeat the saving throw at the end of each of its turns, ending the effect on itself on a success.
Battering Shield

Armor (shield), rare (requires attunement)
While holding this iron tower shield, you gain a +1 bonus to AC. This bonus is in addition to the shield’s normal bonus to AC.

Additionally, the shield has 3 charges, and it regains 1d3 expended charges daily at dawn. If you are holding the shield and push a creature within your

reach at least 5 feet away, you can expend 1 charge to push that creature an additional 10 feet, knock it prone, or both.
Bloodaxe

Weapon (greataxe), very rare (requires attunement)

You gain a +2 bonus to attack and damage rolls made with this magic axe. The axe deals an extra 1d6 necrotic damage to creatures that aren’t constructs

or undead. If you reduce such a creature to 0 hit points with an attack using this axe, you gain 10 temporary hit points.

This axe is forged from a dark, rust-colored metal and once belonged to the goliath barbarian Grog Strongjaw of Vox Machina.
Breathing Bubble

Wondrous item, common
This translucent, bubble-like sphere has a slightly tacky outer surface, and you gain the item’s benefits only while wearing it over your head like a helmet.

The bubble contains 1 hour of breathable air. The bubble regains all its expended air daily at dawn.

Brooch of

Wondrous item, uncommon (requires attunement)

Id detect or reveal your creature type treat you as humanoid, and those that



Magic Item Descriptions (C-K)
Coin of Delving

Wondrous item, common
This scintillating copper coin sheds dim light in a 5-foot radius. If dropped a distance greater than 5 feet, the coin issues a melodious ringing sound when
it hits a surface. Any creature that can hear the chime can determine the distance the coin dropped based on the tone.

Corpse Slayer

Weapon (any), rare (requires attunement)

You gain a +1 bonus to attack and damage rolls made with this magic weapon.

When you hit an undead creature with an attack using this weapon, the attack deals an extra 1d8 damage of the weapon's type, and the creature has
disadvantage on saving throws against effects that turn undead until the start of your next turn.

Dispelling Stone

Wondrous item, very rare

This smooth, rainbow-colored, egg-shaped stone can be thrown up to 30 feet and explodes in a 10-foot-radius sphere of magical energy on impact,

destroying the stone. Any active spell of 5th level or lower in the sphere ends.

Duskcrusher



Dust of Deliciousness

Wondrous item, uncommon

This reddish brown dust can be sprinkled over any edible substance to greatly improve the flavor. The dust also dulls the eater’s senses: anyone eating

food treated with this dust has disadvantage on Wisdom ability checks and Wisdom saving throws for 1 hour. There is enough dust to flavor six servings.
Ersatz Eye

Wondrous item, common (requires attunement)

This artificial eye replaces a real one that was lost or removed. While the ersatz eye is embedded in your eye socket, it can’'t be removed by anyone other

than you, and you can see through the tiny orb as though it were a normal eye.
Goggles of Object Reading

Wondrous item, uncommon (requires attunement)

These leather-framed goggles feature purple crystal lenses. While wearing the goggles, you have advantage on Intelligence (Arcana) checks made to

ou ture or object you can see.
cas ntify spell using the googles. Once you do so, you can't do so again until the next dawn.
yrar ires attunement)

to e wearing this armor.

and that creature doesn't have all its hit points, you can expend 1 charge to deal an ex

nded charges daily at dawn.



(any), very rare

ve a +1 bonus to AC while wearing this armor, which shimmers softly.

ie while wearing the armor, it is destroyed, and each celestial, fey, and fiend with 30 feet of you must succeed on a DC 15 Charisma saving throw or
ished to its home plane of existence, unless it is already there.

n Beacon

ous item, legendary
decahedron of faintly glowing crystal is heavier than it appears. A set of handles are affixed to its sides, and it pulsates and thrums when touched.

ent of Possibility. A creature that touches the beacon and concentrates for 1 minute receives a Fragment of Possibility, which looks like a Tiny,
bead of energy that follows the creature around, staying within 1 foot of it at all times. The fragment lasts for 8 hours or until used. Once the
grants a Fragment of Possibility, it can’t grant another until the next dawn. A creature with a Fragment of Possibility from a Luxon beacon can't

other Fragment of Possibility from any source.

When a creature with a Fragment of Possibility makes an attack roll, an ability check,
or a saving throw, it can expend its fragment to roll an additional d20 and choose
which of the d20s to use. Alternatively, when an attack roll is made against the
creature, it can expend its fragment to roll a d20 and choose which of the d20s to use,

the one it rolled or the one the attacker rolled.

If the original d20 roll has advantage or disadvantage, the creature rolls its d20 after

advantage or disadvantage has been applied to the original roll.

Soul Snare. If a follower of the Luxon who has undergone a ritual of consecution dies within 100 miles of a Luxon beacon, their soul is ensnared by it. This

soul will be reincarnated within the body of a random humanoid baby developing within 100 miles of the beacon.

Needle of Mending

Weapon (dagger), rare (requires attunement)

This weapon is a magic dagger disguised as a sewing needle. When you hold it and use a bonus action to speak its command word, it transforms into a

dagger or back into a needle.

You gain a +1 bonus to attack and damage rolls made with the dagger. While holding it, you can use an action to cast the mending cantrip from it.

Nightfall Pearl



Potion, rare

The firsttime y

damage dealt,

This glowing p
Potion of Possibility

Potion, very rare

When you drink this clear potion, you gain two Fragments of Possibility, each of which looks like a Tiny, grayish bead of energy that follows you around,

staying within 1 foot of you at all times. Each fragment lasts for 8 hours or until used.

When you make an attack roll, an ability check, or a saving throw, you can expend your fragment to roll an additional d20 and choose which of the d20s to
use. Alternatively, when an attack roll is made against you, you can expend your fragment to roll a d20 and choose which of the d20s to use, the one you

rolled or the one the attacker rolled.
If the original d20 roll has advantage or disadvantage, you roll your d20 after advantage or disadvantage has been applied to the original roll.

While you have one or more Fragments of Possibility from this potion, you can’t gain another Fragment of Possibility from any source.
Prosthetic Limb

Wondrous item, common (requires attunement by a creature missing some or all of a limb)

This artificial limb replaces a hand, an arm, a foot, a leg, or a similar appendage that was lost or removed. While the prosthetic is attached and attuned to

you, it functions identically to the body part it is replacing. You can detach or reattach it as an action, and it can’t be removed by anyone else.

If you have multiple prosthetic limbs, they count as a single magic item with regard to the number of magic items you can attune to.
Magic Item Descriptions (R-Z)
Reincarnation Dust

Wondrous item, very rare

When this small pouch of purple dust is sprinkled on a dead humanoid or a piece of a dead humanoid, the dust is absorbed by the remains. If willing, the

dead creature returns to life with a new body as if the reincarnate spell had been cast on the remains.

Ring, uncommon (requires attunement)

This band of iron resembles a skull and is cold to the touch. It has 3 charges and
e wearing the ring, you
with the following

the spell lasts for 1



Ring of Temporal Salvation

Ring, rare (requires attunement)

If you die while wearing this gray crystal ring, you vanish and reappear in an unoccupied space within 5 feet of the space you left (or the nearest
unoccupied space). You have a number of hit points equal to 3d6 + your Constitution modifier. If your hit point maximum is lower than the number of hit
points you regain, your hit point maximum rises to a similar amount. If you have any levels of exhaustion, reduce your level of exhaustion by 1. Once the

ring is used, it turns to dust and is destroyed.
Rod of Retribution

Rod, uncommon (requires attunement)
This adamantine rod is tipped with a glowing crystalline eye. The rod has 3 charges and regains all its expended charges daily at dawn.

When a creature you can see within 60 feet of you damages you while you are holding this rod, you can use your reaction to expend 1 of the rod’s charges
to force the creature to make a DC 13 Dexterity saving throw. The creature takes 2d10 lightning damage on a failed save, or half as much damage on a

successful one.

Spell Bottle

Wondrous item, legendary (requires attunement)

This glass bottle can store one spell of up to 5th level at a time. When found, roll a d6 and
subtract 1; the total determines the level of spell in the bottle (the DM chooses the spell, and

0 means the bottle is empty). A swirling blue vapor fills the bottle while it contains a spell.

When the bottle is empty, any creature can cast a spell of 1st through 5th level into it by

touching it while casting. The spell has no effect other than to be stored in the bottle.

While holding the bottle, you can cast the spell stored in it. The spell uses the slot level, spell
save DC, spell attack bonus, and spellcasting ability of the original caster, but is otherwise

treated as if you cast the spell. The bottle becomes empty once the spell is cast.

If you're holding the empty bottle when you see a creature casting a spell within 60 feet of you



Whenever you score a critical hit with a spell attack, the target takes an extra 3d6 radiant damage.
Vox Seeker

Wondrous item, common

This clockwork device resembles a metal crab the size of a dinner plate. Every action used to wind up the device allows it to operate for 1 minute, to a
maximum of 10 minutes. While operational, the item uses the accompanying vox seeker stat block. This automaton is under the DM'’s control. A vox

seeker reduced to 0 hit points is destroyed.

VOX SEEKER

Tiny construct, unaligned

Armor Class 14 (natural armor)
Hit Points 7 (2d4 + 2)
Speed 20 ft., climb 20 ft.

STR DEX CON
2 (-4) 10 (+0) 12 (+1)
INT WIS CHA
1 (-5) 10 (+0) 1 (-5)

Damage Immunities poison, psychic

Condition Immunities blinded, charmed, deafened, exhaustion, frightened, paralyzed, petrified, poisoned
Senses blindsight 60 ft. (blind beyond this radius), passive Perception 10

Languages—

Challenge 1/8 (25 XP)

Voice Lock. The vox seeker must move toward and attack the source of the nearest voice within 60 feet of it, to the exclusion of all other targets, for as long as it remains
operational.

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

Actions

Pincer. Me Attack: +2 to hit, reach 5 ft., one target. Hit: 2 (1d4) piercing damage plus 3 lightning damage.

Weapon of Certain Death

Weapon (any), rare



This section presents a number of Vestiges of Divergence that might be found anywhere in Exandria. When Vestiges of Divergence are used in a

campaign, their discovery and acquisition should always be treated with a suitable amount of weight and responsibility.

Danoth's Visor

Wondrous item, legendary (requires attunement)

These mithral-frame goggles with clear diamond lenses were used by the evoker Danoth Oro to spot invisible enemies and scout areas from afar.



any creature that isn't in its true form.

¢ As an action, you can cast the antimagic field spell from the visor. This property can’t be used again until the next dawn.

Grimoire Infinitus

Wondrous item, legendary (requires attunement by a wizard)

Several of these spellbooks with gilded pages and silver-plated covers were created during the Age of Arcanum, but only one has been found since the

Calamity ended. The book has an infinite number of pages, is three inches thick, eight inches wide, twelve inches long, and weighs three pounds.

Dormant

Most of the book is blank, but the following spells are recorded in the first pages of the
tome: alarm, antimagic field, Bigby's hand, blight, charm person, confusion, control
weather, create undead, detect thoughts, enlarge/reduce, fear, foresight, gaseous
form, glyph of warding, legend lore, Leomund's tiny hut, mass suggestion, mislead,
misty step, Mordenkainen’s faithful hound, prismatic spray, ray of enfeeblement,

silent image, teleport, and thunderwave.



es an awak

. armor incr
« While you are transformed by an effect that replaces any of your game statistics with those of another creature, your bonus to melee attack and
damage rolls increases by 1 (to +2).

¢ When you cast the polymorph spell using this armor, you can transform into a cave bear (use the polar bear statistics).

Exalted

When the armor reaches an exalted state, it gains the following properties:

¢ The AC bonus of the armor increases to +3.
* While you are transformed by an effect that replaces any of your game statistics with those of another creature, your bonus to melee attack and
damage rolls increases by 1 (to +3).

¢ When you cast the polymorph spell using this armor, you can transform into a guardian wolf (see the accompanying stat block).

GUARDIAN WOLF

Huge monstrosity, unaligned

Armor Class 14 (natural armor)

Hit Points 66 (7d12 + 21)
Speed 60 ft.
STR DEX CON
22 (+6) 14 (+2) 16 (+3)
INT wis CHA
5 (-3) 12 (+1) 8 (-1)

Skills Perception +5, Stealth +4
Senses passive Perception 15
Languages Common, Elvish

Challenge 4 (1,100 XP)

Keen Hearing and Smell. The wolf has advantage on Wisdom (Perception) checks that rely on hearing or smell.

Pack Tactics. The wolf has advantage on attack rolls against a creature if at least one of the wolf's allies is within 5 feet of the creature and the ally isn't incapacitated.

Actions

Multiattack. The wolf makes two attacks: one with its bite and one with its claws.

Bite. Melee Weapon Attack: +8 to hit, reach 5 ft., one target. Hit: 11 (1d10 + 6) piercing damage. If the target is a creature, it must succeed on a DC 16 Strength saving
throw or be knocked prone.

(2d8 + 6) piercing damage.

Infiltrator's Key



When the infiltrator’s key reaches an awakened state, it gains the following properties:

¢ While holding the key, you can use a bonus action to transform the key into a magic dagger or back into a key. While the key is in the form of a dagger,
you gain a +1 bonus to attack and damage rolls made with it, and it returns to your hand immediately after it is used to make a ranged attack.
« While holding the key, you can use an action to cast one of the following spells from it: alter self, invisibility, knock, or pass without trace. Once a spell

has been cast using the key, it can't be used to cast that spell again until the next dawn.

Exalted

When the infiltrator’s key reaches an exalted state, it gains the following properties:

¢ As a bonus action, you can touch the key to a floor, wall, or ceiling that is no more than 5 feet thick and cause a magical opening to appear in the
surface. When you create the opening, you choose its length and width, up to 10 feet for each dimension. The opening lasts until the key passes
through it to the other side, at which point it disappears (if a creature is in the opening when the doorway closes, the creature is safely shunted to the
nearest unoccupied space). The key can’t be used to create another opening until the next dawn.

* While holding the key, you can use an action to cast one of the following spells from it: dimension door, gaseous form, or mislead. Once a spell has

een cast using t

Stormgirdle



¢ Your Strength score becomes 23 if it isn't already 23 or higher.
* Your Storm Avatar’s lightning strike deals 4d6 lightning damage (instead of 3d6).

¢ While transformed into a Storm Avatar, you gain a flying speed of 30 feet and can hover.

Exalted

While wearing the stormgirdle in its exalted state, you gain the following benefits:

¢ Your Strength score becomes 25 if it isn't already 25 or higher.
¢ Your Storm Avatar’s lightning strike deals 5d6 lightning damage (instead of 3d6).

¢ You can cast the control weather spell from the girdle. This property can’t be used again until the next dawn.

Verminshroud

Wondrous item, legendary (requires attunement)

This patchy cloak was pieced together from the pelts of rats found feasting on the dead in Blightshore and is dotted with the bloated corpses of magically

preserved insects along its seams.

Dormant

While wearing the verminshroud in its dormant state, you gain the following benefits:

¢ You have advantage on Wisdom (Perception) checks that rely on smell, you are immune to disease, and you have darkvision out to a range of 60 feet.
If you already have darkvision, wearing the cloak increases the range of your darkvision by 60 feet.
¢ As an action, you can use the verminshroudto cast polymorph on yourself, transforming into a giant rat or rat while retaining your Intelligence,

Wisdom, and Charisma scores, as well as the properties of the cloak. This property can't be used again until the next dawn.

Awakened

While wearing the verminshroud in its awakened state, you gain the following benefits:

¢ You have resistance to poison damage.
¢ You can use an action to cast the insect plague spell (save DC 15) from the verminshroud, requiring no material components. This property can’t be
used again until the next dawn.

¢ When you cast the polymorph spell using the verminshroud, you can transform into a giant wasp.
Exalted
While wearing the verminshroud in its exalted state, you gain the following benefits:

¢ You gain a climbing speed equal to your walking speed.
. to



Awakened

Once the wreath of the prism reaches an awakened state, it gains the following benefits:

¢ You can affect creatures of challenge rating 10 or lower with the wreath.

¢ The save DC of the wreath’s spell increases to 15.

Exalted

Once the wreath of the prism reaches an exalted state, it gains the following benefits:

¢ You can affect creatures of challenge rating 15 or lower with the wreath.

¢ The save DC of the wreath’s spell increases to 17.

Arms of the Betrayers

The Arms of the Betrayers are sentient weapons forged from the souls of fiends by the Betrayer Gods for their humanoid champions. (See “Lesser Idols”
in chapter 1 for more details.) These artifacts are more than just magic items. They are powerful sentient beings, filled with fury and eager to be wielded—

and to spill blood.
Betrayer Artifact Properties

The Arms of the Betrayers advance in power in the same manner as the Vestiges of Divergence (see the previous section). In its dormant state, each of
these artifacts has one minor beneficial property and one minor detrimental property. When the artifact attains an awakened state, it gains an additional
minor beneficial property and an additional minor detrimental property. When the item reaches its exalted state, it gains a major beneficial property. See

“Artifact Properties” in chapter 7 of the Dungeon Master’s Guide for more information.
Destroying These Artifacts

Destroying any of the Arms of the Betrayers is no easy task. Most conventional means of destruction fail to even scratch one of these ancient artifacts.
Each weapon’s method of destruction is determined by the DM and should be unique and require at least one adventure to accomplish. The DM can

choose or roll for a weapon’s method of destruction on the Arms of the Betrayers Destruction table, or use the table as inspiration.

When one of the Arms of the Betrayers is destroyed, the soul of the fiend within the weapon returns to its home plane—and begins to plot the destruction

of thec turesresp



The weapon must be brought back to a forgotten forge in Xhorhas and melted down by the furnace that made it.
The fiery breath of an ancient red dragon is the only thing that can destroy the weapon.

The weapon is destroyed if devoured by Uk'otoa.

6 Thrusting the weapon into a Luxon beacon destroys the weapon and the beacon alike.
7 The weapon can be broken only by a blow from another of the Arms of the Betrayers.
8 Burning the remains of the first champion to wield the weapon destroys the item.

Artifact Descriptions

These artifacts are presented in alphabetical order. For the rules on artifacts, see chapter 7 of the Dungeon Master’s Guide.
Blade of Broken Mirrors

Weapon (dagger), artifact (requires attunement by a humanoid)

A weapon of Tharizdun, this dagger is a piece of jagged stone whose blade is scribed with a maze-like pattern with no beginning or end.

Sentience
The Blade of Broken Mirrors is a sentient chaotic evil weapon with an Intelligence of 21, a Wisdom of 24, and a Charisma of 24. It has hearing and

darkvision out to a range of 120 feet.

The weapon communicates telepathically with its wielder and can speak, read, and understand Abyssal and Common.

Personality
An insane glabrezu named Ragazuu lives within the Blade of Broken Mirrors. The weapon yearns to cause chaos. It learns its wielder’s principles, then

uses those ideals to encourage reckless action. The dagger whispers ideas of revolution.

Dormant

The dagger grants the following benefits in its dormant state:

¢ You can speak, read, and write Abyssal.

¢ You gain a +1 bonus to attack and damage rolls made with this magic weapon. Immediately after you make a ranged attack with this weapon, it

o ile holding the
e, don't change.

true appearance



damage to the target. If you do, you take 1d6 psychic damage. The warhammer deals
double damage to objects and structures.
* While holding this weapon, you have advantage on Wisdom (Insight) checks made to

discern a lie spoken in a language you understand.

Awakened

When the warhammer reaches an awakened state, it gains the following properties:



Lash of Shadows

ut

to a range of 120 feet.

The weapon communicates telepathically with its wielder and can speak, read, and understand Abyssal, Common, and Draconic.

Personality
A mad marilith named Sizlifeth lives within the Lash of Shadows. The weapon has a short temper and experiences only extreme emotions. It is most

happy when dealing harm.

Dormant

The whip grants the following benefits in its dormant state:

¢ You can speak, read, and write Abyssal and Draconic.

¢ You gain a +1 bonus to attack and damage rolls made with this magic
weapon.

¢ You can attempt to poison any creature that is hit by the whip. The
creature must succeed on a DC 13 Constitution saving throw or suffer
the effect of one of the following poisons of your choice; once a poison
other than Serpent Venom has been used, that poison can'’t be used

again until the next dawn:

Dead Eyes. A creature that fails the saving throw against this poison is

poisoned for 1 hour. While poisoned in this way, the creature is blinded.

Serpent Venom. A creature that fails the saving throw against this poison

takes 3d6 poison damage, or half as much damage on a successful save.

Awakened

When the whip reaches an awakened state, it gains the following properties:

¢ The weapon'’s bonus to attack and damage rolls increases to +2.

¢ The saving throw DC for the weapon'’s poisons increases to 15.

¢ The weapon gains a new poison option called Ghoul's Blood. A creature that fails the saving throw against this poison is poisoned for 1 minute. While
poisoned in this way, the creature is paralyzed. The creature can repeat the saving throw at the end of each of its turns, ending the effect on itself on a

success.

dditional properties:



Mace of the Black Crown

fact (requires

t of black iron of

The Mace of the Black Crown is a sentient lawful evil weapon with an Intelligence of 20, a Wisdom of 12, and a Charisma of 18. It has hearing and

darkvision out to a range of 120 feet.

The weapon communicates telepathically with its wielder and can speak, read, and understand Common and Infernal.

Personality
A greedy erinyes named Xartaza lives within the Mace of the Black Crown. Xartaza wants to recruit more souls for Asmodeus, so the weapon pushes its
wielder toward lawful evil actions by manipulating the wielder’s dreams. A former Blood War general, Xartaza hates demons and relishes crafting sound

battle plans in any conflict.

Dormant

The mace grants the following benefits in its dormant state:

¢ You can speak, read, and write Infernal.

¢ You gain a +1 bonus to attack and damage rolls made with this magic weapon.

¢ While holding the mace, you can use a bonus action to speak its Infernal command word, causing flames to
erupt from the head. These flames shed bright light in a 40-foot radius and dim light for an additional 40 feet.
While the mace is ablaze, it deals an extra 1d6 fire damage to any target it hits. The flames last until you use a
bonus action to speak the command word again or until you are no longer holding the mace.

¢ While holding the mace, you can use an action to summon an imp. Any devil you summon with this mace is
friendly to you and your companions for the duration. The imp obeys any verbal commands that you issue to it
and returns to the Nine Hells 10 minutes after you summoned it. This property can’t be used again until the

next dawn.

Awakened

When the mace reaches an awakened state, it gains the following properties:

¢ The weapon'’s bonus to attack and damage rolls increases to +2, and the extra fire damage dealt by the
weapon when it is ignited increases to 2d6.
¢ The weapon’'s Summon Devil feature can also be used to summon a bearded devil.



Ruin’s Wake

ient gold dragon and carved with an Orc hymn to Gruumsh.

h an Intelligence of 20, a Wisdom of 16, and a Charisma of 22. It has hearing and darkvision out to a

range of 120 feet.

The weapon communicates telepathically with its wielder and can speak, read, and understand Abyssal, Common, and Orc.

Personality
A slaughter-loving balor named Yarrowish lives within Ruin’s Wake. The weapon desires only to draw blood and pushes its wielder to solve problems with

violence.

Dormant

The spear grants the following benefits in its dormant state:

¢ You can speak, read, and write Abyssal and Orc.

¢ You gain a +1 bonus to attack and damage rolls made with this magic weapon, and it deals an extra 1d8 piercing damage to any target it hits.
Immediately after you make a ranged attack with this weapon, it flies back to your hand.

¢ As areaction when you are hit by a melee attack, you can make a melee attack with Ruin’s Wake with advantage against the attacker. You can't use

this property again until you finish a short or long rest.

Awakened

When the spear reaches an awakened state, it gains the following properties:

¢ The weapon'’s bonus to attack and damage rolls increases to +2, and the extra piercing damage dealt by the weapon increases to 2d8.
¢ When you hurl the spear and speak a command word, it transforms into a bolt of lightning, forming a line 5 feet wide that extends out from you to a
creature you can see within 120 feet of you. Each creature in the line, excluding you, must make a DC 15 Dexterity saving throw, taking 8d6 lightning

damage on a failed save, or half as much damage on a successful one. Ruin’s Wake then returns to your hand. This property can’t be used again until

the next dawn.

Exalted

When the spear reaches an exalted state, it gains the following properties:

¢ The weapon'’s bonus to attack and damage rolls increases to +3.
¢ While holding the spear, you can let out a battle cry as a bonus action. Each creature you choose within 30 feet of you gains advantage on attack rolls
until the start of your next turn. This property can’t be used again until the next dawn.

¢ When you reduce a creature to 0 hit points with an attack from the spear, you can regain hit points equal to the damage you dealt with the attack. This






used again until the next dawn.

* When a creature hits you with a melee attack, you can use your reaction to deal 1d6 psychic damage to the attacker.

Exalted

When the morningstar reaches an exalted state, it gains the following properties:

¢ The weapon’s bonus to attack and damage rolls increases to +3.
¢ Add dominate monsterto the list of spells that can be cast from the morningstar.
¢ The saving throw DC for spells cast from the morningstar, as well as for creatures to avoid being frightened by it, increases to 17.

¢ When you use your reaction to deal psychic damage to a creature that hits you with a melee attack, the amount of psychic damage increases to 2d6.
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Acid 5 ft. wide, 30 ft. long line
Cold 15 ft. cone
Fire 15 ft. cone

5 ft. wide, 30 ft. long line

15 ft. cone

, it gains the following

damage type

Dexterity
Constitution
Dexterity
Dexterity

Constitution






GLOSSARY

ADVENTURERS CONFRONT A FIENDISH UDAAK THAT HAUNTS THE EDGES OF CIVILIZATION IN EASTERN WYNANDIR

d, and company don't kill me, | can only hope whatever gods-forsaken nightmares live out past the darkness will finish the job.

—Unknown Right



Core spawn worm
BEASTS

Bristled moorbounder
Moorbounder
CONSTRUCTS
Gearkeeper construct
FEY

Sea fury

FIENDS

Nergaliid

Udaak

Aeorian absorber
Aeorian nullifier
Aeorian reverser
Frost worm
Gloomstalker
Horizonback tortoise
Merrow shallowpriest
Swavain basilisk
UNDEAD

Frost giant zombie
Husk zombie

Shadowghast

Wildemount NPCs

Appendix B of the Monster Manual contains stat blocks that can be used to represent most nonplayer characters (NPCs) in Wildemount. You can modify
these stat blocks to give NPCs features similar to the character options in chapter 4 of this book. For example, you can create an NPC dunamancer by
taking the archmage or mage stat block in the Monster Manual and replacing some of its spells with new spells from chapter 4, or you can take the knight

or veteran stat block and add a trait similar to the Manifest Echo class feature of the Echo Knight in chapter 4.



Aeorian Hunters

Brought to life by mages in the flying city of Aeor during the Age of Arcanum, Aeorian hunters were created to take on angels, demons, devils, fey, and the
gods themselves. When Aeor crashed into Eiselcross, many of these magically mutated monstrosities survived, and they now stalk Aeor’s ruins and the

islands’ icy wastes.

Created by Experimentation. Aeorian hunters were created through arcane experimentation on beasts and humanoids—both captives and volunteers.
These experiments resulted in monstrosities with brightly colored flesh and the power to resist and destroy Aeor’s enemies. It is theorized that the mages
of Aeor must have possessed some means of controlling their monstrous soldiers, but no such device has yet been found in the wastes of Eiselcross.
Draconic was the language used by these mages to train and bind the Aeorian hunters, and the hunters retain an understanding of this language even

though they can't speak it.

Madness through Immortality. Aeorian hunters do not age. As such, the lust for violence their creators instilled in their minds has grown ravenous after

centuries without war. Most immediately attack any creature they see.

Never Harm Another Hunter. Though they crave violence, Aeorian hunters have never been seen attacking each other. Most scholars believe that Aeor’s
mages must have enchanted this behavior into them, given the cost in gold and magic required to create each hunter. Some adventurers in Eiselcross

boast about sneaking past Aeorian hunters using disguises or illusions to mimic a hunter’s form, but these are most likely tall tales.

Ageless Memories. Each Aeorian hunter has perfect recall of every experience since the moment of its creation. Their limited intellects and desire for
violence prevent them from effectively communicating, but each hunter holds a wealth of knowledge—often including the location of rare Aeorian relics—

inside its mind.

Perfect Soldiers. Aeorian hunters don't require food or drink.

Aeorian Absorber

Resembling some sort of canine or feline quadruped at a distance, the absorber’s monstrous nature becomes quickly apparent as it closes in. Named for
its ability to draw magical energy into its body, the absorber can release that energy in devastating blasts through its tail, whose eye is constantly on the

lookout for prey.

AEORIAN ABSORBER

Large monstrosity, neutral evil

Armor Class 15 (natural armor)
Hit Points 171 (18d10 + 72)
Speed 40 ft.

14 (+2) 8 (-1)

Saving Throws Wis +6, Cha +3



ber
can force the caster to make a DC 16 Dexterity saving throw. Unless the save succeeds, the caster takes the other half of the damage.

Aeorian Nullifier

Nullifiers are the bane of all magic users, with their physical forms and innate powers shaped specifically to resist and cancel magical effects. Against
other foes, a nullifier is no less fearsome for the grotesque mouths filled with razor-sharp teeth that cover its torso—and which set up a cacophony of

gnashing that can drive other creatures mad.

AEORIAN NULLIFIER

Large monstrosity, neutral evil

Armor Class 17 (natural armor)

Hit Points 180 (19d10 + 76)




darkvision
ges unders
Challenge 12 (8,400 XP)
Horrid Gnashing. The nullifier's mouths gnash incoherently while it can see any enemies. Each creature that starts its turn within 20 feet of the nullifier and can hear it
must make a DC 16 Wisdom saving throw. Unless the save succeeds, the creature rolls a d8 to determine what it does during the current turn:
1-4: The creature is stunned until the end of the turn.
5-6: The creature is frightened until the end of the turn and uses its movement to get as far as possible from the nullifier.

7-8: The creature doesn’t move, and it uses its action to make one melee attack against a random creature (other than itself) if one is within reach. It otherwise does
nothing.

Innate Spellcasting. The nullifier's innate spellcasting ability is Charisma (spell save DC 16). It can innately cast the following spells, requiring no material components:
At will: counterspell (see "Reactions” below), detect magic, dispel magic, see invisibility
1/day: antimagic field

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

Actions

Multiattack. The nullifier makes three attacks: one with its bites and two with its claws.
Bites. Melee Weapon Attack: +8 to hit, reach 5 ft., one creature. Hit: 17 (2d12 + 4) piercing damage plus 11 (2d10) force damage.

Claws. Melee Weapon Attack: +8 to hit, reach 10 ft., one target. Hit: 11 (2d6 + 4) slashing damage plus 11 (2d10) force damage, and the target is grappled (escape DC 16)
if it's a creature. The nullifier has two claws, each of which can grapple one creature.

Reactions

Counterspell. The nullifier attempts to interrupt a creature that it can see within 60 feet in the process of casting a spell. If the creature is casting a spell of 3rd level or
lower, its spell fails and has no effect. If it is casting a spell of 4th level or higher, the nullifier makes a Charisma check with a DC equal to 10 + the spell’s level. On a
success, the creature’s spell fails and has no effect.

Aeorian Reverser

Areverser is a terrible foe in melee, laying into other creatures with teeth and claw. But the chaos it imposes is more fearful by far, as its enemies’ hs "~g

magic are unraveled and turned against them.



DEX CON

16 (+3) 18 (+4)
WIS CHA
14 (+2) 8 (-1)

Skills Perception +5, Stealth +6, Survival +5
Damage Immunities radiant, necrotic

Senses darkvision 120 ft., passive Perception 15
Languages understands Draconic but can’t speak

Challenge 8 (3,900 XP)

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

Actions

Multiattack. The reverser makes three attacks: one with its bite and two with its claws.
Bite. Melee Weapon Attack: +8 to hit, range 5 ft., one creature. Hit: 11 (1d12 + 5) piercing damage plus 6 (1d12) force damage.

Claws. Melee Weapon Attack: +8 to hit, reach 5 ft., one target. Hit: 8 (1d6 + 5) slashing damage plus 7 (2d6) force damage.

Reactions

Reversal. When a creature the reverser can see within 30 feet of it regains hit points, the reverser reduces the number of hit points regained to 0, and the reverser deals 13
(3d8) force damage to the creature.

Blood Hunter
To mortals and monsters alike, the blood hunter is a legendary figure—a humanoid stalker said to embrace monstrous power. Long years ago, a group of
mortals undertook dark rituals and alchemical experiments to gain the power of the deadliest monsters, allowing them to better hunt those monsters.

Blood hunters are steely on the surface, but roiling emotion lies beneath that impassive mask. Bestial fury and fathomless sorrow drive every stroke of a

blood hunter’s blade. Humanoids who draw the ire of a blood hunter are often in league with monsters—or the victims of a terrible misunderstandit



Such misunderstandings are tough to clear up, for blood hunters are the kind of folk to slay first and ask questions later.

CON
12 (+1) 15 (+2)
wiIs CHA
16 (+3) 11 (+0)

Skills Acrobatics +4, Insight +6, Perception +6
Senses darkvision 60 ft., passive Perception 16
Languages any one language (usually Common)

Challenge 5 (1,800 XP)

Blood Curse of Binding (1/Day). As a bonus action, the blood hunter targets one creature it can see within 30 feet of it. The target must succeed on a DC 14 Strength
saving throw or have its speed reduced to 0 and be unable to take reactions. The target can repeat the saving throw at the end of each of its turns, ending the effect on
itself on a success.

Blood Frenzy. The blood hunter has advantage on melee attack rolls against any creature that doesn’t have all its hit points.
Innate Spellcasting (1/Day). The blood hunter can innately cast hex. Its innate spellcasting ability is Intelligence.

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

Actions

Multiattack. The blood hunter attacks twice with a weapon.
Greatsword. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit: 11 (2d6 + 4) slashing damage plus 3 (1d6) fire damage.
Heavy Crossbow. Ranged Weapon Attack: +4 to hit, range 100/400 ft., one target. Hit:6 (1d10 + 1) piercing damage.

Core Spawn

The Elder Evils assault the multiverse in strange and calamitous ways. Sometimes they breach the Material Plane by exploiting the unfathomable energy
and darkness found in the world’s depths. These terrestrial manifestations of loathsome alien agendas are known as core spawn, and they are as varied in

their physiology as they are horrific.

Their concentration in the desolate lands of Blightshore makes the core spawn a challenge to research, and many who have sought to observe or ¢

these nightmarish entities rarely return. Those who do return are often shells of their former selves who speak of horrifying underground labyrinths «



twisting caverns and malevolent nests where other denizens of the Miskath Strand are dragged below to some infernal purpose.

Offspring of Calamity. The aberrant creatures known as core spawn are a subterranean breed of heralds, servants, foot soldiers, and lieutenants of the
Elder Evils, awakened in the depths by the cataclysmic actions of the Betrayer Gods and their minions. They often appear on the surface world in the wake
of seismic events, such as that which created the bottomless Miskath Pit of Eastern Wynandir. Warlocks and cultists sometimes gather together to
hasten the arrival of core spawn to the Material Plane, focusing their arcane power on areas of natural seismic instability when the signs and stars are
right.

Core Spawn Crawler

The smallest and most numerous of the core spawn, these eyeless creatures scurry through the subterranean darkness with the help of their four
irregular, gangly arms and hooked prehensile tails. Core spawn crawlers rarely travel alone, and a group of these agile predators is known as a vein of

crawlers. Their clattering taloned limbs warn of their presence as they scuttle through the shadow-haunted depths of the earth.

all aberrat

Armor Class 12

Hit Points 21 (6d6)

Speed 30 ft.
STR DEX CON
7 (-2) 14 (+2) 10 (+0)
INT WIS CHA
9 (-1) 12 (+1) 6 (-2)

Skills Perception +5

Damage Immunities psychic

Condition Immunities blinded

Senses blindsight 30 ft. (blind beyond this radius), tremorsense 60 ft., passive Perception 15
Languages understands Deep Speech but can't speak

Challenge 1 (200 XP)

Pack Tactics. The crawler has advantage on an attack roll against a creature if at least one of the crawler’s allies is within 5 feet of the creature and the ally isn't
incapacitated.

Actions

Multiattack. The crawler makes four attacks: one with its bite, two with its claws, and one with its tail.

Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one creature. Hit: 4 (1d4 + 2) piercing damage and the target must succeed on a DC 11 Wisdom saving throw or become
frightened until the start of the crawler’s next turn.

Claws. Melee Weapon Attack: +4 to hit, reach 15 ft., one target. Hit: 4 (1d4 + 2) slashing damage.

Tail. Melee Weapon Attack: +4 to hit, reach 15 ft., one target. Hit: 5 (1d6 + 2) piercing damage.



Core Spawn Emissary

These airborne predators serve as assassins and sentinels for the core spawn. The terrible thrum of its insectoid wings and a chittering of mandibles

announces an emissary’s arrival.
The core spawn emissary can expel clouds of crystalline spores from tubes in its head. These spores act like a contact poison and can be deadly if

inhaled.

CORE SPAWN EMISSARY

Small aberration, chaotic evil

Armor Class 15 (natural armor)
Hit Points 102 (12d8 + 48)
Speed 40 ft., fly 60 ft. (hover)

STR DEX CON
17 (+3) 15 (+2) 18 (+4)
INT WIS CHA
8 (-1) 13 (+1) 8 (-1)

Saving Throws Dex +5, Wis +4, Cha +2

Skills Perception +4

Damage Immunities psychic

Condition Immunities blinded

Senses blindsight 30 ft., tremorsense 60 ft., passive Perception 14
Languages understands Deep Speech but can't speak, telepathy 120 ft.
Challenge 6 (2,300 XP)

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

Actions

Multiattack. The emissary makes three talons attacks.
Talons. Melee Weapon Attack: +6 to hit, reach 5 ft., one creature. Hit: 14 (2d10 + 3) slashing damage.

Alluring Thrum (Recharges 5—6) The emissary emits a dreadful yet alluring hum. Each creature within 20 feet of the emissary that can hear it and that isn’t an aberration
must succeed on a DC 14 Constitution saving throw or be charmed for 1 minute. A creature can repeat the saving throw at the end of each of its turns, ending the effect on
itself on a success.

Crystal Spores (Recharge 6) A 15-foot-radius cloud of toxic crystalline spores extends out from the emissary. The spores spread around corners. Each creature in the area
must succeed on a DC 14 Constitution saving throw or become poisoned. While poisoned in this way, a creature takes 11 (2d10) poison damage at the start of each of its
turns. A creature can repeat the saving throw at the end of each of its turns, ending the effect on itself on a success.



Core Spawn Seer

Core spawn seers are humanoid arcanists corrupted by the eldritch power of the Elder Evils through blasphemous rites or accursed encounters. Ravaged
by otherworldly radiation and disease, their bodies are covered in horrible protrusions of fluorescent crystals, which emit a psychedelic glow from beneath

the tattered folds of their robes.

CORE SPAWN SEER

Medium aberration, chaotic evil

Armor Class 17 (natural armor)

Hit Points 153 (18d8 + 72)

Speed 30 ft.
STR DEX CON
14 (+2) 12 (+1) 18 (+4)
INT WIS CHA
22 (+6) 19 (+4) 16 (+3)

Saving Throws Dex +6, Int +11, Wis +9, Cha +8

Skills Perception +9

Damage Immunities psychic

Condition Immunities charmed, frightened

Senses blindsight 60 ft., tremorsense 60 ft., passive Perception 19
Languages Common, Deep Speech, Undercommon, telepathy 120 ft.

Challenge 13 (10,000 XP)

Earth Glide. The seer can traverse through nonmagical, unworked earth and stone. While doing so, the seer doesn’t disturb the material it moves thro

agic Resist




Core Spawn Worm

This invertebrate horror has quivering, barbed tentacles set around its massive, toothy maw. The worm’s cracked and stony hide pulses with a dull orange

glow, as if it might be composed of primordial lava perpetually on the verge of hardening into solid rock.

CORE SPAWN WORM

Gargantuan aberration, chaotic evif

Armor Class 18 (natural armor)
Hit Points 279 (18d20 + 90)
Speed 60 ft., burrow 40 ft.

STR DEX CON
26 (+8) 5 (-3) 20 (+5)
INT wis CHA
6 (-2) 8 (-1) 4 (-3)

Saving Throws Con +10, Wis +4

Skills Perception +4

Damage Vulnerabilities cold

Damage Immunities fire, psychic

Condition Immunities charmed, frightened

Senses blindsight 30 ft., tremorsense 60 ft., passive Perception 14
Languages understands Deep Speech but can't speak

Challenge 15 (13,000 XP)

Actions




ust succeed ona DC 18
effects outside the worm

If the worm takes 30 damage or more on a single turn from a creature inside it, the worm must succeed on a DC 21 Constitution saving throw at the end of that turn or
regurgitate all swallowed creatures, which fall prone in a space within 10 feet of the worm. If the worm dies, a swallowed creature is no longer restrained by it and can
escape from the corpse by using 20 feet of movement, exiting prone.

Frost Giant Zombie

An unknown Aeorian object of immense power and mystery was uncovered and brought to the Fortress of the Dead Jarl in Eiselcross to please the ruling
frost giant, Conessa Berg. The object’s unstable nature unleashed a burst of corroding arcane power, ravaging the denizens of the stronghold with twisting
necromantic energies, transforming them into monstrous, rime-infused undead. These hulking brutes now wander the ruined landscape surrounding their

cursed home, hunting and destroying all living things with a frightening ferocity.

The battered, butchered, and frozen remains of would-be heroes litter battle sites where these undead giants have been encountered. Underestimating
these towering horrors has been the folly of numerous expeditions to the northern reaches of Eiselcross, with only rumors often finding their way back as

proof that these frigid monsters even exist.

Hearts of Ice. Within the giants’ glacial hearts, glowing and unbeating, elemental energy stokes an unrivaled fury that pushes the frost giant zombies

beyond the meandering speeds of standard zombies, making these behemoths far quicker than a studied mind would think a rotting giant could be.

Numbing Aura. Beyond shaping the unsuspecting frost giants into undying horrors, the Aeorian artifact also infused and amplified the elemental nature of

the wandering horde, so that the undead giants exude a deadly aura of slowing cold, ensnaring their prey in icy mist that lessens their chance to escape.

Undead. A frost giant zombie doesn't require air, food, drink, or sleep.

FROST GIANT ZOMBIE

Huge undead, neutral evil

Armor Class 15 (patchwork armor)
Hit Points 138 (12d12 + 60)
Speed 40 ft.

STR DEX CON
23 (+6)
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Greataxe. Melee Weapon Attack: +10 to hit, reach 10 ft., one target. Hit: 25 (3d12 + 6) slashing damage.
Hurl Rock. Ranged Weapon Attack: +10 to hit, range 60/240 ft., one target. Hit: 28 (4d10 + 6) bludgeoning damage.

Freezing Stare. The zombie targets one creature it can see within 60 feet of it. The target must succeed on a DC 17 Constitution saving throw or take 35 (10d6) cold
damage and be paralyzed until the end of its next turn.

Frost Worm

Frost worms burrow through the snow, dirt, ice, and rock of Wildemount'’s Biting North. These enormous monstrosities eagerly consume any living
creature they can wrap their jaws around.

A frost worm spends most of its time beneath the frozen ground, conserving energy while it waits for prey to pass overhead. Smart travelers can identify a
frost worm’s hunting grounds by looking for recently iced-over tunnels. When the worm senses vibrations above, it bursts forth through dirt, ice, and snow.

Those who escape its initial assault must still contend with the worm’s haunting trill—a hypnotizing call that stops creatures in their tracks to make them

easy prey.

FROST WORM

Gargantuan monstrosity, unaligned

Armor Class 18 (natural armor)




(-3)

Damage Immunities cold
Senses blindsight 30 ft., tremorsense 60 ft., passive Perception 7
Languages —

Challenge 17 (18,000 XP)

Freezing Body. A creature that touches the worm or hits it with a melee attack while within 5 feet of it takes 10 (3d6) cold damage.

Death Burst. When the worm dies, it explodes in a burst of frigid energy. Each creature within 60 feet of it must make a DC 20 Dexterity saving throw, taking 28 (8d6) cold
damage on a failed save, or half as much damage on a successful one. Creatures inside the worm when it dies automatically fail this saving throw.

Tunneler. The worm can burrow through solid rock at half its burrowing speed and leaves a 10-foot-diameter tunnel in its wake.

Actions

Multiattack. The worm makes two bite attacks, or uses its Trill and makes a bite attack.

Bite. Melee Weapon Attack: +15 to hit, reach 10 ft., one target. Hit: 22 (3d8 + 9) piercing damage plus 10 (3d6) cold damage. If the target is a Large or smaller creature, it
must succeed on a DC 20 Dexterity saving throw or be swallowed by the worm. A swallowed creature is blinded and restrained, has total cover against attacks and other
effects outside the worm, and takes 10 (3d6) acid damage and 10 (3d6) cold damage at the start of each of the worm’s turns.

If the worm takes 30 damage or more on a single turn from a creature inside it, the worm must succeed on a DC 20 Constitution saving throw at the end of that turn or
regurgitate all swallowed creatures, which fall prone in a space within 10 feet of the worm.

Trill. The frost worm emits a haunting cry. Each creature within 60 feet of the worm that can hear it must succeed on a DC 20 Wisdom saving throw or be stunned for 1
minute. A creature can repeat the saving throw each time it takes damage and at the end of each of its turns, ending the effect on itself on a success. Once a creature
successfully saves against this effect, or if this effect ends for it, that creature is immune to the Trill of all frost worms for the next 24 hours. Frost worms are immune to
this effect.

Gearkeeper Construct

Rolling, deadly whirlwinds of metal plates and curving blades, these clockwork automatons were initially designed by tinkerers and mage engineers to be

sentries and guardians in the deepest of vaults during the Age of Arcanum. While most of these majestic and deadly curiosities have fallen to rust and



ruin, forgotten along with their long-destroyed and buried societies, some continue to patrol the tunnels and pathways of forgotten tombs and dungeons,

following their original operations and directives to protect the contents of their domain.

Resembling a rolling ball of shield-like plates, a gearkeeper construct can rapidly travel through corridors to seek intruders. Upon discovering an
unrecognized creature, the shields expand to reveal gaps where numerous metallic legs emerge for precision movement. Bladed appendages whir around
the construct, threatening any unlucky delvers who wander too close, while heavy spears of steel can be fired from within the construct’s core, impaling

unwanted guests. If overwhelmed, the construct can discharge a spray of heated, jagged metal fragments to subdue groups of intruders.

Reverse engineering from the recovered shells and scraps of excavated gearkeeper constructs, a number of modern tinkerers have developed updated

variations of these sentinels. Such designs are only recently seeing use in select prisons, or by wealthy collectors seeking to keep their collections safe.

Constructed Nature. A gearkeeper construct doesn’t require air, food, drink, or sleep.

GEARKEEPER CONSTRUCT

Large construct, unaligned

Armor Class 18 (natural armor)

Hit Points 161 (17d10 + 68)

Speed 60 ft.
STR DEX CON
20 (+5) 16 (+3) 18 (+4)
INT WIS CHA
3 (-4) 11 (+0) 1 (-5)

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

Condition Immunities charmed, exhaustion, frightened, paralyzed, petrified, poisoned
Senses blindsight 120 ft., passive Perception 10

Languages understands the languages of its creator but can’t speak

Challenge 10 (5,900 XP)

Immutable Form. The gearkeeper is immune to any spell or effect that would alter its form.
Rapid Shifting. Opportunity attacks made against the gearkeeper have disadvantage.

Whirling Blades. Any creature that starts its turn within 5 feet of the gearkeeper takes 4 (1d8) slashing damage.

Actions

Multiattack. The gearkeeper makes two Arm Blade attacks, or one Arm Blade attack and one Spear Launcher attack.
Arm Blade. Melee Weapon Attack: +9 to hit, reach 5 ft., one target. Hit: 18 (3d8 + 5) slashing damage.
Spear Launcher. Ranged Weapon Attack: +9 to hit, range 90 ft., one target. Hit: 12 (2d6 + 5) piercing damage, and the target is knocked prone.

Shrapnel Blast (Recharge 6). The gearkeeper jettisons a spray of jagged metal in a 30-foot cone. Each creature in the area must make a DC 15 Dexterity saving throw,
taking 21 (6d6) piercing damage on a failed save, or half as much damage on a successful one.



Gloomstalker

A gloomstalker is a terrifying, winged predator resembling a wyvern composed of twisting shadows, with glowing eyes and dagger-like teeth.

Shadows of Doom. Hailing from the cursed lands of the Shadowfell, these nightmarish creatures hunt the barrens of that desolate plane, freezing prey in

their tracks with their woeful shrieks before pulling them into the skies with their talons to be ripped apart and devoured.

Night Hunters. A gloomstalker’s proclivity for darkness makes it extremely dangerous at night or in heavily shaded places where it can blend in with their

shadowed surroundings, but more dangerous than the lone hunter is a pack of gloomstalkers. Small packs of three to six are common. Larger packs of

ten or more, called frenzies, are often harbingers of a greater evil yet to come.

Terror Mounts. Gloomstalkers were employed by arcanists and the followers of the Betrayer Gods as mounts in the ancient battles of the Calamity. A

respectable number of gloomstalkers, now free of their burden, still hold hidden lairs scattered across the wastes of Xhorhas.

GLOOMSTALKER

Large monstrosity, neutral evil

Armor Class 15 (natural armor)
Hit Points 90 (12d10 + 24)
Speed 40 ft., fly 80 ft.

STR
22 (+6)

INT
5(-3)

DEX
16 (+3)

WIS
17 (+3)

CON
14 (+2)

CHA
14 (+2)

Saving Throws Str +9, Dex +6

Skills Athletics +9, Perception +6, Intimidation +5, Stealth +6
Damage Vulnerabilities radiant

Senses darkvision 240 ft., passive Perception 16

Languages understands Common but can’t speak

Challenge 6 (2,300 XP)

ecks that rely on sigh




Horizonback Tortoise

Desolate badlands and soggy marshes are home to the ancient and massive horizonback tortoises of Eastern Wynandir. Nearly fifty feet from nose to tail,
and with a habit of remaining stationary for long periods, a horizonback tortoise is easy to mistake for a low hill at a distance. But when these impressive
creatures rise to begin their march, the sight inspires fear and awe in equal parts. An omnivore of incredible size, these scavengers prefer to feed on dead

vegetation, but make use of whatever edible matter they come across.

Friend to the Wastefolk. Referred to as “kinespaji” by the goblins of the east, these majestic and slow-moving beasts have long enjoyed a symbiotic

relationship with the denizens of Xhorhas. Horizonback tortoises provide mobile homesteads and can act as siege weapons in times of crisis.

HORIZONBACK TORTOISE

Gargantuan monstrosity, unaligned

Armor Class 17 (natural armor), 22 while in its shell

Hit Points 227 (13d20 + 91)
Speed 20 ft.
STR DEX CON
28 (+9) 3 (-4) 25 (+7)
INT WIS CHA
4 (-3) 10 (+0) 5 (-3)

Saving Throws Str +12, Con +10
Damage Immunities poison
Condition Immunities poisoned

Senses darkvision 60 ft., passive Perception 10

Amphibious. The tortoise can breathe air and water.
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Shell Defense (Recharge 4—6). The tortoise withdraws into its shell, falls prone, and gains a +5 bonus to AC. While the tortoise is in its shell, its speed is 0 and can’t
increase. The tortoise can emerge from its shell as an action, whereupon it is no longer prone.

Husk Zombie

The wastes of Eastern Wynandir retain many curses and corruptions from the time of the Calamity, the worst of which pervert the sanctity of death. One
such curse manifests as a terrible roving fog that draws the corpses of the fallen to rise as husk zombies—resilient undead of frightening speed and
bloodlust. As well, some of the more heinous fiends that walk these scarred lands feed on the life force of the living, leaving these terrible undead in their

wake.

Psychotic Frenzy. Unlike typical zombies, which are ponderous and lumbering stalkers, a husk zombie races quickly toward its prey, eager to tear flesh
from bone. Each kill it makes drives it into a fighting frenzy, during which it howls with delight. It doesn’t feed on those it kills, but rather leaves the corpses

to rot. Humanoids killed by a husk zombie become husk zombies themselves, rising quickly to join their slayer in merry carnage.

Undead. A husk zombie doesn’t require air, food, drink, or sleep.

HUSK ZOMBIE

Medium undead, neutral evil

Armor Class 10

Hit Points 37 (5d8 + 15)

Speed 35 ft.
STR DEX CON
16 (+3) 10 (+0) 16 (+3)
CHA

5 (-3)




Merrow Shallowpriest

Some of the many merrow that dwell in the watery shadows of the Menagerie Coast learn to harness the magical aspects of the elements. Often working
as guides leading merrow hunting parties, some of these shallowpriests rise to become powerful leaders, inspiring their clans to terrorize coastal

communities and passing ships.

Rumors speak of underground waterways and lakes carved into the rock beneath Wildemount, where shallowpriests hold court over huge subterranean
communities of merrow. These evil creatures are thought to seek the means of flooding the surface world, allowing them to steal away who and what they

will to the dark waters below.

While most shallowpriests do not bind themselves in the service of a specific deity, some are drawn to the worship of entities that reign over regions of
the Elemental Plane of Water, hoping to find means of expanding their dominion into the seas of Exandria. These merrow often spearhead the
construction of intricate shrines and temples along the bottom of the ocean, preparing a sacred space for planar doorways to their master’s realm to be

opened and maintained.

MERROW SHALLOWPRIEST
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the following druid

Cantrips (at will): druidcraft, minor illusion, shocking grasp
1st level (4 slots): cure wounds, fog cloud, thunderwave
2nd level (3 slots): hold person, mirror image, misty step

3rd level (3 slots): dispel magic, lightning bolt (see “Actions” below), sleet storm

Actions

Harpoon. Melee or Ranged Weapon Attack: +6 to hit, reach 5 ft. or range 20/60 ft., one target. Hit: 11 (2d6 + 4) piercing damage. If the target is a Medium or smaller
creature, the merrow can pull it 10 feet closer.

Lightning Bolt (3rd-Level Spell; Requires a Spell Slot). The merrow unleashes a stroke of lightning in a line 100 feet long and 5 feet wide. Each creature in the line must
make a DC 13 Dexterity saving throw, taking 28 (8d6) lightning damage on a failed save, or half as much damage on a successful one.

Moorbounders

One of the many predators to stalk the marshlands and muddy foothills of Xhorhas, moorbounders are known as dangerous killers to those who try to
avoid them on their travels—and as prized mounts for those willing to capture and train them. Though the process of domesticating a moorbounder is

fraught with peril, these creatures can become favored hunting companions and powerful war mounts.

Natural Hunters. Moorbounders hunt with elongated tusks and retractable claws. With a vague resemblance to large hunting cats, their muscular bodies

are built for combat, granting them incredible prowess at leaping and a running speed that makes them dominant carnivores.

Moorbounder

Large beast




Speed 70 ft.

ON
(+2)

INT CHA
2 (-4 1 5 (-3)

Senses darkvision 60 ft., passive Perception 11

Languages —

Challenge 1 (200 XP)

Standing Leap. The moorbounder’s long jump is up to 40 feet and its high jump is up to 20 feet, with or without a running start.

Actions

Claws. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 14 (4d4 + 4) slashing damage.

Bristled Moorbounder

Bristled Moorbounders. A weird and deadly offshoot of the moorbounder has rows of long, bladelike bristles covering its sleek body. The creature
weaponizes these blades, using them to slash nearby creatures to ribbons. However, these blades make the bristled moorbounder less suitable as a

mount.

BRISTLED MOORBOUNDER

Large beast, unaligned

Armor Class 15 (natural armor)

Hit Points 52 (7d10 + 14)

Speed 70 ft.
STR DEX CON
18 (+4) 14 (+2) 14 (+2)
CHA

5 (-3)




Nergaliid (Devil Toad)

Corpulent, scaled, and utterly repulsive, these vicious devils stalk the dark edges of society away from prying eyes, subsisting on the life force of
unsuspecting humanoids. Creatures that die to the nergaliid’s feeding leave a corrupted undead corpse behind known as a husk zombie (presented earlier

in this chapter).

The nergaliid favors feeding on the life force of sleeping humanoids, feasting on the same prey nightly—so long as its victim remains unaware. This
ensures a lasting source of nourishment, with the victim beset by terrible nightmares as long as the feeding continues. When a nergaliid is discovered, it
tries to strike a deal with the one who uncovered it. It might offer material wealth in exchange for freedom and silence. Only when an accord seems

unlikely does the nergaliid attack.

wful evil
ural armor)
+20)
Speed 30 ft.
STR DEX CON
18 (+4) 12 (+1) 20 (+5)
INT WIS CHA
12 (+1) 10 (+0) 12 (+1)

Skills Deception +5, Perception +2, Stealth +5

Damage Resistances cold; bludgeoning, piercing, and slashing from nonmagical attacks that aren’t silvered
Damage Immunities fire, poison

Condition Immunities poisoned

Senses darkvision 120 ft., passive Perception 12

Languages Common, Infernal

Challenge 3 (700 XP)

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

Standing Leap. The nergaliid’s long jump is up to 30 feet and its high jump is up to 20 feet, with or without a running start.

Actions

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one creature. Hit: 13 (2d8 + 4) piercing damage, and the target must succeed on a DC 15 Constitution saving throw or
become poisoned for 1 minute. The poisoned creature can repeat the saving throw at the end of each of its turns, ending the effect on itself on a success.

Tongue Lash. Melee Weapon Attack: +6 to hit, reach 20 ft., one target. Hit: 10 (1d12 + 4) bludgeoning damage.

Siphon Life (Recharge 4-6). The nergaliid magically draws the life from a humanoid it can see within 40 feet of it. The target must make a DC 15 Wisdom saving throw. An
incapacitated target fails the save automatically. On a failed save, the creature takes 10 (3d6) psychic damage, and the nergaliid gains temporary hit points equal to the
damage taken. On a successful save, the target takes half as much damage, and the nergaliid doesn’t gain temporary hit points. If this damage kills the target, its body
rises at the end of the nergaliid’s current turn as a husk zombie (see earlier in this chapter).



Sahuagin Warlock of Uk'otoa

The slumbering leviathan Uk'otoa preys on the fears and ambitions of humanoids that brave the depths of the Lucidian Ocean. Countless communities of
sahuagin inhabit uncharted pockets of water along the Menagerie Coast, and the most ambitious among them often hear the call of the leviathan in their

dreams, urging them to take his power and use it to achieve their bloodsoaked dreams.

Sahuagin who answer the call of Uk'otoa tend to have one ambition in common: vengeance against the land dwellers of the Clovis Concord for daring to
sail oceans that do not belong to them. As these devotees receive dark boons from their leviathan lord, other sahuagin begin to gather to their side, drawn
to their displays of power and seeking their own pathway to power. Over time, these warlocks eventually become empty husks, mere receptacles for

Uk'otoa’s power, and puppets that the slumbering leviathan can control as he pleases.

SAHUAGIN WARLOCK OF UK'OTOA

in), neutral evil

mor)

TR
(+2)




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

At will: eldritch blast (see “Actions” below)

1/day each: armor of Agathys, arms of Ha s, invisibility, hunger of Hadar.

Limited Amphibio The warlock can to be submerged at least once every 4 hours to avoid suffocating.
Shark Telepathy. The warlock can magica eet of it, using a limited telepathy.

Actions

Multiattack. The warlock makes two attacks: one with its bite and one with its Sword of Fathoms.
Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one creature. Hit: 4 (1d4 + 2) piercing damage.

Sword of Fathoms. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit: 7 (1d10 + 2) slashing damage, and if the target is a creature, it must succeed on a DC 13
Constitution saving throw or begin choking. The choking creature is incapacitated until the end of its next turn, when the effect ends on it.

Eldritch Blast (Cantrip). Ranged Spell Attack: +5 to hit, range 120 ft., one creature. Hit: 5 (1d10) force damage.

Sea Fury

In times of great danger, sea hags form massive covens to channel powerful magic against outside threats. But when the threat is vanquished, these
covens often destroy themselves from within. One sea hag grows more powerful than the others, killing its kin one by one and siphoning their magical

power as it does so.

Driven to madness by the power it claims—and by the loneliness that is the cost of its killing spree—the hag becomes a sea fury, which hoards treasure,
spreads rumors, and does everything within its power to lure sailors and explorers to its lair. By doing so, it hopes to break its loneliness for a time—and

then to destroy its new playthings when they have outlived their usefulness.



SEA FURY

Medium fey, chaotic evil

Armor Class 14 (natural armor)
Hit Points 105 (14d8 + 42)
Speed 30 ft., swim 50 ft.

STR DEX CON
19 (+4) 15 (+2) 16 (+3)
INT WIS CHA
12 (+1) 12 (+1) 18 (+4)

Skills Deception +8, Insight +5, Perception +5, Stealth +6

Damage Immunities cold, fire, poison; bludgeoning, piercing, and slashing from nonmagical attacks that aren't silvered
Condition Immunities paralyzed, poisoned

Senses darkvision 120 ft., passive Perception 15

Languages Aquan, Common, Giant

Challenge 12 (8,400 XP)

Amphibious. The sea fury can breathe air and water.

Innate Spellcasting. The sea fury’s innate spellcasting ability is Charisma (spell save DC 16, +8 to hit with spell attacks). It can innately cast the following spells, requiring
no material components:

At will: witch bolt
1/day each: bestow curse, fear, thunderwave
Legendary Resistance (3/Day). If the sea fury fails a saving throw, it can choose to succeed instead.

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

Actions

Multiattack. The sea fury makes two attacks with its claws.
Claws. Melee Weapon Attack: +8 to hit, reach 5 ft., one target. Hit: 13 (2d8 + 4) slashing damage.

Death Glare. The sea fury targets one frightened creature it can see within 30 feet of it. The target must succeed on a DC 16 Wisdom saving throw or drop to 0 hit points

Legendary Actions

The sea fury 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 sea fury regains spent legendary actions at the start of its turn.

ttps://www.dndbeyond.com/sources/egtw/wildemount-bestiary



3/17/2020 Wildemount Bestiary - Explorer's Guide to Wildemount - Sources - D&D Beyond

As Water. The sea fury transforms into a wave of foaming seawater, along with whatever it is wearing or carrying, and moves up to its speed without provoking opportunity
attacks. While in this form, it can’t be grappled or restrained. It reverts to its true form at the end of this movement.

Fearsome Apparition (Costs 2 Actions). The sea fury conjures an apparition of one of its dead sisters, which appears in an unoccupied space the sea fury can see within
30 feet of it. Enemies of the sea fury that can see the apparition must succeed on a DC 16 Wisdom saving throw or be frightened of it until it vanishes at the end of the sea
fury’s next turn.

Conjure Snakes (Costs 3 Actions). The sea fury disgorges a swarm of poisonous snakes, which occupies the same space as the sea fury, acts on its own initiative count,
and attacks as directed by the sea fury. The sea fury can control up to three of these swarms at a time.

A Sea Fury’s Lair

A sea fury lurks in the caverns where its coven once dwelled, decorating the walls with the bones of its slain kin, as well as baubles stolen from sunken

wrecks.

A sea fury encountered in its lair has a challenge rating of 14 (11,500 XP).

Lair Actions
On initiative count 20 (losing initiative ties), the sea fury can take a lair action to cause one of the following magical effects, but can't use the same effect

two rounds in a row:

¢ Caverns, tunnels, and pools of water within 120 feet of the sea fury become foggy or murky, to the extent that the area becomes heavily obscured.

¢ The sea fury conjures a 15-foot cube of water that fills an unoccupied space it can see within 30 feet of it, then moves the water in a straight line up to
60 feet, after which the water disperses. Any creature that comes into contact with the rushing wave must succeed on a DC 16 Strength saving throw
or be knocked prone by it and pushed 15 feet along its course.

¢ The sea fury calls forth the spirit of a dead sailor or sea hag that met its end in the lair. This spirit has the statistics of a specter and lasts until the sea

fury uses another lair action. The specter appears in an unoccupied space within 30 feet of the sea fury and obeys the sea fury’s commands.

Regional Effects

The region containing a sea fury’s lair is warped by the sea fury’s magic, which creates the following effects:

¢ Sea water within 5 miles of the lair becomes coarse and choppy, as if whipped by an unseen wind.
¢ Sea grass within 1 mile of the lair is imbued with a foul mockery of life, grasping ineffectually at any creature that passes within 5 feet of it.
¢ Ordinary crabs and octopi within 1 mile of the lair grow in size to become giant crabs and giant octopi, respectively. These creatures serve the sea

fury as spies and guards.

Shadowghast

A shadowghast is an undead assassin. Leaping out from the shadows and trailing tendrils of darkness, it closes in on its prey with nary a sound, then

tears into a victim with its paralyzing claws and furious bite.

SHADOWGHAST

Medium undead, chaotic evil

Armor Class 15

Hit Points 49 (9d8 +9)
Speed 35 ft.
STR DEX CON
14 (+2) 20 (+5) 12 (+1)
INT WIS CHA
12 (+1) 11 (+0) 8 (-1)

Skills Perception +3, Stealth +8
Damage Resistances necrotic

Damage Immunities poison
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Condition Immunities charmed, exhaustion, poisoned
Senses darkvision 60 ft., passive Perception 13
Languages —

Challenge 5 (1,800 XP)

Stench. Any creature that starts its turn within 5 feet of the shadowghast must succeed on a DC 12 Constitution saving throw or be poisoned until the start of its next turn.
On a successful saving throw, the creature is immune to this Stench for 24 hours.

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

Actions

Multiattack. The shadowghast makes two attacks: one with its bite and one with its claws.
Bite. Melee Weapon Attack: +8 to hit, reach 5 ft., one creature. Hit: 11 (2d8 + 2) slashing damage plus 5 (1d10) necrotic damage.

Claws. Melee Weapon Attack: +8 1o hit, reach 5 ft., one target. Hit: 12 (2d6 + 5) slashing damage. If the target is a creature other than an undead, it must succeed on a DC
12 Constitution saving throw or be paralyzed for 1 minute. The target can repeat the saving throw at the end of each of its turns, ending the effect on itself on a success.

Swavain Basilisk

Pearl divers and seafloor scavengers sometimes tell tales of mysterious ocean gardens filled with statues of sea creatures and sailors—the underwater
grottoes of the deadly Swavain basilisk. Though named for the Swavain Islands where they are most commonly found, these dangerous hunters have

been known to wander inland waterways, and have even been spotted in subterranean sewer systems.

Death’s Slimy Embrace. Physically dissimilar to its land-based cousins, the Swavain basilisk is a thin, elongated sea serpent that commonly grows to
lengths of twenty-five feet. Its sinuous body lets it move rapidly through the water and ensnare prey with equal ease. Unlike the deadly gaze of its land-
based cousin, the Swavain basilisk secretes a thick oil that can turn other creatures to stone. Petrified prey sinks to the ocean floor, where the basilisk
feeds at its leisure, the devoured bits returning to flesh once consumed. If processed properly under the supervision of an experienced alchemist, the

basilisk’s oil can be used to reverse the petrification effects it causes.

Shipwreck Steward. Swavain basilisks occasionally hunt ashore under cover of night, but are more often drawn to hunt and nest near the sites of

shipwrecks. When salvage parties and treasure hunters seek out those wrecks for profit, the Swavain basilisk adds more drowned stone to its collection.



SWAVAIN BASILISK

Huge monstrosity, unaligned

Armor Class 16 (natural armor)
Hit Points 85 (10d12 + 20)
Speed 15 ft., swim 40 ft.

STR DEX CON
15 (+2) 16 (+3) 15 (+2)
INT WIS CHA
2 (-4) 8 (-1) 7 (-2)

Damage Immunities poison

Condition Immunities poisoned

Senses darkvision 60 ft., passive Perception 9
Languages —

Challenge 7 (2,900 XP)

Amphibious. The basilisk can breathe air and water.

Petrifying Secretions. A creature must make a DC 13 Constitution saving throw if it hits the basilisk with a weapon attack while within 5 feet of it or if it starts its turn
grappled by the basilisk. Unless the save succeeds, the creature magically begins to turn to stone and is restrained, and it must repeat the saving throw at the end of its
next turn. On a successful save, the effect ends. On a failure, the creature is petrified.

Actions

Multiattack. The basilisk makes two attacks: one with its bite and one with its tail.
Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one creature. Hit: 13 (3d6 + 3) piercing damage plus 10 (3d6) poison damage.

Tail. Melee Weapon Attack: +6 to hit, reach 15 ft., one target. Hit: 14 (2d10 + 3) bludgeoning damage. If the target is a Large or smaller creature, it is grappled (escape DC
12).

Udaak



Known commonly as the brutes of Xhorhas, these enormous creatures resemble an immense, demonic cross between ox and gorilla. Udaaks are solitary
wanderers, found most commonly along the edges of settled lands in the barrens of Eastern Wynandir. Though they often scavenge for food, a hungry

udaak will attack almost any prey, its four sets of red eyes and its tangle of teeth and tusks striking fear into the heart of any creature.

Living Siege Engine. Originally brought to Exandria from the Abyss, udaaks lost their connection to that realm after the Divergence and have roamed the
world freely ever since. In recent years, the warmasters of the Kryn Dynasty have developed arcane collars that can keep an udaak under control, and they

have begun using these dread creatures in the war against the Dwendalian Empire.

UDAAK

Gargantuan fiend, neutral evil

Armor Class 18 (natural armor)

Hit Points 165 (10d20 + 60)

Speed 50 ft.
STR DEX CON
26 (+8) 14 (+2) 22 (+6)
INT WIS CHA
3 (-4 11 (+0) 10 (+0)

Saving Throws Str +13, Con +11

Damage Vulnerabilities thunder

Damage Immunities poison; bludgeoning, piercing, and slashing from nonmagical attacks
Condition Immunities frightened, grappled, poisoned, restrained

Senses darkvision 120 ft., passive Perception 10

Languages —

Challenge 16 (15,000 XP)

Charge. If the udaak moves at least 20 feet straight toward a target and then hits it with a slam attack on the same turn, the target takes an extra 27 (6d8) bludgeoning
damage. If the target is a creature, it must succeed on a DC 21 Strength saving throw or be pushed up to 20 feet away from the udaak and knocked prone.

Siege Monster. The udaak deals double damage to objects and structures.

Actions

Multiattack. The udaak makes three attacks: one with its bite and two with its slam.

Bite. Melee Weapon Attack: +13 to hit, reach 5 ft., one creature. Hit: 21 (2d12 + 8) piercing damage, and the target is grappled (escape DC 21). Until this grapple ends, the
target is restrained, and the udaak can't bite another target.

Slam. Melee Weapon Attack: +13 to hit, reach 10 ft., one target. Hit: 21 (3d8 + 8) bludgeoning damage.

Swallow. The udaak makes one bite attack against a Large or smaller target it is grappling. If the attack hits, the target is also swallowed, and the grapple ends. A
swallowed creature is blinded and restrained, it has total cover against attacks and other effects outside the udaak, and it takes 21 (6d6) acid damage at the start of each
of the udaak’s turns.

If the udaak takes 30 damage or more on a single turn from a creature inside it, the udaak must succeed on a DC 21 Constitution saving throw at the end of that turn or
regurgitate all swallowed creatures, which fall prone in a space within 10 feet of the udaak. If the udaak dies, a swallowed creature is no longer restrained by it and can
escape from the corpse by using 20 feet of movement, exiting prone.
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